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Welcome to a world of science fiction, mystery,
and fantasy told through an Indigenous lens.
This game is meant to assist people who are new
to roleplaying games and to Coyote & Crow by
offering them a very light set of rules and an in-
troductory story that will prepare you for the full
game. More information is available at www.coy-
oteandcrow.net.

To play this introductory game, you’ll need 2-4
people, this document, 2 six-sided dice, some
pens or pencils, and a couple of hours worth of
time. If anyone in your group is familiar with
roleplaying games, we recommend they take on
the role of “Story Guide.” Everyone else will be
“Players'' and take on the role of Characters in
the Story. If no one has played a roleplaying
game (or RPG) before, we recommend the person
who feels they are the best storyteller take on
the job of Story Guide.

What’s a roleplaying game? A roleplaying game
is collective storytelling. It has many things in
common with classic storytelling, but it differs in
that there are a few rules and some dice rolling.
These, along with Player choices, help shape the
story and its outcome. Players take on the role of
protagonists in the story, while the Story Guide
speaks for all of the other Characters and story
elements and helps referee the rules. They have
the same role a narrator in a play might, describ-
ing scenes, situations, and dialogue to the Play-
ers, who then have choices to make when pre-
sented with problems or decisions. Together you
all tell a Story and the ending will unfold as you
play!

What’s the setting of this game? Coyote & Crow
is set in an alternate future of our own world.
This future is different because our shared past
deviated shortly before colonialism came to the
Americas. A massive climate disaster around the
year 1400 changed everything and the Indige-
nous peoples of the Americas were able to forge
their own path. While they struggled under a
centuries long ice age, eventually, the planet be-
gan to heal and people survived and then flour-
ished. 700 years later, civilizations spread out
across both continents. Advanced technology
and spirituality exist side by side.

Along the way, people learned to cultivate and
explore the Adanadi, or the Gift; a strange purple
mark left on all life after the event that changed
the course of history. This purple mark, when har-
nessed properly, has given humans access to gifts
and abilities that we would call superhuman.

But this world isn’t a utopia. As the world heals,
nations have growing needs, treaties are tested,
old grudges are renewed, the oceans and distant
continents wait to be explored, and most fright-
ening of all, old legends and stories told around
the fire may be less distant than previously
thought. It’s a world of science and magic, a
world awakening from a long slumber to new and
exciting possibilities. Players will take on the
roles of three young people living in the metrop-
olis of Cahokia, where the real world city of St.
Louis is today. They’ve recently joined a select
group of people, called Suyata, or the Chosen, to
represent the city in important and official mat-
ters. They’ll soon be graduating as full-fledged
members of the organization, but for now, are
still trainees.

Using this document: You may find it helpful to
print out this entire document before you play. It
is meant to be used in order, from the first page
to the last. Everyone can read pages 1-3. Page 4
should be shared with the Players. Pages 5 and on
should only be read by the Story Guide. Portions
in italics should be read aloud to Players by the
Story Guide.
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How To Play: The Story Guide should read
through this entire document privately prior to
playing. This will help the game go more
smoothly. Then, each Player should choose one
of the available Characters and read them over,
keeping the sheets handy. Players can share in-
formation about their Characters with each other
and should be familiar with their comrades and
their general capabilities. From there, the Story
Guide will begin reading the Story to the Players.
At certain points, Characters will have to make
decisions or take actions at key points in the
Story. These are called Encounters.

Encounters: Every Encounter has three routes
the Players can send their Characters down. Play-
ers will collectively decide which direction they
want their group to take and the Story Guide will
then read the appropriate follow up text and in-
struct the Characters on how to proceed with
their Dice Checks.

Dice Checks: During an Encounter, the Players
and Story Guides will be called upon to make
Dice Checks to determine if their efforts pay off
and to see how the Story proceeds. Follow these
easy steps for Dice Checks.

● The Story Guide will announce the Suc-
cess Number needed based on the choice
the Players made and whether this is a
Physical, Mental, or Spiritual Challenge.

● Players may go in any order they choose.

● Each Player, in turn, then rolls 2 six sided
dice (2d6) for their Character

○ Then, add the value of the related
Stat — Strength for Physical Chal-
lenges, Intelligence for Mental
Challenges, or Spirit for Spiritual
Challenges.

○ Then, add the value of any equip-
ment used.

● The total will then fall into one of these
categories:

○ Less than the Success Number: No
Success

○ Equal to or higher than the Success
Number: One Success

○ 12 or higher: Two Successes

Count up the total number of Successes among
all Players. If you achieved three or more Suc-
cesses, congratulations, you’ve completed the
Encounter. The Story Guide will read the next
part of the story.

If you got less than three Successes, the Story
Guide will make a Dice Check as directed and
will share the results as described. Some or all
Players may lose some Essence and should mark
it on their Character sheet. If any Character
loses all of their Essence, the game ends for ev-
eryone. You may start over from the beginning.

Once the Story Guide has determined the conse-
quences for failing to get enough Successes, the
process will start over. All Players will make their
Dice Check again and when they finish, they will
add the number of Successes they gained this
time to the ones they gained previously. If the
total is 3 or higher, they can proceed with the
Story. If not, the Story Guide will repeat the ac-
tions they took and the Characters may suffer
further consequences. This cycle will continue
until either the Characters have succeeded in
their efforts or one of them is out of Essence.

