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Introduction

I love to write. More than any other portion of my life, it allows me a time and space to set aside and claim as my 
own. “No, you cannot bother me,” I imagine myself saying, “I’m writing.” 

I’m too timid to actually say that, but hopefully by adorning myself with large enough headphones playing loud 
enough music, I can exude that sort of energy to those who may otherwise annoy me. 

The issue, and the purpose behind this book, is that I often feel that I lack things to write about. I will begin with 
something nice and clever that I enjoy well enough, then stop abruptly. Not for lack of wanting or creativity, but a 
paralysis of choice (or so I tell myself). 

“Do they go left or right?” 

“Does the love interest love them back?” 

“Does the world end?” 

“How do zombies work?” 

These are all questions to which the answer does not actually matter, but my brain will not allow the fngers to 
continue typing until they are answered. The result of this is lots of time spent staring into the middle distance at 
coffee shops, and not much writing getting done. 

The result of this dilemma is this small book. 

This book is equal parts role-playing game, and a collection of writing prompts. While writing your story, you will 
also be playing the role of the protagonist. Similar to games like Dungeons & Dragons or Apocalypse World, that role 
comes with a social contract. In general, that contract states that you should be nice to others, to play honestly, and 
think and act like you believe your character would. Unlike those games, however, here you are the only player, and 
your only real responsibility is to yourself. This book is designed to be folded up, and kept between the frst few 
pages of a notebook that you keep handy. Or, if you prefer, as a PDF on a computer or phone where you do your 
writing. Write freely, wherever you’re most comfortable, and refer back to this book as needed. 

Between writing prompts, you will occasionally be asked to roll a single six-sided die. The result of this roll is meant 
to nudge you in one direction or another, to help overcome those moments where you are petrifed by choice or 
lack of inspiration. It will feel awkward at frst, and there will be a struggle to make it past the frst few entries, but it 
will get easier. Remember: what you write is only for you. No one else will ever read the awkward frst steps, and 
looking back they may not seem so awkward after all. 

When you’re ready to give it a go, continue reading. 



Lyrics, Sonnets, and That Which is Known
You play the role of the Lyric, a wandering scribe of an ancient order. As part of an initiation rite, the Lyric must go 
out into the world and compose their own Sonnet, which will be added to the tapestry of That Which is Known. The 
Sonnet is composed of 14 lines, each line breathed from the life of the world that the Lyric discovers. The Sonnet is 
not mere words, it is colors and shapes and smells and feelings that stem from the life force of the world-- at once 
preserving and enriching it. As the Lyric travels, the people and places they interact with will help build the Sonnet, 
helping to grow and shape it into something worthy of That Which is Known. 

Story Beats
As you play this game, you will be tasked with writing your story. The specifcs of the story are up to you; frst or 
third person, your protagonist’s name, the world they reside in, all choices are yours to make. However, when you 
reach certain parts of your story, you will be asked to pause briefy. These parts are outlined below, and are known 
as Story Beats.

 
At each Story Beat, you will be tasked with rolling a single six-sided die, and adding an attribute to the roll. In the 
text, this will look like “roll + attribute”. For example, “When you meet someone” calls for a “roll + Kismet”. In this 
case, you would roll the die and add your character’s Kismet attribute, and act according to the result. This serves 
to add a bit of chance to your story, and help push you along if you get lost. There are two kinds of story beats that 
will call for a roll, which we will call Time and Place. 

Time 
You are rolling to see what happens to your protagonist while time passes. This can be while wandering the desert, 
while resting beneath a tree, or while idly chatting with an old friend. These rolls are designed to add texture to the 
daily life of your character, and help bring out unexpected wrinkles in the plot.

With these rolls, a result of 1-3 generally means that something bad happens, or the protagonist is faced with a 
tough choice or obstacle. 4-5 is a trade-off between good and bad, and they may be forced to weigh their options. 
Results of 6+ are unequivocally good, and they are allowed to rejoice in the triumph. 

Place
You are rolling to learn how much your protagonist takes in from a particular locale. This helps us learn more about 
who they are, what they’re thinking or feeling about a situation, and what details they retain, which may inspire the 
next line of their Sonnet. With all Place rolls, you will select at least one item from the table of Impressions at the 
end of this book. 

On a result of 4 or greater, you may select one more item, and on a roll of 6 or greater, you may select a third item. 
These items represent what your protagonist recalls from the experiences they are having, and should be used as 
inspiration for what you write. If you do not know what to pick, or would prefer to leave these I tems up for chance, 
you can roll the die, and pick the corresponding item from each column of the list. 

What follows is the full list of story beats. When your story reaches a point where you are unsure of where to go 
next, or when prompted by a Story Beat, pause for a moment and follow the accompanying text. As many great 
stories, yours should begin with setting out on your journey. 



When you set out on your journey, 
Determine who your protagonist is. What is their name? What do they look like? How do they perceive themselves 
in relation to the world? 

Then, assign the numbers -1, 0, 1, and 2 to their Attributes in any order. Their attributes are a numerical 
representation of how they approach the world; both their skills and aspirations. Those attributes are as follows: 

Spirit, your life force and the thing that keeps you going in the Dark Times. 

Song, your ability to hear the tune of the world, and to listen for hidden pieces of the Sonnet.

Faith, determination towards your goal, and the strength that repels darkness. 

Kismet, the ineffable quality that pulls you towards That Which is Known. 

