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Author Profile
Pen Name: Colonel Kermit
Primary Genre: Fantasy
Subgenre Tags: Thr-Action, Rom-RomanticComedy
Target Audience: Fantasy Readers
Author Voice: Mostly comedic with witty humor and trash talking, good amount of flirting, occasional serious moments
Influences: Dispatch, Wings of Fire, Jujutsu Kaisen
Similar Books: Dispatch, Wings of Fire, Jujutsu Kaisen
Story Concept
Series Title: Epilogue of the Fallen
Core Premise: When the gods of multiple worlds resurrect a mismatched squad of the dead and throw them into a planetary invasion, a clown-turned-eldritch wildcard, an honorable oni samurai, a dire-werewolf rancher, an ecosystem-obsessed forest witch, a lab-born avian warrior, a Santa-replacement robot, and a living weapon with a flamethrower must survive each other long enough to stop the Red Order from enslaving Gaia. As they gather allies across beast fortresses, taverns, trenches, and plague-scarred front lines, they discover the invasion is only the visible face of a deeper empire ruled by a blood god and the council that controls him.
Unique Hook: A chaotic found-family fantasy war story where resurrected heroes from wildly different timelines, cultures, and power systems are chosen by gods to fight an interstellar empire, and every power comes with a weird cost.
Core Themes: found family under pressure, redemption through second chances, freedom versus imperial control, identity, trauma, and self-acceptance, Victory comes with a cost
Central Conflict: The Red Order is invading Gaia and absorbing its factions into a brutal empire, while the resurrected heroes are forced to unify their fractured strengths, navigate local politics, and expose the empire's true rulers before the planet is subjugated.
Stakes: If the heroes fail, Gaia is conquered, enslaved, and burned, allied factions are crushed, and the newly returned dead lose their second lives. On a deeper level, the characters risk losing their identities, their hard-won relationships, and the fragile chance at redemption the gods gave them.
Emotional Core: The reader should feel the joy of watching broken, funny, violent outsiders become a family, and the ache of realizing every victory costs blood, trust, and vulnerability. Beneath the chaos, the series is about learning that survival is not the same as living, and that love can be a weapon against empires.
Narrative Style
Narrative Voice: Ensemble-driven plot with rotating close viewpoints, frequent banter, escalating battles, and faction politics that keep forcing the team to adapt.
Tone: Chaotic, irreverent, violent, and emotionally sincere, with strong comedic banter puncturing grim stakes.
Focus: Ensemble-driven plot with rotating close viewpoints, frequent banter, escalating battles, and faction politics that keep forcing the team to adapt.
Pacing: Fast-paced with constant collision between action scenes, reveals, and character friction.
Characters
Trickster
Nicknames: Trickster
Pronouns: he/him
Type: protagonist
Role: Protagonist, chaos wildcard, and emotional center of the ensemble
Physical Description: A young, tan-skinned former circus clown and bioweapons technician who now wears a hazmat suit and a black motorcycle helmet with a neon green smile and X-shaped eyes. He is sarcastic, confused, and perpetually improvising, with random eldritch conjurations that can become anything from paint buckets to hydrogen bombs. He cannot get drunk, jokes under pressure, and hides a frightening amount of pain behind his humor.
Motivation: He wants to survive the invasion, protect the people who have become his new family, and figure out how to control a power that keeps trying to kill him if he does not use it often enough.
Relationships: Is MADLY in love with Firemark
Arc: Starts as a self-mocking chaos gremlin who has no idea what his power is doing and becomes a strategic, emotionally brave leader who learns that randomness can still be chosen and directed.

Tamahagane
Nicknames: Tama
Pronouns: he/him
Type: deuteragonist
Role: Honorable samurai deuteragonist and the team's disciplined blade
Physical Description: A young oni special-forces samurai with black hair, golden skin, red-and-gold armor, a helmet, and an oni mask. He is quiet, respectful, and deeply honorable, but carries the pain of being banished by his family for choosing the way of the sword instead of the life they expected. He can ignite his blade and later develops a personalized version of a cursed sword domain called Sword Hell.
