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Abstract 

This paper presents a comparative study on two Tabletop Roleplaying Games, Dungeons & 

Dragons and Blades in the Dark. This paper takes a look at the narrative differences within 

the two systems. More specifically investigate if Blades in the Dark is more playerdriven 

than Dungeons & Dragons. The two tested as closely as possible and will be compared with 

each other. This is a close reading on the rules and player agency rather than a one-on-one 

comparison. The comparisons were made regarding the mechanics and narrative differences 

within the systems rather than quality of the story. This study was conducted by running two 

sessions, one for each system, played by separate groups with the same game scenario and 

premise. Meaning that the background for both games, character and plot for the session were 

the same. Comparisons were made by observing player decisions, situations that arose and 

the influence that the gamemasters had on the game. It was found that there is a clear 

difference between the two systems, this difference regarding whether the players were 

reacting to the gamemaster, or the other way round. In Dungeons & Dragons, it was observed 

that the players reacted and acted according to what the gamemaster explained and played 

out, whereas in Blades in the Dark it appeared to be the opposite. Here we found that it was 

the Gamemaster who was reactive to the players instead. The paper concluded that Blades in 

the Dark is the more player-driven system. This short study could later be built upon and used 

by game developers to keep in mind and plan their future game systems around. Taking these 

observations on emergent narrative in Tabletop Role-playing Games into account can be used 

to create more player-centric and player-driven games. Meaning that the players are more in 

influence and decisions to make in the story and game. 
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Abstrakt 

I detta papper presenteras en jämförande undersökning av två rollspelssystem, Dungeons & 

Dragons och Blades in the Dark. Det här papperet kollar på skillnaderna när det kommer till 

spelar-drivet berättande inom de två spelen. Mer specifikt så utreds om Blades in the Dark är 

mer spelar-drivet än Dungeons & Dragons. De två kommer att testas så likt som möjligt och 

jämföras med varandra. Detta är en noggrann läsning av reglerna och spelarnas påverkan på 

spelets berättande, där vad som undersöks är spelets funktioner och skillnader i hur de 

berättas och presenteras, snarare än kvalitén på spelen eller berättelserna. Denna studie 

genomfördes genom att hålla två sessioner, en för varje system, spelad av separata grupper 

men med samma scenario och förutsättningar. Jämförelser gjordes genom att observera 

spelarbeslut, situationer som uppstod, samt det inflytande som spelmästare hade på spelet. En 

tydlig skillnad blev synlig mellan de två systemen var gällande huruvida spelarna reagerade 

på spelmästaren eller tvärtom. I Dungeons & Dragons observerades att spelarna reagerade 

och agerade enligt vad spelmästaren förklarade och spelade ut. I Blades in the Dark 

studerades en motsatt effekt, här upptäcktes att det var spelmästaren som reagerade på 

spelarna istället. Med denna undersökning kom vi fram till att Blades in the Dark är det mer 

spelar-drivna systemet. Den här studien kan i framtiden användas och byggas på av 

spelutvecklare för att göra nya spelsystem, med dessa observationer som framkom, kan 

komma till användning för att göra fler spel med mer spelar-drivet fokus. Vilket innebär att 

spelaren har mer inflytande på historiens som berättas och spelet i sig. 
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improvisations spel, spelar-drivet berättande. 

  

  

  

  

  

  

  

  



  

Table of Contents 

1 Introduction 1 

1.1 Research Question 1 

2 Background 2 

2.1 Embedded and Emergent Narrative 2 

2.2 TTRPG Definitions 3 

2.3 Player-driven and Gamemaster-driven Narrative 3 

2.4 Improvisation in TTRPGs 4 

2.5 Breaking Down a Play Session 5 

3 Methodology 6 

3.1 The Scenario & Context 6 

3.2 Battlemaps vs. Theatre of the Mind 8 

3.3 Observations 8 

3.4 Expectations 9 

4 Results and Discussion 11 

4.1 Initial Observations 11 

4.2 Emergent, Player-driven Narrative 11 

4.3 Metagaming and its place in TTRPGs 13 

4.5 The Influence of Dice Rolls 14 

4.6 When to Break the Rules? 15 

4.7 Shortcomings 16 

4.7.1 Time Constraints 16 

4.7.2 Game Familiarity & Player Types 17 

4.7.3 Campaign vs. Oneshot 17 



5 Conclusion 18 

6 References 20 

6.1 Bibliography 20 

6.2 Ludography 21 

7 Appendix 22 

7.1 D&D Transcripts 22 

7.1.1 D&D Transcript A 22 

7.1.2 D&D Transcript B 26 

7.1.3 D&D Transcript C 30 

7.2 BitD Transcripts 35 

7.2.1 BitD Transcript A 35 

7.2.2 BitD Transcript B 39 

7.2.3 BitD Transcript C 45 

7.3 Story Plan Provided to GMs 54 

7.4 Character Backgrounds Provided to Players 57 

 

