LOVE IN THE TIME OF KRAKEN
Quest Outline | Christophe Bettez

This choice-based, PVvE side-quest was designed and written for the medieval fantasy
world of Bicolline. Depending on their choices, players could experience one of three
possible endings. Knowledge of the existing Bicolline lore was a plus for players, but not

required to understand or complete the quest.

SETTING: Zahera, a small portside town.

MAIN CHARACTERS:

e Zeyn: A young woman living in Zahera with her family. She is madly in love with
Amara, a girl from the village. Zeyn faithfully believes in the village’s official
religion, Octo Armis (an in-game Bicolline religion; they essentially worship an
immortal and vengeful kraken).

e Amara: A young woman from Zahera, Zeyn'’s lover. While she pretends to believe
in Octo Armis, she’s suspected of believing in Noiséhoc (basically the exact same

immortal kraken, but slightly less vengeful).



QUEST OUTLINE:
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