Characters: All players should choose one Char-
acter to play for the entire story. If you have
fewer than three players, divide up the Charac-
ters amongst available Players, but always include
all three Characters in the Story.
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Print this page out, and give one Character to each Player.

Name: Chakag

Archetype:Warrior

Background: Chakag comes from a big family and is the oldest sibling. They’ve grown up proud to protect
others and wanted to continue to do so as part of the Suyata.

Strength: 3 Intelligence: 1 Spirit: 2

Ability: Warrior’s Fire: Twice per game, Chakag can roll again during a Physical Challenge, stacking their
results from the first roll. Player must decide to use this before their first Dice Check.

Equipment: War Club: +1 to Physical Challenges, 2 Uses

Essence: 6

Name: Nipini

Archetype: Seeker

Background: Nipini’s father was a respected Cahokia scientist who passed away early in life. Nipini has
spent their life working to live up to his memory.

Strength: 2 Intelligence: 3 Spirit: 1

Ability: Eagle’s Insight: Twice per game, Nipini can ignore a Dice Check they just rolled and reroll the
Check, keeping any bonuses they previously had.

Equipment: Drone: +1 to Mental Challenges, 2 Uses

Essence: 6

Name:Wokaho

Archetype: Healer

Background:Many of Wakaho’s family were warriors and they were pushed to be a warrior too. But seeing
all of the injuries and death pushed Wakaho to be a healer, shunning violence when possible.

Strength: 1 Intelligence: 2 Spirit: 3

Ability: Mender’s Touch: Twice per game, instead of making a Dice Check, Wakaho may choose to heal
themselves or another player. That player gains back 2 Essence.

Equipment: Ceremonial Bag: +1 to Spiritual Challenges, 2 Uses

Essence: 6

Only Story Guides From Here On!
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Scene 1: The Journey to Tinatipas

Read to the Players

You are all on the outskirts of the small village of
Tinatipas, where Nipini grew up. You’ve taken a
break from your Suyata training and education to
visit Tinatipas because Nipini has been hearing
from friends and family that there are strange
things happening at Green Water Lake nearby.
After taking a yutsu barge from Cahokia to a stop
near Tinatipas, you all disembark and begin the
half day’s walk to the town. But on the way there,
you’re confronted on the road by Hoonata, one of
Nipini’s uncles by marriage. He seems slightly in-
toxicated on something and is immediately bel-
ligerent. He says, “Nipini, you and your friends
should have stayed in Cahokia where you belong.
Yeah, I heard you might be coming back to help
us out,” making the last few words as sarcastic as
possible. “We don’t need you.” He pointedly jabs
his finger into Nipini’s chest, pushing them back-
ward to the point of stumbling.

Encounter #1: Nipini’s obstinate uncle will not be
dissuaded or ignored. You’ll have to deal with
him.

Option 1: You don’t need to seriously hurt him,
but Hoonata has only ever understood violence.
There’s no point in arguing with him any longer.
He needs to see that you don’t appreciate his at-
titude or him touching Nipini without consent.

Option 2: Hoonata has never been the brightest
person. It shouldn’t be too hard to trick him into
thinking you’re not heading to Tinatipas and that
you’re just passing by. You all can go your sepa-
rate ways and leave him confused in the middle
of the road.

Option 3: Hoonata may be stubborn, but his
heart is probably in the right place. Convince him
that you are all there to help and that all three of
you have nothing but the best of intentions.

Story Guide Only

Option 1: Physical Challenge (Success Number 8)
Upon Success read this: Hoonata sees the fire in
your eyes and cocks his arm back for a punch.
But your group is skilled and not intoxicated. It
doesn’t take much to put Hoonata on his rear
end, nursing a split lip. He hangs his head, apolo-
gizes, and tells you that many in the village are
excited to see you. Carry on to Scene 2.

Option 2: Mental Challenge (Success Number 9)
Upon Success read this: The group convinces him
that all his bluster is for nothing. The truth is,
they weren’t even heading to Tinatipas and are
actually headed south to investigate a damaged
water reservoir. Hoonata hangs his head, mutters
an apology, and stumbles his way toward the
yutsu barge station. Carry on to Scene 2.

Option 3: Spiritual Challenge (Success Number
10) Upon Success read this: Nipini recalls
Hoonata’s insular nature from when they were a
child and the group appeals to it. They remind
him that they are not even actually Suyata and
that they are there on their own, and only want
to offer to help. Hoonata sighs and waves the
Characters on. “Fine. Whatever.” He stumbles
past them toward the yutsu barge station. Carry
on to Scene 2.

If the Players failed to achieve 3 Successes from
any Option, read them this: Hoonata can’t be
convinced and he won’t budge. He takes a wild
swing at Nipini. The Story Guide makes a Dice
Check. On a roll of 8 or higher, Nipini loses an
Essence.
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Scene 2: An Old Friend

Read to the Players

Once in town, you all see that the Fire Festival is
well underway here. The leaves are changing col-
ors and falling to the ground, cooking fires send
delicious smells throughout the village, and most
people are wearing some form of costume or
adornments to honor spirits and animals. A
young girl with a fox mask approaches and says,
“It’s me, Nipini, your friend Kona!” Nipini recog-
nizes their childhood playmate who is a few years
younger. After introductions are made and you all
ask about the strange events at Green Water
Lake, Kona goes quiet and seems frightened.