 

 

  

 

 

 

 

 

 



1 

 

1 Introduction 

A Tabletop Roleplaying Game (TTRPG) is a type of game where participants assume the 

roles of characters. Play is structured through a set of formal rules, and participants are 

encouraged to formulate their actions as their characters would. TTRPGs are often played 

with a group of players, who each control one character, and a gamemaster, who controls the 

world and every character that is not played by the players. Many of the mechanics in most 

TTRPGs employ the use of dice to add an element of randomness and unpredictability when 

determining outcomes and situations. Typically, since the gamemaster controls the world, 

they control the narrative, and would therefore have to spend a large portion of time planning 

the story that they would want their players to experience. 

However, there are some TTRPG systems that claim to cut down on this. Namely the systems 

present in Blades in the Dark (Harper, 2017), a TTRPG developed by John Harper, built 

within the Powered by the Apocalypse framework first introduced in Apocalypse World 

(Baker, 2010). In this framework, play is claimed to be systematically more collaborative in 

regards to the creation of narrative. It is suggested that the game should be played more as a 

conversation between participants rather than a response from the players to narration by the 

gamemaster. 

In this paper, we seek to explore the ways emergent narrative is created by participants in a 

TTRPG system. This exploration will be undertaken through an in-depth analysis of two play 

sessions, one of Dungeons & Dragons 5th Edition (Wizards of the Coast, 2012), and the 

other of Blades in the Dark (Harper, 2017). By exploring this, we hope to bring to light 

methods that game designers can employ in order to help Players and Gamemasters in 

TTRPGs form and structure the storylines in their own play sessions, with further emphasis 

on emergent, player-driven narrative. 

1.1 Research Question 

With all this said, how do the game mechanics in Blades in the Dark help serve the purpose 

of facilitating emergent player-driven narrative? 
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2 Background 

“RPGs sit at the intersection of four phenomena - play, roles, games, and media culture.” 

(Zagal and Deterding, 2018). 

When we discuss TTRPGs, we are discussing something which participates in the human 

experience and explores the ways in which we can invoke our fantasies. Every participant in 

a TTRPG takes the roles of characters which are not their own, playing on their own 

imaginations and influences from media culture to tell a certain type of story. Every game has 

a different type of story to tell, from the comic book styled stories told in Worlds in Peril 

(Simons, Bosarge and Faulk, 2014) to the apocalyptic tales told in Apocalypse World (Baker, 

2010), and mechanics can vary wildly between different systems. It is these differences that 

we will look at in order to observe how Harper makes the dark Victorian setting in the city of 

Doskvol in Blades in the Dark (2017) bring out the imaginations of participants through play, 

and how story can be derived from the systems present in a TTRPG. While Dungeons & 

Dragons usually take more inspiration from medieval fantasy settings. This however does not 

necessarily mean that Dungeons & Dragons cannot be played without a medieval setting. 

Simply that Blades in the Dark is more reliant on their settings (Harper, 2017). 

 

2.1 Embedded and Emergent Narrative 

In a talk during the Game Designers Conference in 1999, Marc LeBlanc discussed that video 

game narratives can be embedded or emergent. According to Salen and Zimmerman; 

“Embedded narrative is pre-generated narrative content that exists prior to a player’s 

interaction with the game. Designed to provide motivation for the events and actions of the 

game, players experience embedded narrative as a story context” (2003). Embedded narrative 

could be things like the game world, which exists already before a player interacts with it, 

which gives context to the game’s story and setting. Whereas; “emergent narrative elements 

arise during play from the complex system of the game, often in unexpected ways. Most moment-

to moment narrative play in a game is emergent, as player choice leads to unpredictable narrative 

experiences.” (Salen and Zimmerman, 2003). 

Even though the discussion is about video games, the statements can be applied to other 

forms of interactive media as well. Thus, we will be applying it in this paper. Emergent 

narrative is when the narrative emerges from the mechanics of a game, often due to players 

interacting and playing the game. It is the organic process in which stories are told in 

TTRPGs, as they “are not pre-structured or preprogrammed, taking shape through the game 

play, yet they are not as unstructured, chaotic, and frustrating as life itself.” (Jenkins, 2004). 

