
Duskara does not use mechanical advancement. There are no experience points, no level-ups, no
skill trees. Instead, characters evolve through the fiction itself.

When you survive a crisis, overcome a Frailty, achieve a Goal, or fundamentally change as a
character, your Tags change to reflect what happened in the story. Advancement is the narrative.
The story is the only progression system you need.

Your character sheet isn't a static record. It's a living document that transforms as your character
transforms. When the fiction changes your character, you change their Tags together with your
facilitator and fellow players.

This is fundamentally different from mechanical progression systems, and it matters: You don't
become stronger because you earned points. You become stronger because you
survived something that changed you.

There are no hard rules for when Tags change—it emerges from play. But here are common
patterns:

When you use a Skill repeatedly and it becomes central to your story, you can:

Deepen it: Rewrite it to reflect deeper mastery or specialization
Before: "Wind Pattern Reading"
After: "Can read wind patterns weeks in advance"

Add new context: Expand what the skill lets you do
Before: "Thermal Suit Operation"
After: "Thermal Suit Operation, including emergency repairs under extreme
conditions"

Gain a related skill: If your story calls for something adjacent, add it
A salvager who repeatedly works with ancient technology might add "Data Crystal
Decryption"

The facilitator asks: "You've survived five salvage missions in extreme heat. What have you
learned about operating your thermal suit that's different now?"

Character Evolution Through Play

The Core Principle

How Character Evolution Works

Skills and Expertise



Your Frailties can evolve in several ways:

Overcome: If the story involves directly confronting a Frailty, it can be removed or
transformed

From: "Uncomfortable in Enclosed Spaces" → To: (removed, or) "Claustrophobic in
Unfamiliar Caves"

Deepened: A Frailty might become more complex through repeated challenge
From: "Overconfident in Their Abilities" → To: "Overconfident until they fail
catastrophically, then paralyzed by doubt"

Replaced: As your character grows, old vulnerabilities fade and new ones emerge from
experience

From: "Distrusts Night-Side Cultures" → To: "Afraid of losing the people they've
learned to trust in the night-side community"

The facilitator asks: "That failure really shook you. Does 'Overconfident' still describe your
character, or has something shifted?"

Goals are meant to be achieved, abandoned, or transformed:

Achieved: When Kaelen recovers the Stellar Horizon's navigation core, that Goal is
complete. What drives them now?
Obsoleted: If circumstances change dramatically, a Goal might become irrelevant
Evolved: A Goal can transform as your character's understanding deepens

From: "Recover the navigation core" → To: "Understand why the Stellar Horizon
came to Duskara in the first place"

When a Goal is resolved or abandoned, you establish a new one collaboratively. This becomes the
new north star of your character's journey.

Relationships deepen, break, complicate, or transform:

Deepened: A relationship that survives hardship can be rewritten to reflect new intimacy
From: "Trained Zhiren in thermal sensing" → To: "Zhiren saved my life, and now I'd
trust them with anything"

Broken: Betrayal or conflict can transform a relationship
From: "Partners in exploring the Deep Roads" → To: "Used to be partners; they chose
the Consortium's money over loyalty"

Complicated: A relationship can become more nuanced through play
From: "Rivals for a settlement contract" → To: "Rivals professionally, but I've come to
respect their ethics"
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You can also add new relationships as play develops, reflecting bonds forged through shared
struggle.

Psychic abilities progress naturally through use and crisis:

Awakening: A new ability can manifest during intense psychic moments or
environmental immersion
Deepening: An ability you've used repeatedly can be rewritten to reflect greater mastery

From: "Thermal Sense (Novice)" → To: "Thermal Sense (Adept), can perceive through
rock"

Specialization: You can develop unique applications of an ability
A Weather Worker might specialize in "Predicting Storm Patterns Days in Advance"

The facilitator asks: "You've spent three Cycles bonded with that wind-runner. Your Deep
Bonding has evolved. What can you do now that you couldn't before?"

Nemeses don't just fade—they transform:

Resolved: A Nemesis might be defeated, reconciled with, or simply bypassed
Replaced: As one conflict resolves, new opposition can emerge
Deepened: A Nemesis relationship can become more complex

From: "The Day Side Trading Consortium" → To: "The Consortium's ruthless leader,
who I now understand lost everything when the mining collapse happened"

Character evolution always happens through conversation:

1. The fiction creates opportunity: Something happens in the story that naturally
suggests a character change

2. The player proposes: "I think this experience changed Kaelen. I want to rewrite my
Overconfidence as something more nuanced"

3. The facilitator listens and builds: "Yes, and I see it. You've learned hard lessons. How
do you want to phrase it now?"

4. The group validates: Other players often confirm the change feels right: "That makes
sense with what we've seen"

5. The tag evolves: The character sheet is updated together, with everyone aware of the
shift

This is not a mechanical process. There's no "you qualify for advancement because you've
leveled up enough times." There's only: "The story changed your character, so we're updating their
Tags to match."
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This approach has profound implications:

No vertical progression: You don't become "more powerful" in an abstract sense; you
become different, more capable in specific ways
Story-driven development: Only developments that make narrative sense occur
Collaboration: Character growth emerges from the whole table, not from a character
sheet
Emergent surprises: You often discover new aspects of your character by watching
them change
Equal pace: All characters evolve through shared play, not through grinding or grinding
mechanics

Character evolution isn't scheduled. It happens:

After major story arcs — When a significant challenge is resolved
Following traumatic moments — When a character faces something that
fundamentally shakes them
When relationships shift — When bonds deepen, break, or transform
When Goals are achieved or abandoned — Creating space for new direction
When the player and facilitator feel it's right — Trust your instincts about when a
character has grown

And sometimes, characters don't change. A character can play through an entire campaign without
modifying their core Tags. That's fine—not every experience transforms a person. The point is that
change happens because it's narratively appropriate, not because a clock ticked.

Let's say Kaelen, the salvage specialist, survives a catastrophic day-side mission where their
overconfidence nearly kills their partner Zhiren. After the session, Kaelen's player and the
facilitator talk:

Player: "That failure... I don't think Kaelen is just 'Overconfident' anymore. They're shaken."

Facilitator: "Yes. What does it look like now?"

Player: "Maybe something like: 'Haunted by a Near-Disaster—second-guesses themselves now,
sometimes to the point of paralysis.'"

Facilitator: "I like that. It's more specific and captures what we just saw. Does that feel true?"
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Player: "Yeah. And maybe they develop a new relationship tag: something about Zhiren. Like
'Zhiren saved my life—I'm responsible for theirs now.'"

Facilitator: "Perfect. Let's update the sheet."

Notice: No XP was earned. No levels increased. The story changed Kaelen, so Kaelen changed. That
is the advancement system.
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