Encounter #2: Kona knows something and you’ll
have to find a way to convince her to give up the
information.

Option 1: Kona was playing a game of hide and
seek when you came upon her. Perhaps you could
challenge her to a game. You tell her that if she’ll
play then she has to tell you all what she knows if
you can find her.

Option 2: Nipini remembers that Kona was al-
ways impressed by the Suyata. You could lie to
her and tell her that you’re here on official Suyata
business and that she has to tell you what she
knows.

Option 3: Kona is wearing a Fox mask. Tell her
that you’ll make an offering to Fox in her name
the next chance you get. You tell her that she
doesn’t have to speak on Green Water Lake if it
scares her.

Story Guide Only

Option 1: Physical Challenge (Success Number
10) Upon Success read this: Kona runs and hides
by a nearby creek, but she’s no match for your ea-
gle-eyed group. When you find her, she tears up a
bit and tells you her uncle lost his memory at the
lake. She tells you her uncle's name is Wiigi and
that they should speak to him for more informa-
tion. Carry on to Scene 3.

Option 2: Mental Challenge (Success Number 9)
Upon Success read this:When you tell Kona
you’re there on official Suyata business, she goes
pale and says that you should speak to her uncle
Wiigi. He lost his memory out at Green Water
Lake. She backs away warily, then runs off . Carry
on to Scene 3.

Option 3: Spiritual Challenge (Success Number
8) Upon Success read this: Kona lights up with
relief and excitement and thanks you for not ask-
ing her to talk about it. She tells you to visit her
uncle Wiigi, who was at Green Water Lake re-
cently and lost his memory there. She also tells
you that she thinks Wiigi may have spoken to the
town elders. If the Players wish to speak to Wi-
igi, carry on to Scene 3. If they want to speak to
the town elders, carry on to Scene 4

If the Players failed to achieve 3 Successes from
any Option, read them this: Your attempts at
calming Kona have failed and the child flings her
mask off and bursts into tears. Wakaho loses 1
Essence. If the Players fail a second time, Chakag
will lose an Essence. If they fail a third time, Nip-
ini will lose an Essence. If they fail a fourth time,
the child’s panic has drawn a crowd and the vil-
lage elders will ask the group to leave. The Story
ends.
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Scene 3: Confounded

Read to the Players

Kona directs you to her uncle, Wiigi, who is
working, despite the festivities. You find him
hunched over in a workshop, using an advanced
3D printer. The machine is pumping out a dark
green liquid into a barrel. The man, in his late
forties with unkempt hair, is polite, explaining
that he is not celebrating because he is behind on
some work, but he seems distant and unfocused
on his task. There are crates of algae piled up be-
hind him. The algae is being processed into core
materials needed for many products and is a sta-
ple of Tinatipas’ economy. When you ask Wiigi
about the lake, he goes a little pale and tells you
he’s too busy to talk.

Encounter #3: Wiigi is both stubborn and fright-
ened, that much is obvious. But you can see that
there is obviously something going on in Tinati-
pas that is really scaring folks. You will need to
get to the bottom of it and Wiigi is your only
solid lead.

Option 1:Maybe by helping Wiigi with his work-
load, he’ll open up. The crates are heavy and this
might take some time, but maybe if you put your
backs into it, he’ll trust you enough to talk about
the lake.

Option 2: Perhaps the best thing you can do is
get out of Wiigi’s way. Convince him that if he
doesn’t want to talk about the lake then he can at
least direct you all to someone who does.

Option 3:Wiigi is obviously spooked. Maybe he
will talk if you convince him to let Wakaho per-
form a cleansing ceremony on him. It will take
some time and the outcome isn’t certain, but it
might be worth a shot.

Story Guide Only

Option 1: Physical Challenge (Success Number 10)
Upon Success read this: You all set aside your
agenda for the time being and help Wiigi with his
workload. Wiigi is grateful for the help and as you
finish emptying the contents of the last crate into
the gat printer, he sighs and sits down. “I don’t re-
ally want to talk about it. But go see the town el-
ders. You should speak to them. Maybe they are in-
terested in sharing what happened to me and others
at the lake.” With that, Wiigi escorts you out of his
shop, giving you directions to the elders chambers.
Carry on to Scene 4.

Option 2: Mental Challenge (Success Number 8)
Upon Success read this:Wiigi lets out a huge sigh
and nods, wiping sweat from his forehead. “Sorry.
I’m tired. And a little scared. Some folks had been
saying that they had lost time while they were at
the lake. Couldn’t remember how they got home or
any of the time they’d spent on the lake. I thought it
was nonsense. But then, one day, I came home from
the lake with no memory of having arrived there.
But even more frightening was that I was transport-
ing a day's worth of harvest. I checked my nisii,” he
said pointing to the tiny computer on his forearm.
“I had only been gone three hours. I told the town
elders more. You should speak to them.” Wiigi
thanks you and heads home after giving you direc-
tions to the elder’s chambers. Carry on to Scene 4.

