
A Message To Native
American Players
If you have Indigenous heritage
from the Americas, we invite you
to add your personal knowledge
and cultural traditions to your
Character and to this game in any
way you and your fellow Players
see fit. Feel free to include an al-
ternate history of your tribe or na-
tion into this world and make it a
part of your game in any way that
is enjoyable. Or don't. There's
nothing that says your Character
has to be from your tribe. That's
entirely up to you.

Feel free to change the rules too.
While we try to call out situations
where you might want to include
your traditions and heritage in the
mechanics, we certainly won't
catch them all. Have a better

name for something from your
language? Call it that! Have a
more fun definition for a Skill that
fits with your tribe's history than
what we have here? Speak with
the Story Guide and change it up.

With that said, keep in mind that
the intention of this game is not
to simply take the reality of our
lived world and transpose it onto a
future fictional world. This is a
work of alternate history fiction.
In the world of Coyote & Crow,
the last 700 years of our real
world history never happened. We
encourage you not to overlay your
tribe's recent past onto this differ-
ent future, but instead think in
terms of what could be, of what
might have been. We'll supply
plenty of ideas and suggestions,
but it will be totally up to you how
much or how little of your tribe or
nation you want to bring into the
game with you.
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Additionally, you may be in situa-
tions where you are playing with
non-Native players. We'll have
specific instructions for them on
how to be respectful and to keep
the game fun for all. For the most
part, you can just direct them to
play off the page. That is, if it's in
this book, they can do it. If it's not
and those players want to do
something that may be drifting
into a sensitive or inappropriate
territory, you'll have to decide
whether that's something you'll
want to stop play over to discuss.
To avoid this potential disruption,
we suggest discussing these possi-
bilities prior to your first Session.

If you're Native and a Story Guide,
you'll be able to more easily navi-
gate these situations as you'll be
leading the game and helping set
the tone and scenarios. Neverthe-
less, it's best to make sure every-
one is aware of boundaries before
play begins. This is especially true
if you're going to play the game at
a convention with strangers. Do
not ever feel like you have to edu-
cate non-Native players at the ta-
ble. It's their responsibility to play
respectfully within the rules or to
learn more outside of their time
spent at the game table.Sam
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A Message To non-
Native American
Players
If you do not have heritage In-
digenous to the Americas, we ask
you not to incorporate any of your
knowledge or ideas of real world
Native Americans into the game.
Not only may this be culturally in-
sensitive, but many of the assump-
tions you might make would not
fit into this timeline. Instead,
delve into the details of the world
you are given without trying to re-
write history or impose your per-
spective.

Please avoid the following:

• Assigning your Character the her-
itage of a real world tribe or First
Nation.

• Assigning your Character a Two-
Spirit identity.

• Using any words taken from In-
digenous languages that aren’t
used as proper nouns in the game
materials or listed as being part of
Chahi (see below)

• Speaking or acting in any fashion
that mimics what are almost cer-
tainly negative stereotypes of Na-
tive Americans.
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In the real world, the terms “Indi-
ans”, “First Nations Peoples”, “In-
digenous”, and others are often
used semi-interchangeably. Please
keep in mind though, in this alter-
nate world, none of these words ex-
ist or would ever be used. The
aforementioned labels all are prod-
ucts of colonialism and in this
game, colonization never happened.
Instead, people refer to themselves
by their given or chosen names,
their tribes, the cities they live in,
and to some degree, the nations of
which they are citizens.

If you are playing with other Play-
ers who are Native, do not be
afraid to ask respectful questions
about their own tribal identities in
relation to things that are happen-
ing in the game. We suggest you
ask those questions away from the
game table. Some people are
happy to share their stories or
their culture, but for many it can
be emotional work or deeply per-
sonal when often, they're just
there to play a game and have fun.

Please remember that “Native
American” is a very loose term and
that Indigenous peoples are an in-
credibly diverse group. You
wouldn't expect someone from
Belgium to know about Irish his-
tory. Much the same applies here.