In a way, emergent narrative in TTRPGs is much akin to improv theatre, using the mechanics 

of the game, and the situations created through gameplay as the improvisational prompts. 
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2.2 TTRPG Definitions 

Zagal and Deterding define a Gamemaster (GM) as “the person who organizes and manages 

the game, plays the role of all NPCs, and is responsible for everything except the actions 

taken by the player characters. This includes describing everything the player characters 

experience (see, hear, etc.).” (2018). The Gamemaster’s role is to provide story and context to 

the Party, which is a term that “refers to a team or group of characters, generally PCs, who 

collaborate or work together (e.g. ‘The Fellowship of the Ring’ in Tolkien’s Lord of the 

Rings).” (Zagal and Deterding, 2018). “PC” as defined by Zagal and Deterding stands for 

Player Character, “a character in a game that is directly controlled by a player. This term is 

usually applied across all forms of RPGs.” (2018). 

2.3 Player-driven and Gamemaster-driven Narrative 

In this paper we use the term ‘player-driven’ and ‘gamemaster-driven’ narrative to 

describe who is currently bringing out the emergent narrative. Embedded narrative consists of 

information prewritten and planned by either the GM or a preexisting game module. 

Embedded narratives may arise as players play through the game, as the GM oversees the 

story, and the direction it is meant to take, but may build up more context to the given 

scenario on the spot. Essentially, the GM pre-made creation of the world and setting serves 

the purpose that preprogrammed game worlds do in video games. When the narrative is 

player-driven, the player is in charge of their own actions, and the GM in turn has to react to 

these actions in order to push the narrative forward. When the narrative is GM-driven, the 

GM provides the players with a situation, and the players would have to react to the given 

scenario. 

There are instances however where players' decisions or actions do not have consequences 

and/or does not affect the outcome of the game. When this happens more often, than not, it 

becomes something called Railroading. 

“Railroading is when a game or game referee takes noticeable measures to steer player action 

in such a way that the players feel curtailed in their freedom. For example, player characters 

might run into arbitrarily broken bridges and blocked roads that prevent them from 

proceeding in any direction that isn’t the ‘correct’ one. Railroading is generally viewed 

negatively.” (Hammer et al. 2007). 

 When this happens there can be a lack of agency for the players to affect the game and game 

world, and this can create problems. This is because it can take options and decisions away 

from the players, since there would be only one ‘correct’ way to solve a given scenario. 

Railroading is generally frowned upon in TTRPGs (Hammer et al. 2007), as they are 

designed to be games where freedom of choice and imagination are a central aspect. 
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2.4 Improvisation in TTRPGs 

TTRPGs usually implement a degree of techniques from improvised theatre. “Roleplaying is 

most similar to improv in that players enact spontaneous, unscripted roles, but for longer 

periods of time in a persistent fictional world” (Bowman, 2015). Roleplaying is a 

performative form of play and a central part of most TTRPGs, together with a set of rules and 

boundaries that help form Huizinga’s Magic Circle, “[A metaphorical or physical space 

created by the game where] special meanings accrue and cluster around objects and 

behaviors. In effect, a new reality is created, defined by the rules of the game and inhabited 

by its players.” (Salen & Zimmerman, 2003). When participants in a TTRPG take control of a 

character, the goal is generally to embody that character and help tell a story collaboratively 

with other players. In improv theatre, participants embody characters and collaboratively tell 

stories as well. Both of these are unscripted, but not normally unprompted, because the 

prompt is usually based on interactions between participants, or the overall story that is being 

told. In a TTRPG, the GM is usually the one to set up the initial prompt that sets the entire 

story in motion. The Magic Circle in a TTRPG is created when the metaphysical space that 

the fictional world of a TTRPG inhabits is shared between all participants of the game; when 

the players can imagine their characters living in their world. 

Many TTRPGs such as Fiasco (Morningstar, 2009) and Fate (Hicks and Donoghue, 2013) 

embrace the improvisational style of tabletop roleplaying games through the use of 

mechanics as prompts for improv rather than as a list of options that a player can or cannot 

take. Fiasco has players creating their characters collaboratively based on the setting and the 

relationships that they establish between characters first, while Fate allows players to change 

the established elements of a scene on the fly to suit their narrative. These are just a few 

examples of how the conversational aspect of collaborative storytelling in a TTRPG comes 

into play. In Blades in the Dark (Harper, 2017) this collaboration is openly endorsed, as the 

game is meant to be played as a conversation. The GM and the players are supposed to 

discuss openly how scenes should ideally play out, and the dice determine the outcomes. 

