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TASK 1 

HISTORY 

In the tumultuous tapestry of Primorden, Before becoming an origin, NAME was an 
enthusiastic baby girl full of love and joy for the world. On the day of her monstrous 
death, she became energy capable of exploring the world and space, non-stopping 
her joy for the world's beauty.​
She became capable of healing flowers and animals directly or indirectly, through 
communication with the fallen. ​
Everything changed the day she met Fiahmut, who showed her the way she died. ​
From that moment, she started absorbing all the fears and the evil of the world, 
growing its power day after day through the constant energy that she absorbed.​
​
She became the FEAR’s Origin.​
​
NAME’s arrival marked a turning point in the power dynamics of the Primorden 
world. Through an intricate web of alliances and rivalries, playing a pivotal role in 
shaping the destiny of beings caught in the crossfire, NAME’s history is a tale of 
cunning maneuvers and unpredictable alliances, always ensuring to stand at the 
center of cosmic conflicts.​
And being FEAR one of the greatest control methods, the Fear’sOrigin started to 
conquer space in the sky. 

​
MOTIVATIONS: 

Origins seek to perpetuate chaos and discord as a means to maintain their relevance 
and power. They believe that in the crucible of conflict, the true potential of beings 
and civilizations is revealed. NAME opposes the notion of order imposed by any 
single Origin, viewing it as a threat to the vibrant chaos that fuels the essence of 
Primorden.​
 



In this world, she was seeking a way to maintain the actual balance between Evil 
and Good, to keep gaining power and to keep changing and affecting people’s 
minds, is it either for fun, for the fights against the other Origins, or… more. 
 

PERSONALITY: 
 
Vexalis embodies the punk ethos with a rebellious spirit that rejects conformity and 
embraces the anarchic beauty of discord. She’s charismatic and persuasive, 
possessing an uncanny ability to exploit the fractures within alliances, thanks to her 
powers.​
The Discordant Dynamo revels in the unpredictability of their actions, finding joy in 
upsetting the carefully orchestrated plans of other Origins. 
While chaotic and unpredictable, she doesn’t act without a sense of strategy. Her 
actions are driven by a deep-seated desire to keep the cosmic stage in perpetual 
upheaval, and chaos, preventing any single Origin from gaining uncontested 
dominance. She views herself as the disruptor of stagnation, ensuring that the dance 
of cosmic conflict never settles into a monotonous rhythm where the balance that 
best suits her desire strikes. 
 

PHYSICAL APPEARANCE: 
 
Vexalis manifests as a being of fear, it can be seen only through mirrors and never 
directly, since its appearance in the shadow form automatically takes out the light, 
falling in the environment’s darknesses, including artificial lights, and magic.​
Vexalis can appear also in Human and Energy forms:​
Every human that contracted with her and/or those who were taken from her is now 
on a transfer spell for her to use. 
 

RELATIONSHIPS: 
 
Vexalis shares complex relationships with other Origins, often playing both sides of 
conflicts to maintain a balance of power. She’s known for the temporary alliances 
with Origins of Corruption to sow chaos and then pivot to collaborate with Origins of 
Creation to restore order. The relationships are transactional, guided by the pursuit 
of perpetual discord rather than loyalty or camaraderie. 
Among the Fallen, Vexalis is both feared and revered:​
Some Fallen, drawn to the thrill of chaos, willingly align with her, seeking the power 
to manipulate conflict for personal gain. Others resist Vexalis' influence, recognizing 



either the destructive nature of their domain and the havoc it wreaks on the fabric of 
Primorden or playing with one of the biggest motivators for people. 

 
 

LEGACY: 
 
Vexalis' legacy is etched in Primorden as the agent of discord, forever influencing the 
destiny of civilizations and individuals alike. ​
The scars of her chaotic actions act as testaments to the relentless pursuit of 
anarchy in a universe ruled by conflicting energies. 
Fallen who align with Vexalis carry the spark of rebellion within them but are also 
drawn by either the absence of fear or their deepest fears…​
Their actions, guided by the chaotic energy bestowed upon them, echo the 
unpredictable game of Fear... Whether hailed as liberators or condemned as 
troublemakers, those touched by Vexalis become living embodiments of the eternal 
struggle against cosmic order.​
Of the eternal struggle against ourselves.​
Of the eternal struggle against good and evil. 

