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Story outline

	Field
	Your Story
	Guidance

	Inciting catalyst
	 
	Describe the early clash with high-tier power that disrupts the protagonist's ordinary life and plants a reason to pursue strength.

	Baseline life and limitations
	 
	Show the protagonist's unpowered starting state, daily pressures, and the odds stacked against entering the progression system.

	Role model and build ideal
	 
	Introduce an experienced practitioner whose specialty or combat philosophy shapes the build the protagonist wants to create.

	Pre-system preparation
	 
	Detail the mundane training, study, or networking the protagonist undertakes before gaining formal access to magic or stats.

	Anomalous encounter or pact
	 
	Outline an early bargain, ritual, or supernatural side effect that shifts the protagonist's path prior to official advancement.

	System selection
	 
	Capture the moment the progression interface awakens and assigns the protagonist's initial rank, class, or affinity.

	Initial build evaluation
	 
	Explain how the protagonist assesses their starting assignment against their target role and explores ways to respec or trade.

	Class lock-in and first skills
	 
	Show how the protagonist finalizes their starting class and tests their earliest abilities, spells, or stat increases.

	First combat or field trial
	 
	Present an early high-pressure test where the protagonist applies their fledgling build against a tangible threat.

	Early milestone and wider stakes
	 
	Mark the first concrete step up in capability and reveal the larger training ground or conflict ahead.



Main character profile

	Field
	Your Story
	Guidance

	Name and background
	 
	State the protagonist's name, starting age, family circumstances, and everyday social role before empowerment.

	Core motivation
	 
	Define the personal goal driving the protagonist to seek advancement and accept the risks of powered life.

	Target build and role
	 
	Specify the combat role, skill synergy, or party function the protagonist aims to construct over time.

	Innate potential
	 
	Note any latent mana sensitivity, bloodline trait, or hidden aptitude that influences how magic responds to the protagonist.

	Starting rank and class
	 
	Record the baseline tier, class assignment, and standing within the power curve when the protagonist enters the system.

	Pre-power study and habits
	 
	List practical skills, academic knowledge, or personal routines that aid the protagonist's progression.

	Flaws and constraints
	 
	Identify physical injuries, personality blind spots, or magical restrictions that complicate training and daily life.

	Allies and mentors
	 
	Name the companions, guides, and contacts who influence the protagonist's early progression choices.

	Keepsakes and tools
	 
	Describe personal items, magical interfaces, or starting equipment tied to the protagonist's journey.



World and setting sheet

	Field
	Your Story
	Guidance

	Source of the power system
	 
	Explain who or what created the progression system and how ordinary people are inducted into it.

	Rank hierarchy
	 
	Define the tiers or ranks of power, how common each tier is, and what separates top-end practitioners from lower tiers.

	Class archetypes
	 
	Summarize the major class categories, magic disciplines, and combat specializations present in the setting.

	Affixation and trade rules
	 
	Lay out the mechanics for locking in a class, trading assignments, and customizing skills or spells.

	Secondary magic and cosmic mechanics
	 
	Describe auxiliary magic practices, underlying energies, or off-system abilities that exist alongside ranked classes.

	Obligations and risks
	 
	Specify the mandatory duties, summons, or survival hazards tied to accepting power in this world.

	Major hubs and institutions
	 
	List the territories, schools, and governing bodies that train, house, or oversee powered individuals.

	Civilian law and society
	 
	Explain how unpowered governments regulate practitioners and how everyday culture reacts to superhumans.



Breakdown Example: Super Supportive (Sleyca)

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

Story outline

	Field
	In the Book

	Inciting catalyst
	At age eight in Chicago, Alden survives a fight between an unregistered Unique-class villain named Body Drainer and two superheroes, Arjun Thomas and Hannah Elber. Alden's parents are killed when the battle crashes into their apartment building, and Hannah preserves the badly injured boy inside a silver stasis spell. — “His home had been destroyed, and his parents had died in a supervillain attack.”