Option 3: Spiritual Challenge (Success Number 9)
Upon Success read this: Hours later, the ceremony
is complete and visible relief is etched into Wiigi’s
face. “Some folks had been saying that they had lost
time while they were at the lake. Couldn’t remember
how they got home or any of the time they’d spent
on the lake. I thought it was nonsense. But then,
well, it happened to me. I told the town elders
more. You should speak to them.” Wiigi thanks you
and heads home after giving you directions to the
elder’s chambers. Carry on to Scene 4.

If the Players failed to achieve 3 Successes from
any Option, read them this:Wiigi is tired, scared,
frustrated, and is becoming increasingly impatient
with you. Your lack of ability to either help him or
get information from him becomes disheartening. If
the Players chose Option 1, Chakag loses 1 Essence.
If they chose Option 2, Nipini loses 1 Essence. If
they chose Option 3, Wakaho loses 1 Essence.
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Scene 4: The Final Word

Read to the Players

You all make your way to the elder’s chambers,
which sits on top of a nearby hilltop. The long,
wide hall is open and inviting, and inside around a
hearth you find three women and a man sitting
and talking. The hall is a mix of ceremonial art
pieces, conference tables, computers, and work
desks, capped off with a large kitchen at one end.

The elders greet you and make sure you are com-
fortable. They are all pleased to see Nipini return
home. Once you’ve conveyed your concerns, they
all nod gravely. “What Wiigi said is true,” Waamin,
the senior elder says. “People have not only lost
time, but there are other concerns as well. Wiigi
returned home with more algae than he could have
managed on his own during that time and no one
in the village says they helped him. These time
losses have been happening more frequently in the
last weeks and we have been unsure what to do
about it. Having people travel in groups hasn’t
helped. We need access to the lake for so many
reasons, but this is putting us in a tough situation.”

Encounter #4: You’ll want the elders’ blessing be-
fore you take any further actions since you aren’t
full-fledged Suyata yet. Going out to the lake with-
out their permission wouldn’t be a good idea.

Option 1: Impress upon the elders your readiness
for whatever may lie ahead. Show them your
equipment and tell them about the training you
received in Cahokia. Remind them that while you
aren’t Suyata yet, you are well on your way.

Option 2: Tell the elders you will investigate on
their behalf and that it can be just between all of
you in the room. You’ll report back to the elders
and can keep any panic from spreading to the rest
of the village. By keeping this under wraps, you
can contain the situation.

Option 3: Ask the elders for their blessing to in-
vestigate the situation. Let them know that as you
aren’t Suyata yet, you all, not just Nipini, want to
help the village in whatever way you can. You tell
them that you’ll put aside your commitments to
the Suyata and act as their agents.

Story Guide Only

Option 1: Physical Challenge (Success Number 9)
Upon Success read this:While your gear and
physical prowess might impress some of the vil-
lagers, Tinatipas’ elders aren’t such an easy mark.
However, fearing more interference from Cahokia
or real Suyata, they agree to you taking the lead
on this investigation and give you permission to
explore the lake. Carry on to Scene 5.

Option 2: Mental Challenge (Success Number 10)
Upon Success read this: The Elders aren’t much
for trickery or deceit. However, they begrudg-
ingly agree that they would like to avoid panic
and acquiesce to your terms. They give you per-
mission to explore the lake. Carry on to Scene 5.

Option 3: Spiritual Challenge (Success Number
8) Upon Success read this: The smiles on the el-
der’s faces tell you that you’ve impressed them.
They aren’t smiles of joy, but of appreciation for
the respect you have shown to them, as well as
Tinatipas. They give you their full blessing to ex-
plore the lake and suggest a little known path to
get there that will save you time and energy.
Carry on to Scene 6.

If the Players failed to achieve 3 Successes from
any Option, read them this: The elders are not
impressed and do not agree with your proposed
direction at all. There’s nothing worse than a dis-
approving stare from an elder. The Story Guide
performs one Dice Check for each Character. On
a roll of 8 or higher, that Character loses an
Essence.
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Scene 5: Journey to Green Water
Lake

Read to the Players

With word having gotten out that the three up-
and-coming Suyata are in the village, you all
agree that it might be best to not take the direct
route to the lake. You don’t want children or
other curious folks following you and either en-
dangering themselves or panicking if there is
trouble. You decide to take a circuitous route to
come around the eastern side of the lake. It
might also help you avoid whatever has been be-
falling the villagers who have always approached
from the direct southerly route. However, as the
day wears on, you find that the path you have
chosen isn’t much of a literal one and traversing
the shrubbery-dense terrain is more difficult than
you planned — and actually somewhat dangerous.

Encounter #5: You’ve committed to this path to
the lake. Now you need to actually get there
without injuring yourselves or getting lost. It’s
going to be a slow few hours, even at a good
pace.

Option 1: As the foliage reaches painfully thick
levels, your choice becomes clear — hack and
slash a direct path right to the lake. It will require
some time to cut through the bushes, but it’s sure
to work and holds the fewest surprises.

Option 2: There are some hills to the east. If you
get out of the foliage and go up the hill you
might be able to spot a creek or water source
that feeds into the lake. Then you can just follow
the water source down to the lake. It might add
time initially, but it will shorten your walk in the
long run.

Option 3: Trust your instincts and those of your
team members and let your feet guide you to the
lake. You'll get there when you’re supposed to get
there.