David Alger’s golden rule of improv is saying “Yes, and…” (2002). Saying “Yes, and…” is a 

technique used in improv where when one actor establishes a scene, the other actor(s) must 

then accept that scene and add onto it, so as to further develop the scene and keep the pace 

flowing, rather than blocking the action from moving forward. In roleplaying games, we find 

ourselves following that mantra quite often, with players and GMs creating situations and 

scenes where the other participants play along. “By saying yes, we accept the reality created 

by our partners and begin the collaborative process from the start of a scene.” The use of 

improv in TTRPGs helps players and GMs create their stories, because everyone is 

encouraged to participate in continuously building up the scenes in which the story takes 

place. 
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2.5 Breaking Down a Play Session 

In Narrative and Collaborative Worldbuilding in Tabletop Role-Playing Games (2018) Jenni 

L. Royce observes, analyzes and breaks down game sessions of the game system Dungeons 

& Dragons 5th edition (Wizards of the Coast, 2012), and discusses when the GM and players 

consciously deviate from the rules for the sake of a more desirable outcome or narrative. It 

shows a way of observing games that focuses on the interaction between narrative and 

collaborative worldbuilding; something which we consider part of the mechanics in these 

types of games, due to their utility in building situations and outcomes. Furthermore, it also 

highlights how rules and guidelines present in such game systems can be changed and broken 

in order to support a narrative. 

In Dungeons & Dragons 5th Edition (D&D), The GM is the one who drives the story, 

including its pacing and presents players with a world to explore (Mearls and Crawford, 

2014). Emphasis is put on the GM planning out the story and narrative structure of each 

session, which in turn serves as a prompt for improvisational storytelling, in which emergent 

authorship (Pearce, 2016) plays a role wherein participants collaboratively tell a story. 

However, even though improvisation is encouraged, and almost a guarantee in games like 

Dungeons & Dragons, the main story beats are still expected to be planned out and structured 

in the long term, be it in the course of a session, or the span of an entire campaign. As such, 

there is an expectation that the GM is to construct embedded narratives for their game 

sessions. (Salen and Zimmerman, 2003) 

While Blades in the Dark (BitD) puts less emphasis on the GM being the main storyteller this 

does not make the GM obsolete. Usually the GM is the narrator and in charge of setting the 

bar for challenges and scenarios. However, Blades in the Dark states that the game is to be 

played out as a conversation: e.g. Player wants to break into a house, the players along with 

the GM discuss how difficult it would be depending on the situation. Does the player have 

the equipment or experience? Is there anyone inside or outside of the house? Depending on 

the situation, the challenge of the task changes. Only if the table cannot reach an agreement 

on how difficult the objective would be to complete, it is up to the GM to have the final say 

and make a decision. This means that a lot of the responsibilities that usually fall on the GM 

is distributed and handled by the entire table, with the GM being the mediator. 
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3 Methodology 

We have conducted two play sessions to observe and record results. We had two different 

groups of participants, each with a gamemaster and three players. One of these play sessions 

was done in Blades in the Dark, while the other in Dungeons & Dragons 5th edition. We 

decided to have two independent groups because we wanted to make sure that the data we 

received through this type of A/B testing would be as genuine as possible. According to 

Kohavi and Thomke; 

“In an A/B test the experimenter sets up two experiences: ‘A,’ the control, is usually the 

current system and considered the ‘champion,’ and ‘B,’ the treatment, is a modification that 

attempts to improve something—the ‘challenger.’” (2017). 

In this example, Dungeons & Dragons is the champion and Blades in the Dark is the 

challenger and vice versa, as they are going to challenge each other to determine which one 

creates more opportunities for player-driven narrative. As explained by Kohavi and Thomke, 

the participants are usually randomly selected and are used to determine who and sometimes 

which one (A or B) to optimize (2017). However, in our paper we had to select some of the 

participants based on experience within the game modules, which will be explained later. If 

we for example, had the same GM for both games, then it would most likely play out mostly 

the same but with some improvements made since the first session. If we had the same 

players they would already know how the game will play out and would potentially 

intentionally or unintentionally go a different route. That could in some cases be beneficial, 

but not for this paper. This and more will be addressed in section 4.7 Shortcomings. The 

other aspects of A/B testing, like examining the data and having the groups be separate from 

each other remain the same. The sessions were recorded and transcribed after the session, 

found in the section 7 Appendix. 

