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Creating Stories
Designing a story for your troupe is not an easy task, but it is one of the most exciting parts about being a storyguide. There are three basic foundations to any story. Once you figure out how you will include them in your story, you are well on your way to hacking out it's basic structure. Everybody from the neophyte storyguide to the storytelling master can use these as the building blocks of memorable tales.
Conflict: A story should have conflicts or problems that the characters can resolve within the time available fora playing session. Every story must have some sort of conflict, which provides the motivation for the actions of the characters. The resolution of the conflict constitutes the plot, which is the backbone of the story. The conflict can be a problem the characters are trying to solve, the inner turmoil of a certain character, or can involve other groups of people.  Try to vary the type of conflicts you employ from story to story, and try to come up with whole new kinds of conflicts for the characters to be involved in.
It is important to note that "resolution" does not necessarily mean that the characters will win, or that the conflict will disappear! It just means that some new state of affairs will come about.   If the conflict was a character's hatred for her parents, resolution does not necessarily mean that she will somehow "defeat" them, or even overcome her hate; but she may come to understand her feelings in a new light, so that there is some qualitative change.
Theme: The heart of any story is its theme. The theme is something that unifies all the different scenes in a story; it provides a level of meaning that holds the threads of a story together.
A theme gives a story greater depth and significance than an unadorned "adventure" would, and often gives the players a sense of immediacy and poignancy that can make role-playing more real and engaging.
Your theme should be a general subject; avoid supply​ing the players with your own pat answer to a moral dilemma. Any "meaning" that you might give the subject through the story should be allowed to come naturally as an essential part of the story. Putting a theme into your story isn't so much trying to "teach" your players something, as it is a way for the entire troupe to explore different aspects of that theme.
As you get better at including themes in your stories, you can make your themes increasingly more complicated as well as more subtle. At first you should be pretty obvious and not try to express any great "eternal truths." But slowly you can get more and more serious about what you are doing.
It is important to understand that theme is nearly always tied up in emotion. To give meaning to a theme you will need to include emotion in your story. Emotion requires emphasis on some of the subtler shades of feeling, not just the experience of battle lust. Try to have your players role-play out love, hate, jealousy, anger, and greed as part of the theme you have chosen. This will make your exploration of the theme much easier to do.
Some themes that you could include in your stories are: the perils of greed and avarice, the corruption of those with power, the meaning of mercy, overcoming temptation or fear, and the testing of loyalty.
Dramatis Personae: you win almost always want the characters to have some sort of interaction with non-player characters. This is the foundation of most role-playing in a story, and is often a way to provoke the players into role-playing amongst themselves.
Interesting characters could be talkative bartenders, sullen peasants, boisterous revelers, muttering beggars, and haughty priests. But that's only the beginning of a good character. The more you put into them, the better your role-playing will be. Make your characters as complete and interesting as you can; make them real and multi-dimensional.
You shouldn't include too many new characters in a story, otherwise the players won't be able to keep track of who is who and will become confused. More than three new characters in one playing episode is usually too many. If you are using characters that have been regular parts of the saga, and are therefore known well by yourself and the players, you can use up to six or seven. If there are more characters than that involved in the story, don't try to fully role-play out their characters, but use narration instead.
Whenever you take on a new persona, change the whole way you act and talk — make it clear that there is a change! Your characters must have something that differenti​ates them from one another, something obvious. Cock your head differently, speak with a slur, pick at your nails, blink often — give each character one obvious role-playable trait that immediately identifies him or her to the players. And remem​ber to role-play out that trait every time you play the character! If, after you have played a certain character three or four times, the players still have to ask who you are, then you aren't doing enough to make the character special enough.
There are five things you will want to write down about every character before you start role-playing them; once you have these five basic things, you will have a good start on making a unique character that will be an interesting addition to your saga for a long time to come.
1. Name: In the Middle Ages, a person often did not have a last name but was known by what village or castle they came from, e.g. Luc of Trent.  Sometimes they were known by a more romantic or descriptive appellation, e.g. Luc the Hawk.

2. Role-playable trail: A thing you can role-play that immediately identifies who this person is, and gives the players an insight into the character's personality.

3. Motivation: What does this person want out of life? Is it as basic as food, or is it political power, or is it simply wisdom?  Motivation is basic to personality, you will find it greatly aids in defining a character.

