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Story outline

	Field
	Your Story
	Guidance

	Pre-system life and transition
	 
	Describe who the protagonist is before system access and the event that brings them into the LitRPG world.

	Status awakening and starting build
	 
	Detail the first status check, highlighting starting attributes, affinities, skills, and apparent build flaws.

	Initial class or job selection
	 
	Show how the protagonist acquires their first class or job and what stat or skill growth bonuses it grants.

	Divergence from the standard path
	 
	Explain why the protagonist separates from conventional combat heroes and commits to an alternative progression route.

	Patron or mentor hook
	 
	Introduce the deity, guide, or system entity that offers quests, lore, or specialized progression support.

	Early competence trial
	 
	Present an early high-risk test where the protagonist uses non-standard mechanics or preparation to defeat a stronger threat.

	Core training and resource loop
	 
	Establish the repeatable cycle of skill practice, material gathering, currency management, and early level-ups.

	Party pairing and build friction
	 
	Pair the protagonist with a companion whose stats or combat needs create a concrete gear or synergy problem.

	Experimental skill breakthrough
	 
	Show the protagonist iterating on system mechanics to solve the build problem and unlock new skill levels or uses.

	First job cap and tier evolution
	 
	Mark the milestone where the protagonist maxes their starter class or job and unlocks an advanced tier.



Main character profile

	Field
	Your Story
	Guidance

	Identity and starting role
	 
	List the character's name, background, race, guild rank, and initial job or title.

	Attribute and resistance spread
	 
	Summarize numerical stat strengths, weak points, mana traits, affinities, and resistances.

	Core and acquired skills
	 
	List innate or blessed skills alongside learned or gifted abilities that shape the build.

	Problem-solving and combat approach
	 
	Explain how the character handles monsters and obstacles using their specific skill set.

	Work habits and personal flaw
	 
	Pair the trait that drives fast skill growth with the behavioral blind spot that creates setbacks.

	Immediate and long-term goals
	 
	State both the day-to-day progression targets and overarching system ambitions.

	Divine patron and quest obligations
	 
	Define the character's pact with any deity or faction, including active quests and perks.

	Key relationships
	 
	Describe how the protagonist interacts with primary mentors, healers, and party members.

	Personal gear and tools
	 
	Catalog the signature tools, armor, or field equipment the character crafts and carries.



World and setting sheet

	Field
	Your Story
	Guidance

	Cosmology and overarching threat
	 
	Explain who created or governs the world and what large-scale conflict drives hero progression.

	Status cards and skill tiers
	 
	Define how residents view their status, gain skills, and evolve abilities at level thresholds.

	Job crystals and progression rules
	 
	Set the rules for selecting jobs, switching classes, and keeping permanent stat bonuses.

	Mana, affinities, and crafting magic
	 
	Outline how mana interacts with affinities, skill activation, alchemy, and item enchanting.

	Item rarity scale
	 
	List the equipment quality tiers from basic market goods up to divine artifacts.

	Adventurers guild and monster ranks
	 
	Explain how quests, kill tracking, monster threat ratings, and emergency drafts function.

	Currency and daily economy
	 
	Describe how money is stored and exchanged for materials, lodging, gear, and healing.

	Factions and settlements
	 
	Note the key towns, religious institutions, and political powers active in the region.



Breakdown Example: Chaotic Craftsman Worships The Cube (ProbablyATurnip)

This structural breakdown uses brief excerpts from an in-print work; copyright remains with the author.

Story outline

	Field
	In the Book

	Pre-system life and transition
	Ben Heph is an unathletic high school senior who sketches in a dark cave in Mexico after an earthquake traps his class during their graduation trip. Following their deaths, gods pull the classmates' souls into another universe and rebuild their bodies inside a communal church.

	Status awakening and starting build
	Ben pricks his arm to activate a metal status card and learns from his caretaker Lehie that he has high resistances of sixty and above, solid stamina, low strength and agility, and very poor magic affinities. His blessed skills are crafting, enchanting, and focus, leaving him with no direct combat or spellcasting options.

	Initial class or job selection
	In the church's job change room, Ben touches a glowing crystal and sees one job option, Apprentice Craftsman, which he selects at level zero. The system grants him growth bonuses to strength, stamina, intelligence, and crafting-related skills. — “With no other Jobs available to him he selected apprentice craftsman in his mind.”

	Divergence from the standard path
	While nations and gods compete to recruit his high-stat classmates, Ben receives no offers and declines his friend Steph's offer to bring him along as baggage. He stays at the church for four months studying world lore, cooking to train crafting, leveling up focus, and unlocking level zero in dismantling and stealth.

	Patron or mentor hook
	During a merchant carriage ride to the town of Stonewall, Ben is pulled into a dream void by Myriad, a floating silver cube god whose mortal race merged their souls with him before destroying their home world. Myriad lacks living worshippers and offers advice on finding a dual crafting-enchanting teacher in exchange for Ben's prayers.

	Early competence trial
	Over about a week he buys and gathers materials, crafts the trap pieces and tricks guild members into position; the spiked pit itself takes nearly eight hours to dig.

	Core training and resource loop
	Ben accepts Myriad as his patron god along with a quest to recruit five believers, then settles into daily forge and alchemy training under Falk while hunting forest beasts for materials. Over two months of making tools and staves, he raises his crafting skill to level two and earns access to Falk's workshop after hours. — “Now that he was making things himself, finally putting his crafting to use, he could see it was about the journey, not the destination.”

	Party pairing and build friction
	Falk assigns Ben to craft staves for and take low-rank quests with Thera, an earth mage whose large mana pool and poor control shatter Falk's staves within fourteen to twenty casts. During their first outing, Ben's test staves break quickly and a rank seven screll bites and burns his calf, prompting Myriad to grant him an unfinished touch-empathy skill called connect.