  

3.1 The Scenario & Context 

The GMs were provided with the same story background, and the same task for the players to 

complete, while the players likewise were provided the same choice of characters from a 

roster, once context is provided to them. These characters are created by us to be as similar as 

possible between the two games. This was done by comparing the classes, finding the closest 

equivalents in both games and then selecting their abilities based on which ones were the 

most similar. The scenario provided to them involves rescuing a contact from a gang, with 

players being given the freedom to come up with a plan to save them. The reason for this 

scenario was to allow the quest to work for both systems. Blades in the Dark is very closely 

tied to its setting and theme; Harper states that “Blades in the Dark is a game about a group of 

daring scoundrels building a criminal enterprise on the haunted streets of an industrial-fantasy 

city”, whilst Dungeons & Dragons is a lot more open with its themes, allowing GMs to use 

the system with any setting. However, Dungeons & Dragons is still a heroic fantasy game. 
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Therefore, the scenario would have to include the players performing a heroic act in order to 

work more closely to how the system was intended to be used. As a result, we had the players 

assume the roles of a gang of scoundrels that are tasked with a rescue mission. 

The two GMs were both chosen due to them being former players who had experience in 

their respective games but had never been GMs before. This selection was done in order to 

avoid having to explain and introduce the GMs to a new system of TTRPGs, while still 

creating an as similar game experience as possible. This was done in order to avoid previous 

GM experience affecting the GMs decision making and behavior. During the selection 

process it was decided that it was easier to match the experience of two novice GMs, rather 

than matching the experience of two already experienced ones. The participants were selected 

through the authors real-life familiarity with them. Within this group of players, every player 

had previous experience playing Dungeons & Dragons, while one had previous experience 

with playing Blades in the Dark. Because of the availability of players, it was decided to have 

three players and one GM per session. The BitD session was played with one experienced 

player and two novice players, while the D&D session was played entirely by experienced 

players. 

Both groups were well versed in Dungeons & Dragons, while few have had experience with 

Blades in the Dark. We believed however that this could work as a comparative study 

anyhow since the Blades in the Dark GM had experience of the game along with one of the 

players, and because the rules are relatively easy to learn and understand. We believed this 

would work due to the way that both the play sessions had been structured with the option of 

consulting us as observers for rules reference in the case of insecurities. The rules reference is 

only there to say what it says in the rule books, but it was up to the GM and players how they 

chose to interpret the rules. Because of this we hoped to negate the risk we are taking by 

having two new GMs. 

The participants were given access to the rulebook, as well as a simplified “Cheat Sheet'' of 

the rules for quicker and easier reference. The progression of the plot was dependent on the 

discussions and resulting actions that the players made. The players and GMs had not been 

told of what we were observing until after the session. They were told to simply play the 

game as they normally would, as we observe them. This was because again, we want the 

sessions and our data to be as genuine as possible. By telling them beforehand it may have 

influenced their decisions on how to play. They were given a break every hour, with the 

Dungeons & Dragons sessions ending at 3:53:05 hours and Blades in the Dark at 2:54:02 

hours. 

  



8 

 

3.2 Battlemaps vs. Theatre of the Mind 

When running a session of a TTRPG, generally the environment is presented to the players 

either as a Battlemap, or as Theatre of the Mind, but usually a combination of the two.  

“In combat, players can often rely on your descriptions to visualize where their characters are 

in relation to their surroundings and their enemies. Some complex battles, however, are easier 

to run with visual aids, the most common of which are miniatures and a grid.” (Mearls and 

Crawford, 2014). 

A Battlemap is usually a grid-based map that shows the layout of a location from a top-down 

perspective, drawn to a scale where the grids correspond to a real life measurement of 

distance. A Theatre of the Mind is a concept which represents the act of describing a scene in 

vivid detail, using the participants’ imaginations to help them visualize the space which their 

characters inhabit.  

 

 

We provided the GMs with a battlemap (as seen in Figure 1.) as an indicator for the layout of 

the location, so that both GMs would have as close to the same idea of the location as 

possible, but the way that it was to be presented to the players would be up to the GM.  