	Baseline life and limitations
	Alden moves in with his affectionate but unreliable Aunt Connie, learning to manage household bills, chores, and lingering tinnitus largely on his own. As an unpowered student, he faces statistical odds of roughly 0.07 percent of ever being chosen by the System.

	Role model and build ideal
	At age eleven, Alden researches the timing of the attack, calls Hannah through the System network to absolve her of blame for his parents' deaths, and begins visiting her on Anesidora Island. After Hannah vanishes for six months during an Artonan summons and is presumed dead, Alden resolves to pursue her specialty of battlefield support if he gains powers.

	Pre-system preparation
	Five years later, fifteen-year-old Alden spends weekends at the Chicago Artonan consulate with his friends Jeremy and Boe, studying Artonan history, wordchaining, and logographic script. He also brings snacks and takeout meals to Gorgon, an extra-dimensional prisoner chained to the lobby desk, hoping to befriend someone with insight into the System.

	Anomalous encounter or pact
	During a late-night visit to the consulate while Aunt Connie is out of town, Alden's cat scratches his hand and Alden offers a few drops of his blood to Gorgon in a jar of salsa. Meeting Gorgon's gaze overwhelms Alden with vivid memories, drinking the blood leaves Alden with a mental block against eating animal products not offered by the animal, and Gorgon revises Alden's chance of System selection to seventy percent.

	System selection
	Two days before Hannah's funeral, Alden receives the System's selection speech in his high school bathroom and gets a ninety-day countdown to sign the contract. His display identifies him as Divergence Rank B with the pre-affixed class Meister of Cudgel. — “You have ninety Earth days to sign the Contract of your own free will.”

	Initial build evaluation
	Recognizing that a close-range club specialist is a poor fit for B-rank battlefield support, Alden leaves school early and goes to the consulate basement with Gorgon to look into a pre-affixation class trade. Before starting, Gorgon reminds Alden that affixing a class does not require him to register with human governments.

	Class lock-in and first skills
	No class is affixed in the chapters covered. Alden trades Meister of Cudgel to Andrzej for Chainer, which stays pre-affixed. He then declines to affix Chainer, researches the Velra family, and works out that Gorgon's hint points to the Rabbit class, which he decides to try to obtain through a trade.

	First combat or field trial
	Not shown in the chapters covered.

	Early milestone and wider stakes
	Alden decides to chase the Rabbit class through the Velra family. With Boe and Jeremy he writes a letter setting out his demands (the class plus money). Then he teleports to Anesidora for Hannah's funeral and mails the letter to Corin Velra, which drags him into the wider rivalry of the Avowed families.



Main character profile

	Field
	In the Book

	Name and background
	Samuel Alden Thorn is introduced as an eight-year-old pastor's and consecrated nurse's son and is nearly sixteen in the main narrative. He lives in Chicago with his Aunt Connie and a scarred tomcat named Victor while attending public high school.

	Core motivation
	Shaped by the collateral deaths of his parents and his admiration for Hannah Elber, Alden wants his life to matter by helping other heroes operate safely and effectively during emergencies.

	Target build and role
	Alden aims to become a modern battlefield support hero who uses versatile skills such as barriers, crowd control, buffs, or structural protection to multiply a partner's combat effectiveness. Prior to selection, he hopes for a customizable Adjuster class or a utility subtype like Trap Meister. — “I think battlefield support is a seriously important and underrated job.”

	Innate potential
	Hannah suspects Alden has unusually high chaos potential because he stayed conscious inside her Bubble of Patient Waiting, an anomaly she otherwise saw in just three children of superhumans. After tasting Alden's blood, Gorgon estimates a seventy percent probability that the contract will select him.

	Starting rank and class
	The System assigns Alden Divergence Rank B, placing him in the top fifteen percent of superhumans, alongside the pre-affixed class Meister of Cudgel. His powers remain unaffixed while he weighs his ninety-day trade window.

