
Player Story Reference
Each Hero can have only one Hero Story at a time. Upon resolution or abandonment of a Story, Heroes are free to 
move on to their next tale.  Each story is composed of three parts: a concept, a goal, and steps.

CONCEPT
To start writing a Story the player should create a short 
name that acts as a conceptual reminder of what your 
Hero wishes to accomplish. 

 Your hero’s adventures will be made up of 
many stories.  Think of each one as a Chapter or 
Milestone in your hero’s life, not as the culmination 
of a Saga or Epic.

GOAL
There are two aspects to the Goal of a Story:

 The Ending: a specific action that your Hero must 
take to finish the Story. You should know, without 
a doubt, when your Story has been completed.  
Endings do not contain suspense and should 
telegraph the PLAYER’S desired outcome, the Hero 
might not know them. 

 Write an actionable sentence about what your 
Hero needs to do. 

 It’s often best to write the ending in third 
person.

 Endings should be flexible, capable of changing 
enough to ensure they never become 
unattainable. 

 If you discover you ending is unattainable, 
you may change it.

 The Reward: A Story’s reward can be a bonus point 
in a Skill, a Trait, or a new Advantage. When you 
write your Goal, include what reward you want 
from the Story and then make sure to work towards 
that Goal during the Story.

 The number of Steps in a Story determines the 
kind of Advancement your Hero qualifies for 
(and vice versa, see Rewards below).

STEPS
A Story Step is the action that puts you on the road to 
your Goal. Write a short sentence that declares what 
the next thing your Hero needs to accomplish in order 
to progress his Story.

 Every Step should be an achievable item (something 
you might be able to accomplish in a single game 
session). 

 A Step can be as detailed as you like. 

 You only need to know the next immediate Step. 

Once that Step is completed, you may write your 
next Step. You can do it immediately following the 
completion of a Step or you can wait a bit. 

 Until you write your next Step, your hero cannot 
advance towards her Goal. 

 If your next Step becomes unattainable for some 
reason, you can strike it from your list and write a 
new Step to replace it. 

 If during the course of a Story you realize your hero 
must accomplish something before securing her 
next Step, that action cannot become a Step. 

REWARDS
 SKILLS require a number of Steps equal to the new 

Skill Rank. A new Rank 1 Skill only requires a single 
Step while improving a Rank 4 Skill requires a five 
Step story. 

 ADVANTAGES require a number of Steps equal 
to their cost. A 1 point Advantage only requires a 
single Step while a 5 point Advantage requires a five 
Step story. 

 QUIRKS require three Steps to change, allowing a 
Hero to change any existing Quirk to a different, or 
wholly new, Quirk. You cannot have the same Quirk 
twice. 

 ARCANA, both Hubris and Virtue, require four 
Steps in order to change. Heroes may only have one 
Hubris and one Virtue each at any time. 

 TRAITS…
 require four Steps to shift a single Rank from 

one Trait to another Trait—so one Trait rises, 
and the other falls. 

 require five Steps to increase by 1 Rank, but 
this can only be done twice. See the sidebar for 
more details. 

 CORRUPTION requires five Steps to remove. 
Redemption is never easy or quick. 



STORY EXAMPLES
True Royalty: John Doe is really Arthur of Connaught, Prince Consort of Avalon. 
• Ending: John takes his place among Avalon’s royal family. 

• Reward: This is a three Step Story that will earn John the 3-point Rich Advantage.

• Step One: Travel to Balig, where I was last seen, and ask about myself.

Prince’s Curse: Rosario Giulietta Concetto Bicchieri once refused payment to a Prince, and she has been unable 
to find true love since. 
• Ending: Rosario is happily married for at least two years. 
• Reward: This is a four Step Story that will earn Rosario a Fourth Rank in her Convince Skill.
• Step One: Have Peppi Calligaris, a wealthy shoemaker, fall in love with me.

Indebted to the Vendel: Kristoffer Albertsen took out a sizeable loan from the Vendel Banker Joe Carlsen and 
can’t afford to pay it back. 
• Ending: Joe clears Kristoffer of his debts. 
• Reward: The is a three Step Story that will earn Kristoffer the 3-point Deadeye Advantage.
• Step One: Convince Joe to let me work for him instead of making payments.

Absolution: Samuel’s negligence led to the destruction of his home; he will never let that happen again. 
• Ending: The plague that wiped out Samuel’s people returns, but this time he takes action. 
• Reward: This is a four Step Story that will earn Samuel the 4 point Miracle Worker Advantage.
• Step One: Treat my first patient in the Áki Klinikka.

Revenge: Hector is gonna make his enemies pay for what they did to him. 
• Ending: Hector lies dead at Leannán’s feet. 
• Goal: This is a three Step Story that will earn Leannán Rank 3 Aim.
• Step One: Question Degarmo.

Cleanse: Monsters have plagued Elias’ life. He cannot rest until they are destroyed. 
• Ending: Elias uncovers the connection between Ingrid and Helmuth. 
• Goal: This is a three Step Story that will earn Elias a chance to drop his Farmkid Quirk.
• Step One: Substantiate a rumor to Ingrid’s whereabouts.