3.3 Observations 

What we observed were the moments where emergent narrative arose from the gameplay, as 

well as points of discussion between players. Another important thing to note is when rules 

were broken in order to accommodate the narrative. We specifically focused on four key 

points: 

Figure 1. Battle Map created to represent the location where the sessions were set. 

Figure 1. Battle Map created to represent the location where the sessions were set. 
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●       Decisions - The actions a player chooses to take in response to a given situation. 

●       Outcomes - The outcomes of decisions as determined by game mechanics. 

●       Situations - Situations created by way of GM decisions, which in turn are based 

on the players’ decisions. These can be derived from outcomes. 

●       Rule Breaks - Any time rules are deliberately ignored in order to produce a more 

desirable outcome. 

We broke down and analyzed samples of these key points in order to explore their 

relationship with one another, what kind of dynamics are being created, as well as which 

mechanics are used. With this insight, we can provide game designers with ideas and a 

direction in which they can design rulesets that give emphasis to emergent gameplay. 

  

3.4 Expectations 

We expected the Blades in the Dark game to be shorter, despite the smaller number of 

experienced players, because of the way the system is run. BitD generally tends to have a 

fast-paced gameplay because of its planning mechanics that are in place to push the players to 

act fast. Compared to Dungeons & Dragons, there is also less time spent on planning out the 

players course of action, as in BitD the players plan the course of actions in hindsight as they 

go along. As an example, the party needs to escape a building they have broken into, but the 

only escape route is the hole in the roof they came from. In D&D, the players would now 

need to improvise if they failed to include a scenario like this in their plan, by for example 

placing a rope from the hole before ascending. Meanwhile in BitD, you plan in hindsight, 

which means that when the players find themselves stuck, they can spend in-game currency 

to declare that they planned for this. Meaning now suddenly, thanks to the spending of 

currency, they can “flashback” to an earlier point of time and receive a tool to get themselves 

out of this situation. The DM and players decide whether this flashback is carried out as a 

roleplaying moment or if the players simply receive the item or resource they are in need of. 

Because of this difference in how planning is carried out, we expected the D&D session to 

play out more chronologically than BitD. 

We also speculated that the BitD game would have featured more moments of emergent and 

player-driven narrative. This is because as explained previously, this would be in line with 

Harper’s intentions when making the game, which was that the game should be played as 

more of a conversation between participants and that the narrative would arise from that. This 

was in contrast to D&D where we believed that we would see more GM-driven narrative 

points and situations. We thought that D&D would feature GM-driven narrative more 

because there are more books and resources seemingly dedicated solely for gamemaster use 

than BitD, such as the Dungeon Master’s Guide (Mearls and Crawford, 2014). 
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For the Dungeons & Dragons play session, we expected to see. 

●       A variety of rolls. 

●       Combat which involves rolling to attack and damage. 

●       Longer time spent on planning the rescue mission. 

●       More GM-driven narrative. 

 

In Blades in the Dark, we expected to see. 

●       Rolls with varying degrees of success. 

●       Extensive use of flashbacks for ‘planning backwards’. 

●       Less time spent on planning the rescue mission (if at all). 

●       More player-driven narrative. 
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4 Results and Discussion 

4.1 Initial Observations 

The two sessions started out with the same goal, but played out very differently. The 

Dungeons & Dragons session involved more planning and setup before the rescue mission, 

ending in a hyper-violent crescendo, while the Blades in the Dark session had a much more 

humorous tone, with more in-the-moment planning, and ending in a clean getaway. The GM 

for D&D focused more on worldbuilding, establishing parts of the world that the PCs would 

be familiar with, and giving them a small sandbox for them to use when planning the rescue 

mission. The BitD GM had more of a spotlight on situations and NPC (Non-player character) 

interactions, making use of the game mechanics to create outcomes and situations which 

players would have to respond to. Both of the sessions involved attempted stealth, as the 

players had been provided with the same scenario, in which it was apparent that fighting 

would be dangerous, and that the characters that they have been provided with were 

collectively known for their stealth and cunning. 

When we recorded the Dungeons & Dragons session, we found that the GM would create 

situations to guide the story, such as when they had a mysterious stranger appear (See 7.1.1 

D&D Transcript A) to inform them that the contact they were supposed to rescue would be 

moved that night. This particular situation was created to provide the players with a sense of 

urgency, and this was apparent due to the fact that immediately after that, the players made 

the decision to leave and stage the rescue without pursuing the longer-term plan that they 

were working on at the moment. In this situation, the GM “enacted the fictional world by 

telling the players what their characters perceived and what the non-player characters did” 

(Zagal and Deterding, 2018) and the players responded with a decision. What this means in 

terms of emergent narrative is that the gameplay created a cause-and-effect. Because 

something occurred in-universe which was GM-driven, the players had their characters react 

in a player-driven action, leading to the world (as presented by the GM) to respond in kind, 

and thus a narrative emerges. Where the player-diven and GM-driven narrative interact back 

and forth with each other. 