Story Guide Only

Option 1: Physical Challenge (Success Number 9)
Upon Success read this: Hacking through the
bushes is brutal work, but together, you finally
come upon the lake shore, sweaty and tired.
Carry on to Scene 6.

Option 2: Mental Challenge (Success Number 8)
Upon Success read this:Moving away from the
lake feels counterintuitive, but in very short or-
der, the value in the strategy becomes clear. You
spy a good sized creek running down the hill and
into a small valley that leads right to the lake.
You’ve made up a ton of time. Carry on to Scene
6.

Option 3: Spiritual Challenge (Success Number
10) Upon Success read this:Maybe trusting your
feet wasn’t such a good idea. You do arrive at the
lake, but you’re covered in cuts and scrapes;
you’re hot, sweaty, and exhausted. Any Character
who scored 1 or 0 Successes on their most recent
Dice Check for this Encounter loses 1 Essence.
Carry on to Scene 6.

If the Players failed to achieve 3 Successes from
any Option, read them this: Going off the path
takes its toll. The day is unusually hot. The brush
is thick and thorny and unforgiving. You continu-
ally feel like you are having to double back. Any
Character who rolled 0 Successes on their most
recent Dice Check loses 1 Essence.
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Scene 6: Scouting the Lake

Read to the Players

The lake is massive. Its shores curve, winding in
and out to create such an odd shape that not
only can you not see directly from one side to
the other, you suspect that you can’t see much of
the lake from any single vantage point. You’re go-
ing to need to scout the area quickly and effi-
ciently if you’re going to discover anything be-
fore dark. Various docks and canoes line the
southern edge. You can also make out pontoon-
like structures floating in the lake, which you as-
sume have to do with growing and harvesting al-
gae. A dense forest looms at the water’s edge just
past the docks.

Encounter #6: With no physical evidence and
only a vague idea of what has been happening
here. How do you even start to investigate?

Option 1: Based on the fact that Wiigi had extra
algae, maybe you should paddle out to the pon-
toons and look for clues there.

Option 2: Nothing obvious sticks out to you as
odd from what you can see. But there are thick
woods on the other side of the lake that could be
hiding things or people.

Option 3: The docks and canoes are likely going
to have the most evidence of what the villagers
were doing during their lost time.

Story Guide Only

Option 1: Physical Challenge (Success Number 8)
Upon Success read this: Paddling out to the
pontoons takes time, but the payoff is worth it.
You find dozens of dried algae handprints on the
pontoons, but they are a third the size of an
adult. Were there dozens of children out here? It
doesn’t seem likely. Also, it appears that the beds
have been tended recently, as everything looks
neat and orderly. You will need to find more
clues. Carry on to Scene 7.

Option 2: Mental Challenge (Success Number 10)
Upon Success read this: The woods are dense and
nearly impenetrable. But as the sunlight fades,
you do find traces of things that have passed
through here. Many small things. It’s hard to tell
what they might have been. Carry on to Scene 7.

Option 3: Spiritual Challenge (Success Number
9) Upon Success read this: At first, the docks
seem peaceful and untouched. There is no sign of
struggle or damage. No sense that anything is
amiss. But then you spot one. A tiny mark on the
inside of a canoe, etched into the wood. It’s some
sort of glyph or sigil. But it doesn’t look familiar.
Once you’ve spotted it, you begin seeing it on
other canoes and even carved underneath the
dock itself. Carry on to Scene 7.

If the Players failed to achieve 3 Successes from
any Option, read them this: You spend hours
searching, watching the sun slip lower and lower.
If any Player failed to gain at least 1 Success on
their Dice Check, they lose 1 Essence.
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Scene 7: Still More Clues

Read to the Players

You have found some signs that things aren’t
quite right, but nothing that identifies what that
is, or what your next steps might be. You will
need to spread out and search a little wider.
Since you came from the west and you don’t
want to double back, you’ll have to go up the
eastern side of the lake, through the lush forest
that pushes right up to the water's edge. Making
your way through the foliage, you keep the lake
in sight on your left. Almost without warning,
the density of the trees lightens and you feel
something change. Maybe a smell or a slight rise
in the temperature; you’re not sure. But you are
sure that this spot in the forest might have more
clues.

Encounter #7: While this area only differs from
the rest of the forest in that it’s less packed full
of trees and shrubbery, you have decided you
want to search here based on a feeling.

Option 1: So far, you’ve kept your eyes down.
Maybe the answer is up. Climb the trees and look
for clues up above.

Option 2: Search the forest floor for signs of pas-
sage or other clues.

Option 3: This place seems unnatural. As such,
you should perform a ceremony of protection be-
fore proceeding further.

Story Guide Only

Option 1: Physical Challenge (Success Number
10) Upon Success read this: Climbing the trees is
exhausting and precarious work. And it doesn’t
produce any results. The view is exactly as you’d
expect. Disappointed, you begin the climb down.
But then, on the way down, you spot some un-
usual carvings. Perhaps runes of some sort. They
give you an idea. Carry on to Scene 8.

Option 2: Mental Challenge (Success Number 8)
Upon Success read this: The forest floor reveals a
series of well-concealed tunnels. Someone might
mistake them for rabbit or fox warrens, but you
know better. And you have a good idea of what —
or who — might be using these tunnels. Carry on
to Scene 8.

