
RPG storytelling emerges from player choices and system interactions. Don't plan
outcomes—respond dynamically using Breathless mechanics and Duskaran context.

Player Action: "We follow the bandit tracks into the abandoned settlement."

GM Thinking: They're pursuing actively. Risk is moderate—bandits might be waiting, ruins might
be unstable. I'll use complications to add texture without blocking progress.

GM Response: "Make a Navigate check to follow the tracks through the debris."

Player Rolls: 3-4 (success with complication)

GM Improvises Complication: "You follow the tracks to a collapsed building. The bandits
definitely went inside, but you hear movement—could be them, could be something else nesting in
there. Also, your wind compass is acting erratic. Metallic interference from the ruins, maybe?"

Key Principle: Let the check result tell you what happens next. Don't pre-plan the bandit
ambush—let complications build toward it organically.

Player Action: "I want to jury-rig the regulator with parts from our thermal lance."

GM Thinking: Creative solution. Resolve check, but risky—one mistake and the vent could
destabilize faster.

GM Response: "Love it. Make a Resolve check. If you fail, the lance is destroyed and the vent
becomes more unstable."

Player Rolls: 1-2 (fail with complication)

GM Improvises Complication: "The lance shatters from thermal stress. Molten components
spray—everyone take 1 stress from heat exposure. The vent's pressure is building faster now.
You've got maybe hours instead of days."

What Happens Next: Let players respond. Do they evacuate? Find another solution? Call for
outside help? The story emerges from their choices under pressure.

Responding to Player Actions

Players Track Bandits Into Ruins

Players Repair Geothermal System



Key Principle: Player creativity deserves checks, not automatic success or denial. Complications
make their choices matter.

Player Action: "I offer them half our water tokens to let us pass."

GM Thinking: Reasonable offer. But these aren't reasonable people—they're desperate. Commune
check.

GM Response: "Make a Commune check to see if they accept."

Player Rolls: 5+ (success)

GM Response: "The leader eyes your tokens. 'Half. Plus information. Where'd you come from?
What's happening in Khal-Rim?' They're suspicious but willing to deal."

Alternative Roll (3-4): "They take your tokens but demand you leave your thermal suits too.
'Insurance,' they say. You can pass, but you'll be vulnerable to the cold ahead."

Key Principle: Success doesn't mean "get everything you want." Complications shape how
success looks. The story continues either way.

Situation: Players catch their breath after escaping predator. You roll on complication table:
"You're running low on water."

Don't: Narrate "Your water is mysteriously gone."

Do: Build from context. "As you're checking supplies, you notice your water reclamation unit took
damage during the chase. It's leaking. You've got maybe a day's water left unless you repair it or
find more."

Then: Let players respond. Do they repair immediately? Risk pressing forward? Detour to known
water source? Their choice creates the next scene.

Player Action: "Can I use my Deep Bonding to ask the wind serpent where the bandits went?"

GM Thinking: Not what I expected, but it's cool and uses their ability. How does this work in the
fiction?

Players Negotiate With Hostile Faction

Improvising During Complications

When Players Surprise You



GM Response: "Interesting. The serpent's been with you—it might have sensed them. Make a
Commune check, and if you succeed, it can show you impressions of their scent trail."

Player Rolls: Success

GM Response: "Through the bond, you feel the serpent's predatory focus. It detected multiple
human scents moving underground. There's an entrance to the Deep Roads you hadn't
noticed—partially hidden."

Key Principle: Say yes to creative ideas. Use checks to see how well they work. Let complications
emerge from the fiction, not from blocking player agency.

Revision #6
Created 2025-11-28 13:28:12 UTC by zeruhur
Updated 2025-11-28 14:56:09 UTC by zeruhur