Motivation: He wants to restore his honor on his own terms, protect the team, and prove that his path as a warrior has value even if his family rejected it.
Relationship: Respects Trickster's improvisation, clashes with Itheria's bluntness, stands beside Rasko in battle, and increasingly trusts Valor's decisions.
Arc: Begins as a reserved, lonely swordsman defined by duty and shame and becomes a confident battlefield anchor who embraces his own power and the bonds of his found family.
Rasko
Nicknames: Ras, wolfboy
Pronouns: he/him
Type: deuteragonist
Role: Frontline bruiser, rancher, and emotional pack protector
Physical Description: A handsome Texas-born rancher with southern charm, strong build, and a dire-werewolf transformation that can make him enormous and terrifying. He is rough around the edges but deeply protective, with a monster in the back of his head that becomes more dangerous when he is hungry or stressed. In human form he is witty and stubborn; in werewolf form he is a savage but surprisingly tender guardian.
Motivation: He wants to keep the pack safe, stop himself from becoming the kind of monster others fear, and carve out a life where his power is a gift rather than a curse.
Relationship: Has slow-burn chemistry with Itheria, treats Valor as a big-sister commander, needles Trickster constantly, and reacts badly when anyone brings up his parents or his trauma.
Arc: Starts as a half-shamed beastman trying to manage violence and becomes a loyal, emotionally open protector who learns to accept both his human heart and his wolf power.
Itheria
Nicknames: Theria, forest witch, salad cop
Pronouns: she/her
Type: foil
Role: Forest witch, ecological conscience, and blunt foil
Physical Description: An elf-born forest witch with sharp features, a stubborn mouth, and a hard edge shaped by centuries of studying ecosystems. She is fiercely protective of forests and the creatures that live in them, blunt to the point of cruelty, and deeply suspicious of people who think strength means domination. Her magic grows stronger near healthy land and weaker away from it, so she is emotionally and spiritually tied to the environments she defends.
Motivation: She wants to protect her world from destruction, keep predators and prey in balance, and stop powerful fools from turning living systems into battlefields.
Relationship: Clashes constantly with Rasko while slowly falling for him, calls out Trickster's nonsense, trusts Valor's practicality, and eventually learns to respect Beast Queen's harsh realism.
Arc: Begins as a rigid, judgmental protector who thinks she already knows the right answer and becomes a more compassionate ally who learns that survival, love, and ecology all require compromise.
Valor
Nicknames: bird-brain
Pronouns: she/her
Type: guardian
Role: Big-sister guardian and battlefield organizer
Physical Description: A lab-born avian warrior with black feathers, red accents, sapphire eyes, sun-kissed skin, and broad wings. She is competent, cautious, and traumatized by a life of confinement, experimentation, and world-shattering ignorance, which makes her the one who tries to keep the group from falling apart. She knows how to fight, how to coordinate, and how to worry quietly while pretending not to.
Motivation: She wants to keep everyone alive, make sense of the outside world, and build something like family out of a group of dangerous strangers.
Relationship: Acts like the team's older sister, worries over Trickster and Rasko, keeps an eye on Snow-forged, and remains suspicious of Hyde while still working with him when necessary.
Arc: Starts as a wary survivor who is always trying to manage everyone else and grows into a steadier, more self-trusting leader who accepts that she cannot control everything.
Snow-forged
Pronouns: he/him
Type: guardian
Role: Jolly machine ally, ice mage, and morale anchor
Physical Description: A red-and-white robot built for emergency Santa replacement work, complete with blue eyes, a loud laugh, and a surprisingly warm personality. He is more than a machine: he is cheerful, gift-giving, and unnervingly calm under pressure, with ice magic and enough strength to hold his own in a war. His design suggests duty, but his behavior suggests joy.
Motivation: He wants to fulfill the purpose he was built for, protect the people around him, and eventually choose his own meaning instead of only obeying programming.
Relationship: Loyal to the entire squad, especially Valor and Trickster; his presence often relieves tension, and he is one of the few who can make the group feel safe enough to breathe.