Option 3: Spiritual Challenge (Success Number
9) Upon Success read this: You take your time
and perform the ceremony precisely and
earnestly. Upon its completion, you step furtively
forward. Almost immediately you spot something
— tiny runes carved into the wood of some of the
tree trunks at ankle level. When you take a mo-
ment to consider the placement of the runes, you
begin to see that they aren’t random, but part of
a complex pattern. And suddenly, you have an
idea of who placed them. Carry on to Scene 8.

If the Players failed to achieve 3 Successes from
any Option, read them this: You’re sure this place
holds at least another piece to the puzzle of
what’s going on here. You refuse to leave until
you’ve found it. Whichever Character scores the
most Successes on their last Dice Check loses 1
Essence. If there is a tie, all tied Characters lose
an Essence.
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Scene 8: The Mystery Revealed

Read to the Players

Between what you discovered at the lake and
what you found in the forest, you think you un-
derstand at least part of what is happening here.
The signs you found point to the little people.
While there are many stories about them across
the continent, the ones around here are generally
said to be kind and protective of the towns near
them. They hate to be seen though, and are
known to have great strength and special powers
to cloud people’s minds. You’ve never seen one
yourselves, and you don’t know of anyone who
has. However, there just isn’t another explanation
you can think of that fits these facts. But to be
sure, you’ll need to try to make contact.

Encounter #8: It’s time to try to make contact
with the little people. One mistake and you could
end up having your mind erased!

Option 1: You’ve heard stories that the little peo-
ple love food. So much so that if you place a deli-
cious feast out for them, then call them and let
them know that the food is for them, they are un-
able to resist making an appearance to dine.

Option 2: These little people have been dealing
with farmers, fishermen, and children. You’re
fairly certain they are listening. Maybe you can
trick them into believing you’re powerful sorcer-
ers who can force them out of the forest.

Option 3: Performing a simple ceremony of re-
spect, showing the little people that you mean no
harm, while simultaneously letting them know
that you wish to speak to them should do the
trick.

Story Guide Only

Option 1: Physical Challenge (Success Number 7)
Upon Success read this: You break out all of the
food you brought with you and carefully lay it
out on a blanket. You let the smells carry through
nearby trees and down the warrens. Then you call
out together, “This food is for you, little ones.
Please, come and eat. We offer this food to you.”
Carry on to Scene 9.

Option 2: Mental Challenge (Success Number 9)
Upon Success read this:When you’re ready, you
call out to the woods, hoping the little people
can hear you. “Little people of the woods. We are
great sorcerers from the city of Cahokia and we
have come here to speak with you. If you do not
step forward into the light, we will be forced to
use our magics to banish you from this forest.”
Carry on to Scene 9.

Option 3: Spiritual Challenge (Success Number
8) Upon Success read this: Taking your time and
planning your ceremony out, ensuring that every-
thing is in its place, that your prayers carry the
right tone, cadence, and solemnity, you call out
the little people, pleading with them to speak
with you. Carry on to Scene 9.

If the Players failed to achieve 3 Successes from
any Option, read them this: You’re not sure what
just happened. You were going to the lake
to...find out what happened to the villagers who
lost time? Wait, what time is it? How did it get
to be nightfall? What were we doing earlier?
Lose no Essence, but return to Encounter #6 and
start again from there.
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Scene 9: The Little People

Read to the Players

The little people emerge from behind nearby trees
and from veiled warrens under tree roots. There are
a half dozen of them, no more than two feet tall
each, with mottled skin like rainbow corn. Despite
their height, their proportions and features mark
them all as adults. Their eyes are slightly too big for
their faces, giving them an expression of wonder
and awe. They move cautiously out and approach
you. Regardless of how you got them to come out,
they will wave away other concerns and stop you
before you’ve had a chance to speak.

“We appreciate your coming to us. It isn’t in our
nature to approach you. We apologize for any trou-
ble we may have caused the people in Tinatipas. It
was not our intent to frighten or harm anyone.”
They see the questions on your faces and they ges-
ture back over their shoulder toward the northern
side of the lake. “We have lived here for many years.
Since before the event. When the people of Tinati-
pas built their homes on the south side of the lake,
we retreated to the forest. That was fine. We are
happy to share. But recently, a group of humans, vi-
olent and dangerous humans, who steal from other
humans, have settled into the caves on the north
side of the lake. While these humans have mostly
been stealing from humans further north, which is
not our concern, we were worried that once they
discovered the people of Tinatipas, harm might
come to our neighbors. So we’ve been cleansing the
minds of both groups any time they near each
other. We could not think of another way to keep
the peace. We tried to help the people of Tinatipas
by assisting them in their farming and fishing. But
we cannot have humans interrupting our lives so
much.”

Encounter #9: You understand that the little peo-
ple are speaking the truth. And while their inten-
tions are good, you can’t keep having them wipe
the memories of the villagers. You also need to put
a stop to the bandits on the north side of the lake.

Option 1: Inform the little people that you speak
for the village of Tinatipas and that you want them
to stop erasing memories. Let them know that you
will stop the bandits and there will be no further

need for interference — you will tell the villagers to
keep their distance from this forest.

Option 2: Ask for the assistance of the little people
in defeating the humans north of the lake. Promise
them that the village will bring regular offerings of
food if they help.