When you are unsure what to do, or when a story beat calls for it, you will roll a six-sided die, and add the relevant 
attribute. 

These attributes represent what is inside of you, and (like us all) may change from time to time, but I encourage you 
to not touch them for a while. Feel them out. Remember that this is all just a guideline, the rolls do not need to be 
set in stone, but you should search yourself for the truth that arises from each. 

As you take your first step, take a fnal look at the place you are leaving. hhoose one item from the 
Impressions list, and roll + Spirit. On a result of 4 or greater, choose one more item from the list. On a 6 or greater, 
choose a third item. Spend some time writing about the place you’re leaving, using the chosen items as inspiration. 
What is it called? What sort of place is it? What memory will you take with you?

As you look to the horizon and choose a new destination, roll + Faith. On a 1-3, roll two dice on the 
Obstacles table below. On a 4-5, roll one die on the Obstacles table, and choose one item from the Beacons table. 
On a result of 6 or greater, choose one Obstacle and two Beacons.

Obstacles Beacons
Dark clouds Tall buildings

Unknown creatures Shining towers

Raiding parties Safe harbor

Open desert Sounds of industry

Acrid lake Strange signals

Missing rations Lights in the sky

You set out on foot towards that destination, guided by the beacons and beset upon by the obstacles. Spend some
time writing about the obstacles in your path, and why the destination is worth overcoming them. 



When you overcome an obstacle, determine how you do so. If you use force or strength, roll + Faith. If you
use guile or stealth, roll + Song. If you resist its effects with sheer will, roll + Spirit. If you decide to lean into the 
winds and let fate guide your way, roll + Kismet. 

On a result of 1-3, you do not reach your destination. Write briefy about how you are waylaid despite your best 
efforts. 

On a 4-5 you overcome your obstacle and reach your destination, however you lose something in the process. What
was it? 

On a result of 6 or greater, you not only reach your destination, but acquire something useful to take with you. 
What is it?

When you reach your destination, select one item from the Impressions list, and roll + Song. On a 4 or 
greater, choose one more item from the list. On a 6 or greater, choose one more item. Spend some time describing 
the sights, smells, and sounds that surround you, using the selected items as an inspiration.

Spend some time thinking about the people here, if there are any. Would you approach any of them? What would 
you say? What would they say in return?

When you wander a place without aim, trust that a purpose will fnd you, and roll + Spirit. 

On a result of 1-3, a task is forced upon your protagonist, and they have no choice but to accept it. Roll the die on 
the Tasks list below to see what it is. 

On a 4 or 5, they happen into the task, but are offered something in exchange for the service. Roll the die on the 
Tasks list, and roll again on the Rewards list to see what will be earned once the task is completed. 

On a result of a 6 or greater, the protagonist is actively seeking the task, and knows what is at stake. Rather than 
rolling, select one item from the Tasks list, and one item from the Rewards list. 

Tasks Rewards

Deliver a parcel A place to stay for the night

Settle a dispute A warm meal

hommit a small crime A purse-full of coin

Perform religious rites A fresh set of clothes

Rout out an evil Local admiration

Build something useful Something to ease your travels

Spend some time writing about the tasks and rewards. How does the protagonist come into the task? How do they 
complete it? Where do they go and who do they meet along the way? How is the reward granted, and what will they 
do with it?



When you meet someone, roll + Kismet. On a 1-3, they do not like you. On a 4 or 5, they will speak with you 
for a time, but have something else they need to be doing. On a 6 or greater, they put aside some time to speak 
with you. Spend some time writing about them; What is their name? What do they look like? What is a story that 
they would tell a stranger? 

When it comes time to leave the place you are at, choose one item from the list of Impressions, and 
roll + Song. On a 4 or greater, choose one more item from the list. On a 6 or greater, choose a third item. Spend 
some time writing about how your perspective of the place has changed since you arrived, using the chosen items 
as a starting place. What have you learned? What will you take with you?
Once you’ve written your piece, leave this place behind you. You cannot return, that is not how this works. You must
set your eyes on the horizon, and seek out a new destination. 

When you are inspired to write, write down one line for the Sonnet, using anything you’ve written down 
previously as inspiration. When you are done, roll + Spirit. 

On a 1-3, it may not be perfect. Write it once more, using no more than half of the same words as before. 

On a 4-5, it’s nearly there. hhoose two words to replace. 

On a 6+, it’s ready.

Keep note of what you’ve written, either where you’ve left it or on another page. This is a part of your Sonnet. When 
the Sonnet consists of 14 lines, it is complete.

When your Sonnet is complete, put this book down. Keep it in a shelf, meditate on something else for a 
time. When you are ready, or perhaps when fate leads you to it, reread what you have written. Write a new note 
about how you feel. 

Is your Sonnet what you expected? Why or why not? 

honsider where you started. Would the Sonnet be accepted into That Which is Known by the people there? Why or 
why not?

Finally, if given the chance, would you do it again? 

If yes, do so. 



Impressions
1 2 3

Humility Stones Warmth

Rigidity Sand hoolness

Laughter hlay Rain

Tears Iron Bitterness

Rivalry Brick Sweetness

Family Wood Texture

4 5 6

Salt Music Smoke

Steam Voices hooking

Mist Footsteps Meals

Waves Echoes Desserts

Breeze Vistas Weaving

Light Tranquility heramics