4. Weakness: What are the weaknesses of the charac​ter; everyone has a vice of some sort. The dark side of a person often defines them better than the good.

5. Primary Trait: Establish what is really the character's primary personality trait. Is it stubbornness, a love of books, or hatred for Moors? In the players' first encounter with the character, stress this aspect of their personality, to give the players a handy reference to understanding (or at least remembering or identifying) the character. Then, later on, expand the character to make them more three dimensional.

The Big Seven
There are seven elements you will want to include in each story, details which will ensure the story is complete. These elements are: Action, Role-Playing, Problem-Solving, Options, Something New, Rewards, and Leads. Make sure you keep all of them in mind when you create a story, for they comprise everything a story needs to make it into an involving and interesting tale.
Action is something integral to role-playing. Most stories are essentially action adventures — and this usually means lots of fights. Combat is an important part of a story because it is one of the only times the entire party is brought into the action at once. It is exciting, competitive (against the enemy), and cooperative (with other players). You should make your combats risky, but generally the characters should have the upper hand. The wound and recovery rules make combat a dangerous activity, even for the superior side. Even if you are hesitant to kill companions and magi, at least be willing to let the grogs die in battle. Their deaths remind the rest of the party that the menaces they face are real and lethal, and warfare is not merely a game. There are other things that can provide action in a story however, and they can often provide a pleasant relief from non-stop warfare. You can include such things as rock climbing, quick escapes, and drinking contests to provide your story with action.
Role-playing is a core element of the story; we envision it as the most important. It gives players the chance to make their characters real by playing out their personalities and interacting with the world. Players can role-play any time they want, but in dangerous situations they are usually more intent on using their abilities to their maximum potential rather than playing out their characters' personalities. Though role-playing during stressful encounters can be most impressive, players usually require more gentle environments to get into character (though particularly good role-players can do so throughout the entire story).
Remember to involve the whole group during role-playing encounters, not just the leaders or designated speakers. Some people will try to hog your attention, but you've got to make sure they don't succeed.
Problem-Solving is overcoming an obstacle through wit and strategy instead of through die rolls. It is important to the players because when they solve a problem, they feel successful themselves, not just as their alter ego characters. Problems can be as direct as riddles that must be answered or as subtle as people who must be approached and dealt with in just the right manner for them to respond as the characters want them to. Take the example of Brother Adolphius the librarian at Denebrue monastery who has information that the wizards need. Bribes of silver will be scorned, while the offer of a rare tome might win a favor. Problem-solving can be involved in all the different parts of a story and makes a story more intriguing for the players. Problems should have several possible solutions to promote creativity and realism. It's intriguing to set up a problem without deciding on a specific answer ahead of time, just to see what the players come up with.
Options are something that too many stories lack. Many storyguides channel the characters straight through to a predetermined conclusion, thus robbing them of much of their freedom. It's like an old, stale dungeon adventure with the corridors leading from room to unrelated room.  At some level of the story, you must provide the characters with the possibility of changing the outcome; not just failing or succeeding, but succeeding one way or succeeding in another. They should have some control over their fate; they should affect the plot in a relevant way. If you want the storyline to wind up at a given conclusion no matter what, at least give the players some options as to how they get there, each with its own advantages and disadvantages.
Something new added to each story keeps the world growing, whether it is a new character that will make later appearances, a new town to visit, a new enemy for the covenant, or a new inn to patronize. More details about old things, such as better maps or more detailed history, also qualify as something new. Stories are the main way that the world is built; add another piece to the world with each one — through this steady, consistent process your world will be revealed before your eyes.
Rewards can be anything from gold to personal satisfaction for a job well done. Rewards officially tell the players that they have done well. They also make the companions and grogs feel like they are getting something out of their work. If the stories benefit the magi but not the other characters, the other players could feel left out. A few pieces of jewelry and such for the non-magus characters will often keep them happy. Small, interesting magic items for the companions should be given later in the saga.
A Lead is some unfinished piece in the story that the players can follow up on later, making the story much larger than the session in which it is run. One lead could be a rumor overheard in a tavern that a worm has been sighted in the mountains to the north. Though it has nothing to do with the mission at hand, it could lead to a story later on. Leads lend a higher sense of realism to the saga because players realize that the current mission or object of interest for the group did not suddenly appear for their amusement, but existed in the universe before it became involved in their story, and thus is more real.