Option 3: Let the little people know that they’ve
done a good job and you appreciate their help.
Then tell them that you’ll handle the bandits per-
sonally and they can go back to a life of solitude.

Story Guide Only

Option 1: Physical Challenge (Success Number 9)
Upon Success read this: The little people aren’t
very happy about the villagers knowing about their
existence, but they agree to stop their interference
if you can stop the bandits. Carry on to Scene 10.

Option 2: Mental Challenge (Success Number 10)
Upon Success read this: The little people are loath
to interfere or take sides in affairs that aren’t theirs.
But in order to restore the balance, they agree to
show you to a secret series of tunnels that are un-
known to the bandits. They will help you approach
the bandits unawares. You make your way to the
cave system and the little people show you the se-
cret path, then leave you to your fate. Crawling
through a narrow crack in the stone, you emerge
into a main cave to find three well-armed bandits,
eating over a fire. Carry on to Scene 11.

Option 3: Spiritual Challenge (Success Number 8)
Upon Success read this: The little people greatly
appreciate this plan of action and heartily endorse
it. They are very excited to return to their quiet life
and not have to use their magics on humans so reg-
ularly. Carry on to Scene 10.

If the Players failed to achieve 3 Successes from
any Option, read them this: You’re failing to con-
vince the little people that you either have the
right course of action in mind or the skills neces-
sary to pull it off. If the Players gained 0 total Suc-
cesses from a Dice Check, the little people wipe
your minds so completely that you find yourself on
the road back to Cahokia, not knowing why you
went to Tinatipas. Your adventure is over. If you
scored 1 or 2 Successes, each Character loses 1
Essence.
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Scene 10: The Caves of Green Water
Lake

Read to the Players

The little people retreat into the forest, leaving
you to your plans to defeat the bandits. You head
north through the forest and toward the caves
that you were told the bandits are hiding in. The
rocky ground is treacherous and there could be
bandits around every corner. Defeating them may
not be easy.

Encounter #10: Navigating the caves and the
rocky shore of the lake is treacherous in itself.
But add in the unknown number and location of
the bandits, and you’re in a dangerous situation.
How can you best use the caves to your advan-
tage?

Option 1: The caves are known to the bandits —
the best way to nullify that advantage is with
speed. Charge into the main cave system and
keep running until you find your enemies. Maybe
you can catch them off guard.

Option 2: Knowing their locations and move-
ments will be important. You should find a good
hiding spot to wait and watch. Once you know
their patrols and patterns you can plan a con-
frontation.

Option 3: Swim out to the center of the lake and
then approach the caves head on from the water.
Guards won’t be watching for swimmers ap-
proaching from the lake.

Story Guide Only

Option 1: Physical Challenge (Success Number 8)
Upon Success read this: Covering the open
ground quickly, you barrel past a number of
smaller cave entrances and head for the one with
the soft glow of a campfire coming from it. With
sand flying from your heels, you dash into the
center of a large open cave space, to see three
armed people, sitting around their fire, eating.
Carry on to Scene 11.

Option 2: Mental Challenge (Success Number 9)
Upon Success read this:Waiting and watching
pays off. After hours of spying, you manage to de-
duce that there are five bandits total. Two always
patrol while three rest and relax in a main cave.
You also notice a blind spot in their patrol path.
With expert timing, you manage to slip into the
main cave without anyone noticing. You find
three armed people sitting around a fire, eating.
Carry on to Scene 11.

Option 3: Spiritual Challenge (Success Number
10) Upon Success read this: The lake is cold and
dark, but it also keeps anyone from sneaking up
on you or bumping into someone unexpectedly.
You spy a couple of guards patrolling near the
shore as the sun begins to set, but they don’t see
you as you slip from the water and dart directly
into the main cave, where you find three armed
people sitting around a fire, eating. Carry on to
Scene 11.

If the Players failed to achieve 3 Successes from
any Option, read them this: You were spotted!
The guards yell out and before you even realize
what is happening, you’re under attack. The two
patrolling bandits are firing their mag-slings at
you, their slugs whipping past you at almost the
speed of sound. Everyone loses 1 Essence. If a
Player got 2 Successes during their Dice Check,
their Character loses 2 Essence instead of 1.
Stepping from the central cave are three well-
armed bandits. Carry on to Scene 11.
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Scene 11: Showdown at the Caves

Read to the Players

In front of you, the bandit leader calls out to the
rest of their people to hold their attacks with
nothing but a hand signal. He then turns to you
and says, “Drop your weapons. We have you out-
numbered. If you’re lucky, you’ll walk out of here
alive.” Behind them in the cave, you can see the
spoils of dozens of people they have robbed. At
the entrance, the two patrolling guards step in.

Encounter #11: This might just be the fight of
your lives. If you lose, it could mean real trouble
for the people of Tinatipas and the little people.
What will you do?

Option 1:What else can you do? You sure aren’t
going to drop your weapons and surrender. Now
is the time to fight!

Option 2: Tell them that you know why they’ve
been experiencing lost time. If they agree to pack
up and leave the lake, never to return, you will
tell them the truth about why it is happening and
what they can do to stop it.

Option 3: Tell them that you have been causing
their time loss and that you’ll do it again if they
don’t drop their weapons and surrender immedi-
ately.

