
Story Overview - Anniemay 

Project Hammer starts in the least explored area of Kevan: Geno Volkin’s shop. He is seen 

working over an anvil on another order for his customers. The moment is interrupted when 

Larry, a faithful customer of Geno’s, announces that Princess Anitta has been murdered on 

Hila Beach. Larry states that the murder weapon looks like something Geno would make, 

interest piqued they make a beeline for the crime scene. Once there, Geno finds out that the 

murder weapon is one of his own creations that killed the Princess. This revelation is made 

by an old friend and leader of the knight’s infantry, Haro, who assigns him a young knight to 

accompany him through his attempts at providing another suspect. The knight in question, 

Quokka, is a naive, anxious young man hoping to earn his keep on the infantry and gladly 

follows Geno to a merchant’s house. Upon their arrival, the two can bond and learn of Geno’s 

friendship with Haro before Cabalin, the merchant in question, invites the two men in while 

cradling a newborn child. 

 

Geno, greatly agitated by the situation, interrogates Cabalin’s whereabouts on the night of the 

murder and how a hammer that he had made for Cabalin ended up killing Princess Anitta. 

The merchant is shocked by the accusation and rudeness of Geno, stating that he didn’t do it 

and has been caring for his wife and child for the past month. The player can then speak to 

Cabalin’s wife, Tulie, who provides a doctor’s certificate and alibi for herself and husband. 

With Cabalin accounted for, Geno and Quokka decide to return to Hila Beach to try and find 

anything that could pinpoint another suspect. The scene is now far more crowded than before 

and Geno has the ability to talk to a maid of the palace who hints at a fight the two princess’ 

had the night before. With further prodding revealing it was about the hiring of a new 

blacksmith for the kingdom’s infantry and general crafting. Geno becomes agitated by this 

news and is eager to explore the crime scene, discovering a piece of fabric underneath the 

sand. With two new leads, Geno seems revitalised and can decide to go visit Princess Stalia 

or a tailor to find out what this fabric comes from. No matter the decision, Quokka insists 

they visit the younger princess to inform her of their findings. 

 

Once there, an audience is called for the two men who ask her for more details on the 

argument her and her sister had. Princess Stalia confesses that her older sister was was seeing 

a knight of the infantry, meeting up at night to be with one another. The princess then states 

that their argument also covered the next royal blacksmith. With Princess Stalia wanting 

Geno while her Anitta wanted Char due to his royal blood. Princess Stalia then denies any 



hand in her sister’s murder and is offered an alibi from her royal guards. Hitting another dead 

end, Geno bids his farewell and the two head to the nearest tailor to discover that the fabric is 

most commonly found on blacksmith smocks and uniforms. This final piece of evidence 

drives the two new friends back to royal ground and to the front door of Char’s royal 

quarters. Quokka and Geno share a heartfelt conversation before facing the symbolic final 

boss/interrogation together. However, it is quickly revealed that Geno was in fact the 

murderer all along, jealous of Char being hired over him and angered by Princess Anitta’s 

choice. The two argue and the player can decide to either stay and be executed for their 

crimes or run away, fleeing from Kevan and justice over Princess Anitta’s death. 

 

Character Profiles - Anniemay 

Geno Volkin: This is who the player controls and follows over the course of Project Hammer. 

His tough and intimidating demeanour hides the bubbling insecurities in his heart. He 

becomes greatly agitated throughout the story, feeling the walls close around him as all his 

leads meet a dead end. Over the story, his heart softens for his new friend, Quokka, who 

seems to always believe in him no matter the odds. This confidence instilled by Quokka 

seems to sadden Geno as he knows that he is not the good guy Quokka believes him to be. 

Depending on the player’s choices, Geno can either escape Kevan and his crimes or die after 

revealing his murderous intent. 

 

Quokka: A newly recruited knight for the kingdom of Kevan. He is originally portrayed to be 

rather impressionable and quick to trust others. However, he becomes stronger and more 

authoritative over the course of the game. Understanding and accepting his duty as a knight, 

he is able to juggle being a friend to Geno but also a representative of the kingdom he would 

die for. Quokka’s relationship with Geno can be extended depending on the player’s choices 

to speak with him or not. 

 

Haro: The head knight of Kevan’s royal infantry, he takes his oath very seriously and 

literally. Speaking through epic verse and relaying information as though it came straight 

from a fable book. He is revealed to be an old friend of Geno’s, the two sharing a bond 

cemented in constant teasing and sarcasm. He assigns Quokka to follow Geno and bids him 

good luck. 

 

Princess Anitta: The catalyst for the game and the dead princess of Kevan. She is found on 



Hila Beach with a letter in her hand and a hammer made by Geno next to her head. She was 

known to be brash and a hopeless romantic. It is revealed that she was killed by Geno on Hila 

Beach due to her decision to hire Char as the new royal blacksmith. 

 

Princess Stalia: The younger sister of Princess Anitta, she is a level-headed woman with a 

quick temper like her sister. The two had argued the night of Anitta’s murder, mixing her 

grief with guilt over apologies never to be said. She explains that her sister was seeing a 

knight of the royal guard and was on Hila Beach to visit him that night but never arrived, 

leading to her death. She is adamant she had no input in the murder and wanted Geno to be 

their new blacksmith. 

 

Char: The newly appointed royal blacksmith of Kevan. He is a knowledgeable, blunt man 

who seems to know Geno better than anyone in the kingdom. Geno and Quokka confront 

him, believing him to be the murderer but quickly turns the suspicion back to Geno. He is 

angered that Geno would dare try to set him up and wishes nothing but pain onto the man. 

 

Larry: A loyal customer of Geno’s. Brings Geno to the crime scene on Hila Beach. An 

enthusiastic, happy-go-lucky man that easily agitates Geno in such dire circumstances. 

 

Cabalin: A local merchant who has been unable to work due to his wife’s birth. He is a 

softly-spoken man until rubbed the wrong way. He is very protective of his family and is 

shocked to discover the hammer that had been stolen from him was used to kill Princess 

Anitta.  

 

Tulie: Cabalins wife. A strong woman who isn’t afraid to chide her husband’s 

overprotectiveness since the birth of their baby girl. 

 

Frino: A boisterous tailor who loves to invade the personal space of his customers. 

Constantly trying to upsell and loves to poke fun at Geno’s tough demeanour. He tells the 

two men that the fabric they found belongs on a blacksmith’s smock. 

 