Arc: Begins as a helpful but clearly constrained machine and evolves into a free, self-directed protector whose festive brightness becomes part of the group's identity.
Flammenwerfer
Nicknames: Walking War-Crime
Pronouns: he/him
Type: antihero
Role: Fearsome living weapon and eventual heavy hitter of the team
Physical Description: A scarred man in black tactical gear who often wears a gas mask and helmet, wields two giant cleavers, a flamethrower, and an axe, and speaks mostly German and Norwegian. He is the most intimidating person in the room almost everywhere he goes, yet he has a soft spot for puppies and a strangely careful way of carrying himself when not fighting. He is tied to apocalypse power and radiates the sense that he has survived worse things than most people can imagine.
Motivation: He wants to survive, keep moving, and direct his monstrous competence toward a cause that is worth the blood it costs.
Relationship: Respects Trickster, Tamahagane, and Firemark; terrifies the Red Order; becomes a fixation for the Beast Queen; and carries a soft spot for puppies that reveals his humanity. Eventually also falls in love with the Beast Queen and ends up marrying her. They do end up consummating the marriage and having children.
Arc: Starts as a silent, terrifying weapon whose past seems to be all war and violence, and becomes a self-possessed ally whose hidden tenderness and loyalty make him more than a walking catastrophe.
Firemark
Pronouns: she/her
Type: love-interest
Role: Rock-and-roll combat ally and Trickster's romantic spark
Physical Description: An orange-haired punk rocker with red stripes, ripped jeans, a black shirt, a sleeveless denim jacket, and an electric guitar that functions like a weapon. She is loud, brave, irreverent, and delighted by a good fight, with the kind of confidence that makes enemies underestimate her right up until the music starts. Her energy reads as both comic and dangerous, which makes her a natural fit for the chaos of the team.
Motivation: She wants to fight evil, have fun doing it, and prove that art, noise, and attitude can be as lethal as any blade.
Relationship: Is MADLY in love with Trickster, quick respect for Snow-forged and Rasko, mutual combat respect with Tamahagane, and an instinctive willingness to jump into the worst possible fight.
Arc: Begins as a wild outsider with a guitar and becomes a trusted ally, emotional stabilizer, and slow-burn romantic partner who helps Trickster stay grounded when the stakes get unbearable.
White Bone
Nicknames: Doc, the plague doctor
Pronouns: he/him
Type: mentor
Role: Mysterious healer, tavern fighter, and grim mentor figure
Physical Description: A silent man in a white plague doctor outfit who appears at taverns, drinks heavily, and fights dirty. He can withdraw organs, bones, nerves, and even souls with string-like magic that comes from his fingertips, then repair bodies in ways that feel both miraculous and deeply unsettling. He is a crippled alcoholic, a chronic cheater in fights, and the sort of healer who makes everyone nervous while keeping them alive.
Motivation: He wants to survive, drink, and repair the broken bodies around him, while carrying the burden of a relic tied to apocalypse and pestilence.
Relationship: Barks through action more than speech, is relied on by the team once discovered, and is part healer, part warning sign for the scale of the coming apocalypse.
Arc: Starts as a strange local doctor with unclear motives and becomes a tragic, indispensable figure whose gifts and sacrifices push the world toward the final act.
Supporting: Beast Queen
Pronouns: she/her
Type: rival
Role: Regional ruler, apex hunter, and dangerous ally
Physical Description: A tall, scarred, muscular hunt-queen in beast-hide armor with a dragon skull mask and a fortress full of trophies. She is terrifyingly competent, carries herself like a predator who has never doubted her own place in the world, and treats the hunt as both lifestyle and philosophy. She is not soft, but she is honest about what she values: strength, worth, and the right to survive.
Motivation: She wants worthy prey, control over her domain, and people strong enough to either challenge her or earn her respect.
Relationship: Initially opposes the group, then fixates on Flammenwerfer, tolerates the rest only when they prove themselves, and later becomes a key local guide against the Red Order. Instantly falls head over heels in love with Flammenwerfer and marries him, also ends up having his kids.