Explication and random notes: 
​
The idea behind this is that Vexalis represents the decline of a good person (a child 
when she died) into what we use to consider evil.​
But, in-game, thanks to the choices that Vexalis will give to players, either take away 
or amplify peoples’ fears, she’ll move into at least 2 (or more, why not?) directions 
the Fallen and the NPCs.​
​
This is meant for players to have in-game choices regarding the story, choices that’ll 
affect also the environment (NPCs), and, thanks to the final reveal of Vexalis in one 
of the finals, how good can become evil and vice-versa and how much good and evil 
depends on the eye we’re looking them from. 
 

VEXALIS FINAL 
​
(One of the finals, for sure not yet ready nor clear on how to get here)​
The Fallen (the player) choices, despite the fear, the powers, and the contagion of 
the Shadows’ world, had the strength to follow and perform good actions, using its 



power of amplifying or taking away fears to encourage others to defeat their demons, 
masters, worries, Origins, etc…​
This will help Vexalis to slowly reacquire contact with the truth, finding out that 
Fiahmut lied, showing her a false story regarding their parents' death: The truth is 
that he killed them since he was worried about the power that the possessors of the 
Fear Origin had.​
For legacy, Vexalis became the origin, finding out that their parents were protecting 
such a power. ​
Fiahmut had no idea that Origins’ protectors would descend from parent to child 
since this was the first time that an Origin had such power to have an actual child.​
Finding out the truth about her life, she slowly started to regain control of herself, 
ending in a fight against an entity that released her body once her mind was cleared:​
The final battle will be against the Fear of the Fear’s Origin.​
 

​
TASK 2 

Quest: Shadows Unleashed​
 

 



​



TASK 3 

DIALOGUES SNIPPETS 
 
N°1.​
Vexalis: “Fallen, be the harbinger of discord. Seek the Umbral Keystone, concealed 
in the depths of the Forgotten Caverns. Unleash its power, and let chaos reign so 
true fears are unveiled…”​
​
Introduction of the first quest​
​
N°2. ​
Vexalis: “Fallen, will you embrace the shadows and serve the Fear's origin with 
finesse? You'll soon learn what Fear can do to people."​
​
End of the first Quest​
​
N°3.​
Vexalis: “The weave of shadows responds to your essence. Feel it coursing through 
you, a surge of cosmic rebellion. We are bound by chaos, you and I."​
​
Possible second quest, with Fallen doubting ​
​
N°4.​
Vexalis: “You are now capable of controlling people's fears, with the chance to 
remove them or increase their strength… Model their shadows at your leisure, 
Fallen.”​
​
Possible snippet after gaining the capability of controlling shadows. 
​
N°5.​
Vexalis: “Thank you, Fallen. Through your actions, you helped me understand my 
role and regain control of my mind from this parasite.”​
​
Possible snippet from the Final. 
 



TASK 4 

“Shadow Crystal” 
​
Description: A Crystal of an unknown material: Required to see and materialize the fears’ 
shadows. ​
Allows Fallen to fight and/or control them.​
​
Origin Influence: Embrace the chaos, reveal shadow.​
​
In-game Effects: Allow players to see shadows. 
 

TASK 5 

SKILL​
 

Class: Shadow Weaver (Mage) ​
This class gives access to Shadow and Magic control.​
​
Skill: Umbral Veil​
Description: Envelops the caster in an ethereal cloak, weaving shadows to create invisibility. ​
​
Origin Influence: Embrace your fear to move unseen, embodying the fear’s essence.​
 
In-game Effects: Grants temporary invisibility, allowing the Shadowweaver to navigate 
unnoticed.​
% Bonus to health/mana Regen.  
 
​
 

​
​
​
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