Story Guide Only

Option 1: Physical Challenge (Success Number 9)
Upon Success read this: The fight is brutal and
long. You defeat the bandits, sending them re-
treating to the north, but at a high cost. Every-
one loses 1 Essence. If all Characters are still
standing afterwards, carry on to Scene 12.

Option 2: Mental Challenge (Success Number 8)
Upon Success read this:Most of the bandits
don’t want to listen to what they think are lies.
But the leader is willing to hear you out. You tell
him about the little people, but not about Tinati-
pas. Instead, you only tell them that they have in-
vaded the little people’s home and that you have
their favor. Afterwards, he says, “My grandmother
told me she’d met little people. I never believed
her. But after what we have experienced, I believe
you. We’ll leave. Please tell the little people we’re
sorry for encroaching. We will leave our stolen
goods as offerings to the little people.” They ask
you to leave in peace as they pack up and prepare
to vacate the lake. Carry on to Scene 12.

Option 3: Spiritual Challenge (Success Number
10) Upon Success read this: They don’t believe
you and a bloody battle erupts. Eventually, the
Characters emerge victorious, driving the ban-
dits off to the north, leaving their stolen goods
behind. A total of 5 Essence must be lost be-
tween all Characters. Players can decide how the
damage is divided up. If all three Characters have
survived, Carry on to Scene 12.

If the Players failed to achieve 3 Successes from
any Option, read them this: The bandits know
only violence. They attack without mercy. Story
Guide rolls for each Character. On a roll of 8 or
higher, the Character loses an Essence. If it is
Nipini or Wakaho that loses Essence, Chakag
may take the damage instead if their Player
wishes.
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Scene 12: Return to Tinatipas

Read to the Players

You vanquished the bandits and learned of the little
people. You solved the mystery of why the villagers
lost time. But now that you have returned to the vil-
lage, you must face the elders and explain these
things. You have a delicate balance to maintain. You
have to honor your responsibility to Tinatipas and
its elders as well as your agreements with the little
people. There are also dangerous people that still
have not been caught, running around north of the
lake. They might not be Tinatipas problem any
longer, but they may become someone else’s.

Encounter #12: You have to report back to the el-
ders at Tinatipas, but what you say to them could
have repercussions.

Option 1: Standing before the elders, you decide to
tell them about the bandits, the little people, every-
thing. You’ll need to convince them to not only ig-
nore the little people, but to not tell the villagers
about them, who will certainly seek them out from a
sense of curiosity. Then tell the elders that you will
report the bandits to Cahokia and the Suyata, who
can round them up and keep them from causing fur-
ther harm.

Option 2:With the elders before you, you decide
it’s in their best interest to not tell them about the
little people. They won’t believe that the bandits
could have caused the time loss, so you’ll have to lie
to them. You tell them that their leader had a rare
ability granted from the Adanadi that allowed him
to make people forgetful, and that they’d been do-
ing it to hide their cave system from the villagers.
You tell the elders that although they escaped, you
will have the Suyata track them down and there
won’t be a further threat.

Option 3: You tell the elders about the bandits and
that you drove them away and that you are positive
that this will ensure there will not be further inci-
dents of time loss. However, you also insist that you
cannot tell the elders more than this and you ask
that they not investigate further. Your hope is that
you can convince them to leave the situation alone
and that the villagers will soon move along, satisfied
with a vague explanation about bandits. It’s not the
whole truth, but it’s not a lie either. Maybe the el-
ders will understand.

Story Guide Only

Option 1: Physical Challenge (Success Number 9)
Upon Success read this: The elders aren’t entirely
shocked to hear that it was little people who
were causing the time loss, but they are relieved
to hear that the bandits aren’t anything they have
to worry about any longer. They thank you for
your help and tell Nipini that they are welcome
to bring their friends back any time. Carry on to
Epilogue.

Option 2: Mental Challenge (Success Number 8)
Upon Success read this: You’re not really sure if
the elders entirely buy your story, but superfi-
cially at least, they agree to accept it. They thank
you for your help while giving you a side eye.
Carry on to Epilogue.

Option 3: Spiritual Challenge (Success Number
7) Upon Success read this: The elders ponder
your words carefully and murmur amongst them-
selves. Eventually, they nod, maybe understand-
ing more than you initially thought they might.
They agree to your terms and thank you for your
service — although you get the feeling that their
relief is mixed with a sense of distrust for all
three of you now, especially Nipini. Carry on to
Epilogue.

If the Players failed to achieve 3 Successes from
any Option, read them this: The elders aren’t con-
vinced and are visibly disappointed in your re-
port. If your group achieved 0 Successes, Players
choose one Character to lose 1 Essence.
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Epilogue

Read to the Players

Your Characters return to Cahokia to complete
their training as Suyata. This adventure has been
a valuable lesson to them. As they travel back,
they wonder if anyone will believe that they ac-
tually met little people or if it will just become
another story around the fire. Hopefully, the ban-
dits will be caught, some of the stolen goods re-
turned, and the people of Tinatipas will go on
living peacefully next to their diminutive neigh-
bors.

This brings your introduction to Coyote & Crow
to an end. If you’re an inventive storyteller, feel
free to use this system of Encounters and Dice
Checks to create your own story set in the world
of Coyote & Crow. Or, if you feel like you’re
ready for more, look into the full Coyote & Crow
role playing game. Learn more at
www.coyoteandcrow.net
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