Just because you have a Native
player in your playgroup does not
make them your go-to expert or
the person to get permission from.

However, don't be afraid to play
this game. The world in this book
is rich and diverse, full of science
and spirituality. The people of this
world do all of the same things you
do. They love, work, aspire, strug-
gle, hurt, heal, fail and triumph.
Play your characters as people, not
“Natives,” and you'll be fine.

Note To All Players
Throughout this book, you’ll see
commonly used words capitalized.
For example, “Abilities.” Anytime
you see a word capitalized in this
context it means that the word
has a specific game meaning and
can be found in the Game Terms
Glossary at the end of this book.

Additionally, any time you see a
word you aren’t familiar with, it’s
likely a Chahi word. This is a fic-
tional trade language we’ve cre-
ated for everyone to use and will
help you feel more immersed in
the world of Coyote & Crow. For
more on this language, see the
Chapter, Languages and Commu-
nication or the Chahi Glossary at
the back of this book.Sam
ple 
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The Basics
Coyote & Crow is a tabletop role-
playing game for two or more
players. It is set in an alternate fu-
ture, different from ours, where
Europe never colonized the Amer-
icas, and what we consider Indige-
nous cultures blossomed into
technologically advanced civiliza-
tions. You'll need this book, some
pencils and paper (or access to the
internet and digital devices), and a
specific set of dice, which we will
discuss later.

What Is A Roleplaying
Game?
A roleplaying game, unlike many
board or video games, is a collabo-
rative experience. There are no
winners or losers and no fixed

ending. Instead, one person takes
on the role of Story Guide and the
others, referred to as the Players,
control and portray a Player Char-
acter in the story. Each Player de-
cides the choices and behaviors of
their Character. The Story Guide
describes the surroundings, the
actions of the Characters who
aren’t Players, and the overall plot
points within the story.

The rules contained in this book
are not meant to hinder your
imagination, but give the Players
and the Story Guide a structure
and format that will help define
and focus your stories. The role of
the Story Guide is to help the
Players tell their Character's story.
The Story Guide will interpret the
rules when there are disputes, but
overall, the most important princi-
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ple to keep in mind is that the
story is the goal. Telling a good
story should be the driving moti-
vator for both the Players and the
Story Guide. If the rules ever get
in the way, the Story Guide should
always feel empowered to adjust
them for the sake of everyone's
enjoyment.

The Story Guide will describe
challenges and plot points over
the course of a Session and Play-
ers will have their Characters re-
spond to those challenges, as well
as pursue their own Character's
motivations. A Session is any
length of time the game is played
over the course of single sitting,
usually two to four hours. Multiple
Sessions that tell interconnected
stories or are bound by a theme
are called a Saga. This book will
contain everything you need to
play the game and create your
own version of the world of Coy-
ote & Crow, with the exception of
some pencils, paper, and a selec-
tion of 12-sided dice. We recom-
mend a total of 12 dice, 9 white
and 3 black. One set of this size is
the minimum we suggest. If possi-
ble, we recommend that each
Player and the Story Guide have
their own set of 12 dice.Sam
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The Role of the Player
There might only be a single
Player in your Saga or there could
be more than ten. Likely, you will
have three to five Players. Each
Player is responsible for creating
their Character, with the guidance
of the Story Guide. In addition,
Players are responsible for show-
ing up for Sessions as agreed to by
the group, bringing their Charac-
ter with them, and guiding their
Character's choices. They should
try to understand who their Char-
acter is, why they would make the
choices they would make, and how
to interact with the other Players
in a way that is not only true to
their Character, but that is pro-
ductive and enjoyable for the en-
tire group.

While Players should strive to be
true to their characters, it should
never be at the cost of the enjoy-
ment of the group. The Story
Guide may be the overall referee
of the group, but all are responsi-
ble for doing their part to ensure
that everyone has a good time.

