


A large man dressed in walrus skins steps to

the front of the wooden platform looking out

over the square. A freezing fog drifts down

from a towering glacier above the town. Out

on the horizon the sun struggles weakly above

the ice, slanting orange light through the

snow-laden buildings after another long, cold

night.

Theodopolis Makepeace, mayor of

Storyhaven, raises his head to the crowd 
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huddled in their furs before him. Frost

encrusts his beard and eyebrows, extending in

icy tendrils across his dark brown skin. There

is a mistiness to his usually bright and

cheerful eyes that you don’t remember being

there the last time you saw him.

“Friends and fellow townsfolk. It is with a

heavy heart that I have summoned you here

today. Let there be no doubt about it, we face

our darkest hour. This daybreak we mourn the

loss of another of our most powerful

storytellers. Jabir Copernicus, the observatory

master has now disappeared too. The crystal

story runes awarded to him by our shaman to

honour his tale were cruelly stolen from him

during the night. Without his story, the

amnesia that plagues us all came thickly upon

him. He forgot who he was and stumbled out 



 onto the ice wastes in confusion. We have

search parties still looking for him, but

without much hope that we will find him

alive…” The mayor’s face smoothes to a sudden

blankness, his words trailing off into silence.

Gasps break out in the square below him, an

anxious murmur spreading through the

crowd. The clamour seems to bring the mayor

back to himself and he reaches up to a string

of glowing crystals around his neck, fingering

the symbols that the shaman chose to honour

his own story. Gritting his teeth, he looks out

at the sea of heads once more.

“We all know how much this town needs its

stories. They are the reason we’ve been able to

survive out here for so long when other

settlements have perished. Only here do we 



 have the sacred crystals from the crystal

cavern that glow warm in our fablehearths

when we tell our tales around them. Now, as

more and more fablehearths fall cold, the ice

is encroaching again on all sides. It takes back

house after house, freezing their doors shut,

covering their windows and encasing their

walls. The outer reaches of town around the

sledge station are already impenetrable except

to our most skilled glacier striders. There are

fewer and fewer runebearers left amongst us,

and without our most powerful storytellers we

cannot keep the town warm for much longer.

That is why I have called you here. We have

come to our moment of reckoning. We still do

not know who is stealing the town’s stories,

but the shamans and scientists have conjured

us one last roll of the dice.” He gestures to two

fur-clad figures on the platform behind him.



You recognise Uzma McConnor, the town’s

head scientist, and Demothi Nicklemas, the

town shaman, guardian of the crystal cavern. 

“Using technology, they have harnessed the

power of the story crystals to open us a time

portal into the past. We are hoping to assemble

a band of our bravest adventurers who are

willing to journey back to the week before the

our stories started to disappear, so that they

may try to save some of our town’s most

precious tales before whoever it is has the

chance to steal them. By returning the stories

to us in the present, we can stoke the town’s

fablehearths once more and drive back the

advancing ice.  We will need volunteers from

all the town’s guilds. Perimeter fence guards,

scientists, sledgers, glacier striders, even town

braggarts will all be welcome. The band of

adventurers must have a wide variety of skills 



Storyhaven is a game for 3-5 players in which

you are the main characters of the adventure.

You will choose and design your own

characters, make decisions together as a team

that will affect the direction of your

adventure, as well as enjoying the story that

you create together through your gameplay.

at their disposal, if they are to succeed.” He nods

finally. “Now go home and warm yourselves as

best you can. Volunteers assemble tonight at the

Shaman Ward at half past eventide.”

Game set-up

Object of the game
Your mission is to travel back into

Storyhaven’s past to save the town’s stories

before they were stolen as well as collecting



clues as to who or what is behind the thefts and

the mysterious amnesia affecting the

townspeople.

 

It has long been a tradition that any

Storyhavener whose tale becomes especially

loved by the town is presented by the shaman

with rune stones. These story runes, carved

from the sacred crystals of the story cavern,

have the symbols of important places or objects

in the tale engraved on them to make sure that

the bearer never forgets them. They also serve

as a reminder that stories are not fixed and can

always be divided into their parts and put back

together again in new and exciting ways. 

Storyhaveners honour and treasure these crystal

story runes, often handing them down from

mother to son, father to daughter, forever 



honing and reweaving the story they contain

so that it will find and enchant new listeners.

It is these story runes that are disappearing

and which you must help to recover.