	Experimental skill breakthrough
	To contain Thera's mana, Ben folds powdered monster parts into metal sheets enchanted with layered gradients of his earth resistance. This work levels his enchanting skill to two, enabling him to build eleven seven- and nine-layer staves overnight and focus enchantments onto small sections of a rock to sculpt it.

	First job cap and tier evolution
	Not shown in the chapters covered.



Main character profile

	Field
	In the Book

	Identity and starting role
	Ben Heph is a summoned human teen from Earth who enjoys drawing, sculpting, and making cosplay chainmail by hand. In the new world, he holds the Apprentice Craftsman job, rises from rank seven to rank six in the adventurers guild, and gains the Apostle of Myriad title.

	Attribute and resistance spread
	His strength sits at 90 and his agility is low, while his intelligence and mana regeneration are above average and his stamina exceeds four hundred. His resistances start at sixty and above—including high earth and life resistance—whereas his magic affinities sit below the twenty threshold advised for learning magic.

	Core and acquired skills
	Ben starts with world speak+ and three blessed skills: crafting at level one, enchanting at level one, and the rare skill focus at level zero. He later learns dismantling and stealth at the church, raises focus, crafting, and enchanting through practice, and receives the level zero gift skill connect from Myriad. — ““...I got crafting, enchanting, and focus.””

	Problem-solving and combat approach
	Because he lacks combat skills and attack spells, Ben relies on archive research, bait, concealed pit traps, and enchanted stakes to hunt monsters. At the forge, he solves equipment failures by testing prototypes, mixing alchemical pastes, and layering resistance enchantments.

	Work habits and personal flaw
	Ben is skeptical, persistent in negotiation, and prone to losing track of time for up to twenty hours when absorbed in reading or crafting. This intense concentration leads him to pull all-nighters, strain his low-strength body by relying on stamina, and drop his guard around forest hazards. — “The moment he grabbed everything he wanted from the storage room it was like nobody else was there.”

	Immediate and long-term goals
	In the short term, Ben wants to earn enough money to live on, build staves that survive three or four of Thera's spells per day, and find five believers for Myriad. In the long term, he wants to survive the coming invasion and eventually craft legendary or mythic items.

	Divine patron and quest obligations
	Ben offers daily prayers to Myriad in return for Myriad's Blessing, advice, mental communication while awake, and the connect skill. He holds an open, penalty-free quest called Religious Growth that promises six job levels once he recruits five new followers for Myriad.

	Key relationships
	After parting on warm terms with Lehie and Father Yan at the church, Ben builds a bantering apprenticeship with Falk, who secretly pays for Ben's healing at Sonya's home. With Falk's guarded niece figure Thera, Ben respects her dislike of physical contact and tries to befriend her while solving her staff problem.

	Personal gear and tools
	Ben crafts a lower-common stealth-enchanted chainmail shirt on his first day in Falk's shop, followed by his own iron blacksmithing tongs and hammer. For field testing with Thera, he constructs an L-shaped metal and leather backpack carrier to haul a dozen prototype staves.



World and setting sheet

	Field
	In the Book

	Cosmology and overarching threat
	Thousands of gods relocated surviving mortal races from devastated worlds to this refuge planet and summoned around two hundred magic-untouched souls from another universe to help defend it. Prophet gods estimate the ancient invading force will reach the planet in three to twenty years. — “The threat they had been brought to fight was an ancient one, destroying and conquering hundreds of worlds over the millennia.”

	Status cards and skill tiers
	The gods jointly created the status system, which displays soul-inscribed data when a person puts a drop of blood onto a metal card. Skills advance from level zero to nine and evolve at level ten if conditions are met, with blessed skills operating at roughly fifty percent higher power and producing a bonus skill upon evolution.

	Job crystals and progression rules
	Churches and towns maintain job change rooms where touching a crystal reveals available jobs inside a user's mind. A person can change jobs at will, though reaching level 99—taking roughly a year for a starter job aligned with blessed skills—is required to retain its bonuses and unlock advanced variants.

	Mana, affinities, and crafting magic
	Mana is a natural force divided across ten magic affinities, and most skills consume mana when activated for full effect. Base enchanting applies ten percent of a user's affinity or resistance per skill level—fifteen percent when blessed—while alchemy preserves monster properties and slows mana loss in crafted items.

	Item rarity scale
	Crafted items are graded into six rarity tiers, each split into lower, middle, and upper subdivisions, and crafters at skill level nine can perceive an item's grade directly. Everyday buyers use common items, mythic items are known only as gifts from gods, and overly narrow specialization can lower an item's general rating. — “There was common, uncommon, rare, ultra-rare, legendary, and mythic.”

	Adventurers guild and monster ranks
	The adventurers guild records kills and contribution shares straight from members' status cards, starting weak entrants at rank seven and paying bounties for dangerous beasts even without active quests. Reaching rank six carries a requirement to join low-tier emergency quests, while local woods hold threats ranging from cat-sized rank seven scrells to rank five Amarok wolves.

	Currency and daily economy
	Funds are stored directly on status cards and transferred by tapping one card against another. Summoned individuals who do not join a nation receive living stipends from the church, while apprentices pay for raw materials, inn rooms, street food, and shop cuts from item sales.

	Factions and settlements
	Communal churches house statues of thousands of gods and coordinate summoned heroes across kingdoms and city-states, including named groups like the Scylla, the Wolren, and an underground mole-person kingdom. Most of the opening action takes place at one communal church and in Stonewall, a walled town a week's walk away.