	Pre-power study and habits
	Alden is a methodical planner who memorizes Artonan logograms with flashcards, practices spoken wordchains, and reads detailed analyses of superpower mechanics such as Marv's blog. At home, he tracks bills, stretches limited pocket money, and prepares backup plans for emancipation and college.

	Flaws and constraints
	Alden lives with chronic ringing in his ears from the childhood attack and admits that when he lacks a plan, he makes impulsive choices like visiting a closed alien consulate near midnight. After Gorgon drinks his blood, an involuntary mental barrier stops Alden from eating meat, dairy, or eggs that animals did not offer him. — “But there was some kind of mental wall between him and the act of drinking the chocolate.”

	Allies and mentors
	His closest peers are his sharp-tongued friend Boe and his good-natured friend Jeremy Levi, while the late Hannah Elber serves as his heroic model and her friend Clytem Zhao keeps him informed from Anesidora. At the consulate, Alden builds a guarded bond with Gorgon, who serves as the regional witness for class trades.

	Keepsakes and tools
	Alden keeps Wummy, a stuffed wombat Hannah rescued from his ruined bedroom on the night of the attack. In addition, phones Alden holds display an undeletable silver System sigil that connects him to the Avowed Communications Network.



World and setting sheet

	Field
	In the Book

	Source of the power system
	In 1963, the alien Artonan Triplanetary Government introduced the Interdimensional Warrior's Contract, known as the System, turning Earth into an Artonan resource world. Roughly 0.07 percent of Earth's population, mostly teenagers between fifteen and seventeen, are selected to become Avowed. — “The Artonans unleashed the System on Earth, as they had on many other planets in the past.”

	Rank hierarchy
	Selectees receive a Divergence Rank ranging from S and A at the top down through B, C, D, and F. S-ranks and A-ranks form the core of active superheroes and are disproportionately chosen at age fifteen, B-rank sits within the top fifteen percent, and D-ranks and F-ranks are more frequently chosen at seventeen.

	Class archetypes
	Known classes include physical or sensory Brutes, spell-focused Adjusters, element-based Worldshapers, weapon or specialty Meisters, mind-affecting Sways, Healers of Body or Mind, and Rabbits whose fortunes depend on summons. Rare Unique classes also occur, granting unfamiliar powers like Body Drainer's transfer ability.

	Affixation and trade rules
	During the ninety-day window, a selectee may trade an unaffixed class as many times as he likes, with equivalently ranked selectees, until it is affixed or the period ends.

	Secondary magic and cosmic mechanics
	Power mechanics involve an interplay of magic and chaos, including chaos potential linked to selection and extra-dimensional beings like Gorgon who are bound by intent-reading Artonan spells. Ordinary humans and consecrated nurses can also recite Artonan wordchains to trade luck, peace of mind, or healing across worlds with an Opposite.

	Obligations and risks
	Selectees cannot refuse service to the Triplanets and can be summoned off-world by Artonan wizards for emergency or non-emergency quests. Although Artonan law promises proportional rewards, summons lasting more than a few weeks often prove fatal, and traditional weak sidekicks on Earth largely vanished in the nineties after suffering a twelve percent survival rate in superhuman fights. — “Upon becoming one of the Avowed, you will be subject to summons, for emergency and non-emergency purposes, by members of the Artonan wizarding classes.”

	Major hubs and institutions
	Key institutions include the Artonan Triplanetary Government, local Artonan consulates used for classes and registration, and Artonan Houses of Healing. Registered Avowed typically transfer citizenship to Anesidora Island near Point Nemo or reside in designated Avowed territories such as the Dakota zone unless hired by cities abroad.

	Civilian law and society
	Most countries require Avowed to register and leave civilian jurisdiction within ninety days of selection, and international rules generally bar Avowed from ordinary police and military forces. Unregistered superhumans are treated as criminals by Earth governments, Sways face heavy border restrictions due to mind-control fears, and organizations like the Anesidora Compassion Fund support civilian victims of villain attacks.