Once you have rescued a Storyhavener’s rune

stones, you will have to rewrite the story the

stones contain and deliver it back to the

present through the shaman’s portal. There, it

will be returned to its rightful owner, the

town’s fablehearths will be stoked again by the

telling of the story and you will have protected

the town from the encroaching ice for a little

while longer.

Remember, as members of the same team you

are not playing against each other. There will

be no winners or losers in this game. You will

need to work together if you are to succeed on

your mission.



What you need to play:

• This rulebook, which can be referred to at

any time during gameplay.

• The map of Storyhaven: place this in the

centre of the table you are going to play

around so that you can see the different places

in the town as they are described.

• The story app: this contains the story of the

game and the choices that players have to

make together. It should be run from at least

one mobile or tablet at the table and can be

accessed via this link.

• Your adventuring journal: every player will

have one of these, in which they will keep

Game components



information about their character, their gold

and stamina tallies, and clues. 

Your teacher will help you to make your

adventuring journal. You can keep anything

you like inside – doodles, drawings, notes

about your adventure. There are also pages

you will be invited to complete throughout the

game. Look for this symbol:

At the end of the game you can take your

journal home to show your family and friends

as a souvenir of the experience.

Before you begin your adventure, you must

create the character you are going to play for

the duration of the game. You will need to

decide which of the town guilds you want to

belong to, design your appearance, choose a 

Character creation



name for yourself, and write your family

histories and personal back stories.

Having representatives from different

Storyhaven guilds can bring different skills to

your team. Negotiate with your team-mates

during this character creation stage to make

sure that your team has a good range of

abilities. Perhaps it would be better to each

belong to a different guild, so that you can

draw on the full range of skills needed to

succeed in your mission. It is not

recommended to play as five characters of the

same guild.



Step 1: Choose your guild.

Scientists (also known as Inventa-
fixers in New Fable Slang).



When you live at -40 degrees, things tend to

break down - a lot. The scientists of

Storyhaven have had to combine the skills of

handiwork and general odd-jobbing with the

more academic skills of biology, chemistry

and physics in order to earn their keep. They

have not always appreciated this and can often

be found complaining that fixing a

fablehearth is below someone of their

academic standing. 

Halfway between scientists and plumbers,

Inventafixers are essential to Storyhaven life,

in charge of the fablehearth technology that

the town has developed around the crystals

the shamans dig out of the sacred story

cavern. This efficient and green heating

system is the reason Storyhaven has been able

to grow and prosper on the frozen ice wastes. 



With the appearance of old-fashioned iron

stoves, fablehearths are stoked by crystals

rather than wooden logs. The crystals glow

with light and heat whenever stories are told

around them and that way heat the buildings

and homes of Storyhaven.

Inventa-fixers often take on apprentices and

so can be of any age, young or old. Indeed,

many smaller inventa-fixers are highly sought

after as they can get to parts of the

fablehearths out of reach of larger members of

the guild.



Inventafixers can be fierce fighters in a scrap

and have been known to protect an outlying

household from a pack of sabre wolves with

nothing but a monkey wrench and a rolled-up

sleeve.

They are also notoriously tight-fisted,

unwilling to spend a single penny on any new

product that can't be improvised by tying a

rubber band around a pencil and sticking a

button on the side.

They do not tend to get on well with shamans,

who they believe to be lazy sit-abouts, always

getting in the way with their meditation, yogic

humming and crystal-gazing when there are

more practical issues like pipes to be fixed.



Innovation – the ability to use whatever is at

hand, however strange, and adapt it to the

present situation.

Streetwise – built up from years of experience

of Storyhaven life rather than any scientific or

ideological basis, this is the ability to know

intuitively the workings of the town and how

things usually turn out in practice.

Agility – the ability to move nimbly and

flexibly, to twist, leap, or dart.

Combat – the skill of hand to hand fighting,

brawling, the use of weapons, general

skirmish strategy and of having a good, blood-

curdling battle cry.

Inventafixer skills:



Banter – the ability to immediately get on with

others socially and twist them around your little

finger through cheerfulness and verbal wit.

Tight-fist – while this might not sound like a

skill, the hatred of parting with gold pieces can

often lead to imaginative solutions that are

beyond the abilities of others.

Braggarts
Wasters, layabouts, troublemakers, and thieves -

the naturally rebellious, those who don't fit in.

Sharp of tongue, quick of mind, and fleet of

thought and finger. In any other society they

would be outcast, punished, booted out or locked

up before you can say “Where's my purse gone?”.

But Storyhaven has a special toleration for the

square pegs of this world as the town has long

realised how essential they are to any ripping

good tale. 