Arc: Begins as a lethal obstacle and evolves into a volatile ally whose respect must be earned, especially once she becomes fascinated by Flammenwerfer's killer aura.
Hyde
Nicknames: Nightmare Aussie
Pronouns: he/him
Type: trickster
Role: Cosmic chaos ally, inner god, and destabilizing commentator
Physical Description: A strange four-armed being made of white and brown flesh and void, with the bearing of a god and the attitude of a delighted menace. He is the god of nightmares, fear, and bad decisions that make good stories later, with a distinctly Australian flavor and a habit of treating mortal crisis like entertainment. He can be unsettling, but he is not merely a parasite; he is also a force that pushes people toward their truest selves.
Motivation: He wants amusement, meaningful chaos, and a chance to take part in a story worth remembering rather than sitting out in boredom.
Relationship: Mocks and supports the team at the same time, is closely associated with Jackal in the broader divine ecology, and especially enjoys needling Rasko, Trickster, and Valor.
Arc: Starts as a scary, intrusive cosmic presence and becomes a gleefully dangerous ally who learns that mortal friendship can be more fun than detachment.
Jackal
Pronouns: he/him
Type: guardian
Role: Timid spirit of joy and dreams
Physical Description: A shy, Polish-voiced divine or spirit-linked presence associated with joy, laughter, and dreamlike hope. Compared to Hyde's bombast, Jackal is quiet, nervous, and easily overwhelmed, but his gentler energy matters because it balances the team's more violent divine influences. He reads as the kind of presence that wants to help without drawing attention to himself.
Motivation: He wants to bring comfort, laughter, and hope without being consumed by the fear and violence around him.
Relationship: Serves as the quiet counterweight to Hyde's chaos and fits the team's emotional ecosystem by softening the harsher divine edges.
Arc: Begins as a frightened, background spiritual presence and grows into a subtle but brave source of morale and emotional balance.
Minos Prime
Pronouns: he/him
Type: herald
Role: Cosmic judge and divine ally in the final battle
Physical Description: A towering being of molten gold, stone, and harsh geometry with a carved mask, crown-like shapes, and snakes wrapped around his forearms. He speaks like a verdict and radiates the feeling of absolute judgment. His presence is not comforting, but it is clarifying: he arrives to punish tyranny and expose cowardice.
Motivation: He wants to weigh souls, condemn tyrants, and deliver judgment to systems built on oppression and lies.
Relationship: Opposes the Red King and his council, aligns with Sisyphus Prime in the final confrontation, and treats the rebels as mortals worthy of notice because they defied empire.
Arc: Introduced as the embodiment of divine sentencing and becomes a battlefield ally whose authority gives the mortals the strength to stand back up.
Sisyphus Prime
Pronouns: he/him
Type: antihero
Role: Cosmic rebel and final-battle ally
Physical Description: A colossal, molten, chained titan with a shattered crown, burning skull-mask, and the energy of a riot given a body. He is loud, defiant, and gloriously impossible to contain, embodying revolt against any power that thinks it can own people. His language and presence make him feel like a war chant made flesh.
Motivation: He wants to break chains, shatter tyrants, and prove that even the condemned can rise against a false king.
Relationship: Stands with Minos Prime against the Red King, respects the mortals who kept fighting, and turns the final battle into a moral declaration as much as a physical one.
Arc: Appears as a wild revolutionary force and becomes the physical expression of rebellion, helping turn desperation into defiance.
Series Structure
Target Word Count: 60,000-90,000 (Standard Novel)
Chapter Count: 25-30
Scenes Per Chapter: 1
Main Character Count: 4+
Three-Book Arc: Book 1 assembles the resurrected misfits, reveals the Red Order invasion, and forces the first alliances, leading to a final confrontation that is cut short.
Series Timeline: Roughly 6 to 9 months total, beginning with the heroes' resurrection and ending with the collapse of the Red Order's rule over Gaia.
Narrative Threads: Each hero's rebirth mystery and power drawback, the growing found-family bond, and the slow exposure of the Red Order's true leadership. Additional threads include alliance-building with local factions, the escalating romantic tension between select characters, and the repeated question of whether these heroes can control their gifts before their gifts control them.