The Role of the Story
Guide
The Story Guide has the responsi-
bility of being a referee, a director,
and a writer. They also portray all
of the characters in the story not
played by the Players. Story
Guides have a vision for what
challenges the Players will face,
what obstacles they will have to
overcome, and take on the roles of
adversaries and allies. They will in-
terpret rules and make calls re-
garding the greater overall Saga.
The Story Guides also often act as
a sort of group leader, handling
the scheduling of Sessions and
other out-of-game details.

This might seem like a daunting
task, but don't worry, we're here to
help! We suggest that the person
with the most experience in role-
playing games take on this posi-
tion. If you are all new to roleplay-
ing games, we suggest that the
person who owns a physical copy
of the book be the initial Story
Guide. In addition, we've added an
entire section of this book just for
Story Guides to assist you in cre-
ating fun and challenging adven-
tures.
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What Is The World Of
Coyote & Crow?
Coyote & Crow is a world very dif-
ferent from our own, despite be-
ing set on Earth and not that far in
the future. Yet it is a different fu-
ture based on a divergent past.
Both worlds share the exact same
history up to a certain key mo-
ment. That event, that single dif-
ference, changed everything, re-
shaping this world away from our
own and into the world you see in
this book.

In our world, the monarchies of
Europe pushed westward through
the 15th century, determined to
find faster routes to India, China,
and other valuable trading part-
ners. Instead they crashed head-
long into something far more valu-

able – land and resources that
they could exploit. Along the way
they devastated entire Native
populations through murder, slav-
ery, exploitation, and the spread of
disease. But what if that hadn't
happened? In the world of Coyote
& Crow, things took a different
turn. This world's history went
down another path and the result-
ing changes created a landscape
that bears little resemblance to
our own.

What was this change? People
call it The Awis - the Darkest
Night or The Darkening Land.

Around the year we think of as
1400 AD, something monumental
happened. In years past it was of-
ten said a great evil, a darkness,
one so powerful that it forced the
Great Spirit to flee, had covered
the world. Later it came to be un-
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derstood that something had
struck the world, likely a massive
meteor, bringing both radiation
and rare elements as well as exotic
matter previously unknown to our
planet. The explanation held true
whether one preferred the poetic
or scientific description.

The result was that the Earth was
plunged into a severe climate
change for hundreds of years.
How it affected the rest of the
world, no one knows for sure. But
the people of what we call North
and South America were not let
off easily. They faced a growing
northern ice shelf, extended win-
ters, violent oceans, huge changes
in animal and plant populations,
starvation, and war. Tribes moved,
changed, and evolved. They
adapted to the world they inher-
ited and used the gifts left to
them by the Great Spirit. Though
the Awis plunged the world into a
deep ice age, it also brought a
strange mark on plants, animals,
and people; the purple mark called
the Adanadi, a source of inspira-
tion first, and later, power. Eventu-
ally, the weather improved. The
seas calmed, the ice shelf slowly
began to melt and retreat north-
ward. New technologies and trade
brought a huge upswing in the
standard of living for all.

The Characters you will play in
this game are the inheritors of all
these changes. These are people
who live in a very different world
from ours and yet, where it
counts, they are just like us. They
love and fight, have families and
dreams. Nations go to war and
make treaties. Engineers and sci-
entists make discoveries that im-
prove and complicate daily living.
People strive to make sense of
their lives, bring meaning to their
efforts, and understand the world
around them.

This is also a world where legend
meets science. In our world, this is
often seen as a battle between
right and wrong or good and evil.
It is the idea that one has to be
fundamentally correct and by ne-
cessity, the other wrong. This
viewpoint comes primarily from a
western European way of thinking.
In Coyote & Crow, an advanced
piece of science can still have
spiritual value. A supernatural ex-
perience doesn't have to be dis-
missed because science doesn't
easily explain it. For most folks,
the mystical and the logical exist
side by side on a daily basis.

Many things in this game are
rooted in our shared history. The
city of Cahokia, for example, is aSam
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