While perhaps not your ideal employees, Braggarts
have a strict code of honour, which basically states
that you can rip off and deceive anybody who is not
a braggart, as long as that person is aware they are
being targeted and has a fighting chance of coming
out on top  – otherwise, the exercise is pointless
and boring and no real honour can emerge from it
on either side.



Braggarts are also highly territorial and loitering
posts around the town are hotly contested with
fights often breaking out over who has rights to
slouch where. Having said this, as Braggarts often
do little except lounge around and listen to
Storyhaven life, they have developed a deep
affection for the town and often secretly help any
townsperson in real trouble, although they will
instantly deny this if questioned about it directly.

Braggart skills:

Silvertongue – the ability to lie, twist the truth
believably, deceive, persuade or flatter.

Quickfingers – the ability to ferret, rummage,
or pickpocket, soundlessly and often while
continuing a secondary activity or conversation
at the same time.

Stealth – the ability to move silently, to creep,
sneak and spy.



Streetwise – built up from years of experience

of Storyhaven life rather than any scientific or

ideological basis, this is the ability to know

intuitively the workings of the town and how

things usually turn out in practice.

Awareness – a heightened sense of what is

going on around you, an ability to react quicker

than others.

Innovation – the ability to use whatever is at

hand, however strange, and adapt it to the

present situation.

Glacier Striders

Storyhaven was built at the foot of a great

mountain glacier that shelters the town from

the cruel elements. At its highest summits the

winds sometimes blow the rock clear of ice,



 allowing life to gain an unlikely foothold. Seeds

carried thousands of miles on the frozen wind

bloom briefly in the ice-age sun until the ice

closes over again. These plants are highly prized

for their medicinal properties and beauty and

those who are skilful enough climbers to be able

to reach them have gained hallowed status in

Storyhaven life.



Striders have made harvesting the plants their

business and have built up a vast knowledge of

their different uses, which is passed down

through the guild from one generation to the

next.

Striders are usually calm and centred people,

who do not mind keeping their own company

during the long days they spend alone on the

glacier. As well as having skills associated with

rock climbing and mountaineering, they have a

natural tendency towards meditation and

spirituality.  

So much time spent in the natural world,

adapting themselves to the rhythms and life of

the glacier, has also given them a deep

understanding of the animals that call it home,

and means they can often call on snow foxes,

eagles, weasels and stouts to help them.



Glacier Strider skills:

Stealth – the ability to move silently, to creep,

sneak and spy.

Awareness – a heightened sense of what is

going on around you, and an ability to react

quicker than others.

Herblore – the ability to recall the vast list of

different Storyhaven plant species at will and

apply their different side-effects and benefits

to any situation.

Speed – the ability to move fast, to run,

sprint, or race.

Agility – the ability to move nimbly and

flexibly, to twist, leap, or dart.



Animal empathy – an intimate connection

with the natural world that allows you to call

on its creatures in your moments of need.

Guards of the Perimeter Fence

Storyhaven has a reputation for hospitality

and welcoming all travellers, no matter where

they come from. But an ice age is a dangerous

time to be alive. Packs of sabre-toothed wolves

and bears have often been known to attack the

town, and that’s not to mention the many

gangs of bandits and outlaws that roam the ice

wastes on the look out for defenceless

outposts and villages to raid. Eventually, it

was decided that Storyhaven should have a

perimeter fence, while keeping its gates open

to all comers. The women and men who

volunteered to patrol its ramparts are some of 



the bravest Storyhaveners there are, willing to

face down a stampeding woolly mammoth for

the good of their fellow townsfolk. 

However, it should also be noted that the job

of Perimeter Fence Guard consists of long

periods of inactivity interrupted by rare if



intense moments of action - this attracts a

certain kind of person. Many guards will take

the odd wrestle with a testosterone-crazed

walrus if it means they get to sit around for

days at a time, chatting with their friends and

gazing out at the beauty of the wastes. This

probably also explains why many of

Storyhaven’s most popular tales were honed

around the fablehearths of the guards’ many

watchtowers.

Guards of the Perimeter Fence skills:

Strength – wrestling walruses and woolly

mammoths does wonders for the biceps and

abs.

Laziness – the hidden role that downright

laziness has played in the rich history of human

innovation is often overlooked.



Faced with burning precious calories, exposing

themselves to the cold, or just getting up from a

cosy lookout spot, Perimeter Fence Guards will

often come up with solutions to situations that

others are completely blind to.

Combat – hand to hand fighting, brawling, the

use of weapons, general skirmish strategy and a

good, blood-curdling battle cry.

