“Finish the Story” Rulebook
Stages of a Story: Freytag's Pyramid Diagram
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Step 1: Exposition
e Flip over 1 landscape card - this will be the backdrop to the story
e Every player takes 7 tokens/ gems (these are used for votes)
e Every player draws a character card (race & class)
o Every class card comes with a special ability that can be used at any point during
the game

Take 2 minutes to write a backstory for your character
After 2 minutes, every player must read aloud their story (oldest player starts first)
o Players then vote on their favorite backstory (cannot vote for self)

m Votes are distributed by tokens
m Player with most votes “wins”
e The winner for each round cannot be voted on the second round

Step 2: Inciting Incident
e Winner of last round draws 3 animal/ monster cards and chooses 1 to incorporate into the
story
e Every player writes for 2 minutes on an inciting incident
o The incident must incorporate the landscape and monster card. Describe the what:
what happened; what is the conflict?
e After 2 minutes, every player must read aloud their story (starting clockwise from the
player who won the last round)
o Players then vote for their favorite “inciting incident” by giving out one of their
tokens
m Players cannot vote for the player who won last round



o The player with the most votes wins this round
e The winning inciting incident plot is chosen for the storyline and will be built upon on the
next rounds

Step 3.0: Rising Action | Characters Meet
e Every player writes for 2 minutes on a rising action scene
o The rising action is composed of a series of events that build off the “inciting
incident” to increase the tension leading to the climax
o For this first part, every player must write a scene describing an interaction
between their character and the player’s character to their right.
e After 2 minutes, every player must read aloud their story (starting clockwise from the
player who won the last round)
o Players then vote for their favorite “inciting incident” by giving out one of their
tokens
m Players cannot vote for the player who won last round
o The player with the most votes wins this round

Step 3.1: Rising Action | What’s the Plan?
e Every player writes for 3 minutes on a rising action scene
o The rising action is composed of a series of events that build off the “inciting
incident” to increase the tension leading to the climax
o For this second part, every player must come up with a plan for how to resolve the
climatic scene (i.e., defeat, rescue, etc. the animal/ monster from the inciting
incident)
e After 3 minutes, every player must read aloud their story (starting clockwise from the
player who won the last round)
o Players then vote for their favorite “inciting incident” by giving out one of their
tokens
m Players cannot vote for the player who won last round
o The player with the most votes wins this round

Step 4:
e Every player writes for 2 minutes on a climax scene
o The climax is the point in the story where the tension hits the highest point. This
is the central turning point of the story.
e After 2 minutes, every player must read aloud their story (starting clockwise from the
player who won the last round)
o Players then vote for their favorite “climax” by giving out one of their tokens
m Players cannot vote for the player who won last round
o The player with the most votes wins this round



e The winning climax plot is chosen for the storyline and will be built upon on the next
rounds

Step 5:
e Every player writes for 2 minutes on a falling action scene
o The falling action follows the aftermath of the climax. How do the characters act/
feel after the climax/ major conflict? Tie up and lose ends and resolve any
additional conflicts.
e After 1 minute, every player must read aloud their story (starting clockwise from the
player who won the last round)
o Players then vote for their favorite “falling action” by giving out one of their
tokens
m Players cannot vote for the player who won last round
o The player with the most votes wins this round
e The winning falling action plot is chosen for the storyline and will be built upon on the
next rounds

Step 6: Resolution
e Every player writes for 1 minute about what’s next for their character (i.e., if there was a
sequel)
o Would their character choose to stick around with everyone else? Do they need to
head back to their family? Is there another monster that needs to be defeated?
e After 1 minute, every player must read aloud their story (starting clockwise from the
player who won the last round)
o Players then vote for their favorite “falling action” by giving out one of their
tokens
m Players cannot vote for the player who won last round
o The player with the most votes wins this round

The player with the most tokens at the end of the game “wins”’. Read aloud the story from start
to finish!

~ THE END «




Playtest Notes: 2/9/22

Winner just sits around waiting

Suggested that they can draw a visual depiction of what happened
Be creative with constraints

Winner pick constraint cards for next round
o Ex: afish w/ ??? insert some adjective here

m [ couldn’t hear what eddie said

It was fun

Love this as a party game

Strong social component

Everyone express themselves differently

Like that it teaches structure

More ways to incorporate creativity w/ tweaks

Like that you should have to include other characters and kind of be forced to team up

Forces them to pay attention

Improvision

Can already see this being put into a party game

Constraints (plot twists) another card deck or random roll?
Adjectives for characters (boastful, sneaky)
Disjointed story at end

Inciting incident mechanic
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