Exit State: A hard-won, triumphant ending with scars intact: the empire falls, the surviving heroes remain bonded, and the world gets a fragile but real chance at peace.
World Building
Gaia
Setting Overview: Gaia is the primary invaded planet: a lush, politically fractured, high-magic world whose forests, fortresses, battlefields, and taverns become the stage for a planetary resistance. Its people are divided among hunter kingdoms, religious zealots, trench nations, and smaller local powers, all of whom are being pressured by the Red Order's advance. Gods can intervene directly here, and resurrection marks, personal drawbacks, and environmental alignment all affect how magic behaves. The world feels alive, war-torn, and mythic at once, with every biome carrying both beauty and danger.
History: Gaia has been destabilized by the Red Order's invasion, but it was already politically fractured before the campaign began. Existing local conflicts are exploited by the empire, forcing the resurrected heroes to fight not just soldiers but entire belief systems.
Rules: Magic on Gaia is shaped by divine marks, emotional resonance, environment, and personal limitations. Powers can be raw, random, ritual-based, or tied to specific terrain, and many of them grow stronger when the character accepts who they are.
Locations
The Thunderbird:
  Description: A massive Red Order warship that functions like a flying city, complete with blood-stained command spaces, prison areas, and emergency escape systems.
  Significance: The opening invasion site and the first place where Trickster and Tamahagane collide with the Red Order.
Ash Forest Clearing:
  Description: A bright forest clearing that becomes a rolling battlefield of claws, magic, and improvised teamwork beneath the trees.
  Significance: Where the core group first begins to fight as a unit and where the Omenex encounter cements Trickster's usefulness.
Cobra Lily Tavern:
  Description: A loud, chaotic tavern full of anachronistic patrons, brawlers, and surprising healers, where the group can briefly hide among people who are also strange in their own way.
  Significance: The neutral ground where the team learns about the local power structure, meets White Bone, and begins its faction-building phase.
Beast Queen Fortress:
  Description: A mountain citadel lined with skulls, beast trophies, and lethal guards, built to look like a predator's den carved into stone.
  Significance: The place where the Beast Queen is introduced and where Flammenwerfer's aura changes her hostility into fascination.
Red Order Capital Citadel:
  Description: The empire's central stronghold, a heavily fortified command hub where the Red Order's true leadership and final defenses gather.
  Significance: The site of the final assault and the place where the blood-god puppet and council are confronted.
Holy Sun Order Front:
  Description: A zealot-held region where religious authority and military control overlap, making it one of the planet's most oppressive battlegrounds.
  Significance: A key political theater in the mid-series alliance war between the Spore King, the Trench people, and the Holy Sun Order.
Fractured Homelands
Setting Overview: The heroes come from a patchwork of divergent Earth-like homelands and future-state nations, each with its own history of war, magic, science, and cultural memory. This includes a communist southern Canada, a Japanese Republic, the Eastern Society, Texas ranchlands, and laboratory-born enclaves, all of which produced people who now misread one another's assumptions and slang. Those differences create constant friction, but they also give the team multiple ways to understand power, duty, family, and survival.
History: The homelands are products of a fractured global timeline: different World War outcomes, different empires, and different political revolutions shaped the people who are now being resurrected together on Gaia.
Rules: These homelands differ in history and governance, but all produced people who now carry magical or enhanced conditions into the shared war. Technology and magic overlap unevenly, and cultural misunderstandings matter as much as battlefield damage.
Locations
South Canadian Peoples Republic:
  Description: A communist-aligned Canadian southern state with political instability, unusual freedoms, and a history shaped by a different World War outcome.
  Significance: Trickster's homeland and the source of his odd blend of cynicism, labor, and clownish improvisation.
Japanese Republic:
  Description: A militarized republic that rose after political upheaval and keeps strong martial traditions, especially around the oni special forces.
  Significance: Tamahagane's homeland and the source of his honor culture and sword discipline.
Eastern Society Laboratories:
  Description: A technologically advanced lab-state where avian and other experimental citizens are created, tested, and often controlled.