  

4.2 Emergent, Player-driven Narrative 

We went into the sessions with the assumption that Blades in the Dark would have more of a 

synergetic relationship between system and narrative than Dungeons & Dragons, but that 

turned out to not be the case. As we observed, we saw that both sessions had just as much 

emergent narrative as the other, just in different ways; mainly when it came to player-driven 

and GM-driven narrative which will be discussed shortly. The findings showing that both 

games had a similar amount of emergent narrative disproved one of our predictions, which 

was that BitD would have more emergent narrative than D&D. Another similarity was that in 

both systems, the rules were bent and broken (explained in 4.6 When to Break the Rules) in 
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order to facilitate a better narrative structure as set by the GM for some instances, while for 

others, the mechanics worked harmoniously with the narrative when outcomes were being 

created for the GM to turn into a new situation. 

However, just because they both shared in similar levels of emergent narrative, it does not 

mean all emergent narrative was player-driven. In the mysterious stranger example above, the 

GM set the pacing of the session, driving the narrative along. The players were given what 

seemed to be a choice, but in reality, because it would have been counterintuitive to their 

goal, it was a choice with one clear correct option. In the BitD session, when the participants 

rolled an engagement roll to see how good their position was as they began their mission, the 

mechanical result of the roll gave them an outcome of it being a desperate situation. As such, 

the GM presented them with guards suddenly coming out to take a smoke break, which 

prompted the players to choose to talk their way out of the situation. The players drove the 

narrative here, as there were more options, such as fighting the guards or running away. Upon 

rolling a critical success, it was the GM who responded to the player’s action by creating a 

situation where the guards were immediately removed from the scene by way of supervisor 

intervention. This particular example shows that this situation was player-driven, despite the 

GM being the one who created it. 

One reason that can explain why the emergent narratives in BitD are more inclined to be 

player-driven can be attributed to one simple mechanic: The gamemaster never rolls against 

the players, only the players roll to overcome obstacles. This means that the GM is usually 

the one reacting to the players, as the actions that the players decide to make dictate the 

situation the GM sets based on the result of the players’ die roll. The results fall under three 

degrees of success: Success, Partial Success, and Failure. On a success, the player purely 

succeeds at the action they attempted with no drawback or complications. On a partial 

success, the player succeeds in their goal, but a complication occurs or is imminently 

happening. On a failure, the player does not complete the goal, and more complications arise. 

These are three basic factors that the GM must keep in mind when reacting to the players’ 

actions, as they set the situation based on their degree of success. 

The GM being reactive to the players brings about a more improvisational tone. Wherein 

D&D it is generally more expected that the GM has a session planned out, BitD does not. We 

did provide both of the GMs with layouts and backgrounds of the scenario to use for the sake 

of giving them context, but we left the layout of the basement (where the target for the 

players was kept) up to GM interpretation. Both games were largely improvisational, but in 

the D&D session, it appeared that as the players approached the more extensively prewritten 

embedded narrative segment of the session, much of the improvisation had more of a 

preplanned structure to it. For example, whenever players would enter a room where there 

was nothing of interest, it became inconsequential to the narrative, meaning that it had no 

effect on the pre-written narrative. While there was still improvisations on the GMs end, who 

had to on the spot make up what the room looked like and what the players could find if they 

looked, in the end this improvisation had no effect on the overall narrative. It appeared that 

what mattered was where the target and the enemy guards were located. Prior to reaching the 
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location where the main part of the session would be carried out, the abandoned distillery, 

improvisation was much more prevalent. For example, in the streets while the players were 

planning their next move, the GM would provide them with hooks and leads to follow, and 

the players would react to these hooks, making decisions as a response. Prior to the game, the 

GMs were given a map of the location that they needed to go to, the abandoned distillery, as 

well as a starting point where the session was to begin. However, the means of getting to said 

location was undecided and up to the players to figure out and for the GMs to make up. We 

believe that this led to the DM wanting to use more improvisation when going through the 

part of the session that was moving the players from the starting location to the abandoned 

distillery.  