Banter – the ability to immediately get on with

others socially and twist them around your little

finger through cheerfulness and verbal wit.

Bravery – a healthy disregard for your own safety

when others are in danger.

Awareness – a heightened sense of what is going

on around you, an ability to react quicker than

others might.



Sledgers
These hardy souls use their huskie-bear driven

sledges to run the postal and trade services from

Storyhaven to the few other friendly outposts on

the wastes. 

They have to withstand freezing temperatures

and snowstorms while camping out under the

stars during their long expeditions away from

town and are often the target of pirate and

bandit attacks. 

But they are able fighters and their knowledge

of the lie of these frozen lands is second to

none. The stories they bring back from their

adventures are as prized as the goods and foods

they trade and they are amongst the most

respected of the Storyhaven’s guilds. 



A sledger’s connection with their sledge-pulling

animals, the fearsome and powerful huskie bears,

is legendary. With the cunning and intelligence

of huskie dogs and the stature and strength of

polar bears, these loyal and protective animals

are chosen at birth by the sledgers in elaborate

rituals that bind them to each other for the rest of

their lives.



Sledger skills:

Animal empathy – an intimate connection

with the natural world that allows you to call

on its creatures in your moments of need.

Combat – hand to hand fighting, brawling,

the use of weapons, general skirmish strategy

and a good, blood-curdling battle cry.

Worldwise – a knowledge that comes from

travelling afar and being able to compare the

differences between cultures and ways of

seeing the world.

Strength – holding the reins of a pack of

straining huskiebears all day long means there

are few sledgers that can’t beat a weakling

townie at an arm wrestle.



Bravery – a healthy disregard for your own

safety when others are in danger.

Awareness – a heightened sense of what is

going on around you, an ability to react

quicker than others.

When you have chosen your guild, complete

the following journal pages to create your

character:

1 2 3 4



Rules of gameplay

Reading from the story app

Take it in turns to read the next part of the story

app out loud to your team. Try to read clearly

and make the story as exciting as possible.

Decision-making
Whoever is reading is the team leader for that

turn and has the final say if a decision needs

to be made. 

If a decision requires a skill, that action will

usually be performed by the individual who

has the skill. The outcome might bring gains

or losses for an individual (you lose one

stamina) or the whole team (you each lose one

stamina).



Reputation is how well you are known and

respected in the town of Storyhaven. This

journal page shows your reputation wheel:

5 6 7

As you move through the story, you will gain

or lose reputation, stamina and gold. The

story app will tell you the amount of each you

should gain or lose at any one time.

Reputation, stamina, provisions,
gold & belongings

You will have to keep a track of your totals on
the following journal pages. All players
should have one of each. Look at them now.

5



Your reputation can range from 20 – “Town

hero” to 0 – “Town scoundrel”. Mark 10 – “A

common or garden nobody” as your starting

reputation.

We all know that having a bad reputation in

real life is no fun, but in the game of

Storyhaven it is not the end of the world.

Some players might even like to play to

deliberately worsen their reputation; others

will like to shine as town heroes. 

You will have to negotiate your strategy as a

team, because some decisions will change the

reputation of the whole group, while others

will only affect the reputation of individuals.

Your total reputation as a team or player will

sometimes influence which avenues of the

storyline are open to you.



Stamina is your health, how wounded you are

or how tired you feel. Decisions that require a

lot of physical exertion might lose you stamina

as will those that cause you injury. Sleeping at

the end of a day’s adventuring (yes, there's

more than one day!) raises your stamina

again, but not all the way to its original level.

All players start on 10 stamina. Mark this now

on the following journal page:

If your stamina reaches zero, disable one of

your skills by putting a cross by it on your

character creation sheets and gain 8 extra

stamina. You will not be able to use this skill

again.

6



Eating provisions is another way to gain

stamina. You can eat them at any time as long

as you have them written on your belongings

and provisions journal page:

 

You start with no belongings or provisions,

but you can find or buy them during the game.

Gold is the equivalent of money in the

game. There are numerous ways to gain or

lose gold, but the easiest way to spend it is

by buying provisions or items from the

general store. All players start with 100

gold. Mark this now on the following

journal page:

7

6



Story points

Story points are a way of recording what you have

done in the game. Sometimes the story app will

ask you to mark them, which you can do by ticking

them on the following journal page:

6

Now you’re ready to begin!

When your band of adventurers are ready, make

sure your journals are easily at hand, spread the

map of Storyhaven out in front of you, open the

story app and start your journey!

Start now.