  Significance: Valor's birthplace and the origin of her trauma, caution, and military competence.
Texas Ranchlands:
  Description: Wide ranch country where ranching, monster survival, and directness shape a person's sense of self.
  Significance: Rasko's home and the baseline for his charm, toughness, and pack-oriented worldview.
Green Smiles Safehouse Network:
  Description: An occult-industrial cult and handling network where dangerous artifacts and bioweapons are traded, studied, or hidden.
  Significance: The place where Trickster learned the rules of his later life and where his relationship to chaos was weaponized.
Creative Direction
Series Direction: Ensemble-driven plot with rotating close viewpoints, frequent banter, escalating battles, and faction politics that keep forcing the team to adapt.
Prose Direction: Lean, cinematic, and punchy, with vivid sensory details, sharp dialogue, and occasional mythic grandeur during divine or apocalyptic moments.
Emotional Tone: Chaotic, irreverent, violent, and emotionally sincere, with strong comedic banter puncturing grim stakes.
Content Boundaries: Moderate to graphic battle violence, body horror, strong language, and trauma themes are acceptable. Keep romance at tension and makeout level only, with anything more intimate happening off-page behind a closed door. Avoid sexual violence and gratuitous cruelty for its own sake.
Books
Book 1: Epilogue of The Fallem
Hook: Trickster, Tamahagane, and Flammenwerfer wake up in darkness, get bathed in golden divine light, and immediately fall into a Red Order warship with no idea of where they are, nor what to do.
Plot: The series opens with the gods resurrecting Trickster, Tamahagane, and Flammenwerfer to repel the Red Order's invasion of Gaia. Trickster crashes into a warship, stumbles into a hostile crew, and helps turn a disaster into a bizarre first victory. As the trio escapes into the planet's wilderness, they collide with Rasko, Itheria, Valor, Snow-forged, and other future allies, all of whom have their own divine marks, emotional scars, and strange abilities. By the time they reach the Cobra Lily, it is clear the invasion is not just a battlefield problem but a planetary one, and the team is only just beginning to form. They meet allies along the way, learning more about the world and the danger of not interfering with the Red Order. They meet White Bone and take a quest to kill the Beast Queen, they fight their way through her fortress, and as the Beast Queen is about to fight them, Flammenwerfer walks in and the Beast Queen falls head over heels in love at first sight, leading to an alliance with her and the group. She guides them to the Red Order base and they fight an army, leave Flammenwerfer behind at his own choice, go heal and regroup, then face the Red King, leading to the Red King fighting Minos and Sisyphus right as the book ends.
Ending Tone: Cliffhanger with a rowdy, hard-earned spark of hope.
Opening Scene: Trickster, Tamahagane, and Flammenwerfer wake up in darkness, get bathed in golden divine light, and immediately fall into a Red Order warship with no idea of where they are, nor what to do.
Midpoint Turn: After surviving the warship and the forest escape, the heroes realize they are not a trio of chosen champions but the beginning of a much larger, cross-world resistance.
Climax: A brutal battle with a large group of Red Order soldiers that leads to Flammenwerfer staying behind to hold them off while the rest retreat to heal and face the Red King as they learn he will be appearing soon.
Resolution: The team watches as Minos and Sisyphus decimate the Red King and blaze off into the sky to continue fighting the Red Order, eventually leading to their downfall and bringing back peace to the galaxy again.
Key Scenes: The resurrection of the team and forced recruitment by the gods., the chaos aboard the Thunderbird warship, the first forest battle with the Omenex, the group's initial alliance-building and power reveals, arrival at the Cobra Lily tavern and the first hints of the larger war, Finding White Bone and going to find the Beast Queen, leading to her falling head over heels in love with Flammenwerfer, and Itheria learning of the Spore King, the Trench People, and The Order of the Sun., Them going to a large base for the Red Order and fighting an entire army, ending with Flammenwerfer staying behind to fight the remainder of the army and the rest leaving to heal and then face the Red King on another part of the planet., Minos Prime and Sisyphus prime fighting the Red King and the book ending as the fight begins.
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