Fate Core Character Sheets GM Valcke

Identity

Name (pronouns) | Shadow

True name

Shifting Silhouette

Young Shadow needs no magic to appear like no more than its name implies. Sleek,
fast, and pitch black he enjoys nothing more than chasing prey through the dark. If his
natural nimbleness doesn't suffice to catch his prey, his shaping helps him get the
boost he needs, sometimes even in situations when elder, wiser cats would warn

caution.
Description
Aspects
High Concept | Exuberant nighttime hunter
Trouble The thrill of the chase
Burden(s) The Johnsons, well ... Billy Johnson. The large Johnsons provide food, but Billy moves the

Other Aspects

feather on the string.

| am the one who hunts (so what should | be scared off?)

Skills, Stress, and Consequences

General Skills Magical Skills
Athletics +3 Warding
Burglary +1 Naming
Deceive Shaping | +3
Empathy Seeking
Fight +1
Investigate | +1 Stress
Lore Physical (Physique) |1 2 3 4
Notice +2 Mental (Will) 1 2 3 4
Physique* | +1
Provoke 12 Consequences
Rapport Mild (2)
Stealth 4 Moderate (4)
Territory Severe (6)
Will* o Mild (2)

Assign bonuses at character creation:
1 skill at Great (+4); 2 skills at Good (+3); 3 at Fair (+2); 4 at Average (+1); rest at Mediocre (4-0)
Will and Physique: 41 unlocks 3" stress box; +3 unlocks 4" stress box; +5 unlocks extra mild consequence.
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Stunts and Extras

Refresh

Current Fate Points |3

Stunts

Shadow Form (Exclusive): Whispering your name to the darkness, you transform
yourself into a shadow, gaining Shadow Form for the rest of the scene. To
attempt to transform, use Shaping with Fair (+2) opposition. If you fail the roll,
you still become a shadow, but the transformation warps your mind; you gain a
negative aspect—Ilike Cruel Streak—for the rest of the scene. In this form you
can see in total darkness, you're completely invulnerable to physical sources of
harm, and you can attack spirits (with Fight). Because you exist in two dimensions,
you can slip through the narrowest crack and travel almost anywhere.

However, you can’t travel outside of shadows or darkness, can't attack or interact
with anything physical, and can be hurt by spirits and light. Though you're a
shadow in a shadow, you aren’t invisible; you're darker than your surroundings,
and your eyes still shine with reflected light. You may, however, invoke Shadow
Form to aid your Stealth rolls.

(more stunts see Notes)

Extras

Notes

Night Terror: You're a much scarier cat by night than by day. +2 to Provoke rolls
to induce fear at night.

Caaaaaaaat!: You're an expert at jumping out and inspiring terror. Once per
session, during a tense scene in which your victim can’t see you, use Provoke as
a Weapon:2 mental attack, opposed by Will.