On the other hand, BitD had the players lead the charge with what they were doing and how 

they were approaching the scenario. While the scenario was preplanned, where the guards 

were and what was in each room appeared to be less static, as the players' rolls dictated how 

well the situation went for the players. When a player wanted a certain outcome, they got that 

certain outcome if they rolled well enough. If they did not, the GM had every right to throw 

consequences at them, but only as a response to a given player’s failed action. 

  

4.3 Metagaming and its place in TTRPGs 

During the Dungeons & Dragons session, one the players, while off the recording, brought 

up how he felt he was unable to suggest an action for another player to take as it would be 

‘metagaming’. Metagaming is when someone (usually a player) uses their own out of game 

knowledge of the books, lore of the game or tries to direct other players to do a specific thing 

to improve, or change the course of the game, usually to get a more favorable outcome. It is 

described in the D&D rulebook, Dungeon Master’s Guide as being “like when a character in 

a movie knows it’s a movie and acts accordingly.” (Mearls and Crawford, 2014, p. 235). In 

the book, the phenomena of metagaming is discouraged and advice is given to the reader on 

how to prevent their players from doing it. One of the usual arguments made against 

metagaming is that your character would become an all-knowing entity. The GM may give a 

gentle reminder to the players that they are playing a character and asking them ‘What does 

your character do?’ or by having the players roll to see how much they would know. 

Just like we do not know everything in real life, neither should the characters. This is to make 

the characters feel more real, with flaws and mistakes being made. As well as making the 

game more engaging, if you or your character already knows everything, it can defeat the 

point of playing the game in the first place. In the play session the player was conscious about 

the fact that some of the things weren't available to him due to it being Metagaming, and thus 

decided to not voice his idea. Had they decided to Metagame anyway it could have affected 

their decision making, and changed how the game played out. 

Because BitD according to Harper is supposed to play out as “a conversation between the 

GM and the players,” and that “no one is in charge of the story” (2017), metagaming 
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becomes a part of the gameplay, and a significant part of building the narrative surrounding 

the game. The players and the GM openly discuss how things might go when the mechanics, 

outcomes, situations and actions play out in a certain way. When a player is hit with a 

consequence, they can opt to spend ‘stress points’ to ignore such consequences, and when the 

GM feels it makes more sense to make actions harder on the players, they can opt to put them 

in a ‘desperate position’. All of this is brought out in the open, and players and the GM alike 

can justify to each other why they feel things should go a certain way. In D&D, this narrative 

freedom is not present. The GM is the final arbiter of how the outcomes of rolls play out, and 

players are discouraged from metagaming since their characters would not know what the 

players controlling them would know. A player could interpret this discouragement to mean 

that openly discussing tactics could be construed as metagaming. This issue was brought up 

in the D&D session, as one player was worried that discussing their tactics of taking on a 

specific issue would be considered metagaming. It is in the end up to the DM to decide 

whether a player's discussion or knowledge can be considered metagaming. 

 

 4.4 Battlemap Observations 

In the D&D session, the battlemap was drawn out by the GM, as they opted towards using the 

battlemap to visualize the locations and movements of both player characters and the enemy 

guard. As such, the players expected combat as they moved their characters around the map 

where enemy units were also present. This may have created a sense of obligation for the 

players to prepare themselves to fight their way to the goal. 

The layout of the battlemap where combat took place played a significant role in how 

difficult the combat became, as the GM created a choke point where it became very difficult 

to move into advantageous positions. The players struggled until their characters were all 

unconscious and bleeding out save for one character (See 7.1.3 D&D Transcript C of the 

appendix), who went down several times but was brought back up each time with the help of 

healing spells. This scenario played out considerably differently in BitD, and we believe this 

is due to the session being expressed through theatre of the mind, and as such, no hard and 

fast rules were set on how the characters were positioned. We felt that this left the scenario 

open to more solutions that did not involve combat, and instead had the players using 

strategies for circumventing raising an alarm, instead of strategizing their positioning on the 

map. 

 

4.5 The Influence of Dice Rolls  

In Dungeons & Dragons the player is often asked to roll to avoid, know or prevent something 

from happening. One can for example roll a perception check to see if they notice the guard 

hiding around the corner. If they fail they may run into them and get into trouble because they 

did not see them. Another example is rolling an insight check to determine if the person they 
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are talking to is being honest or not. These are cases of a player rolling to stay out of trouble 

and also works to give context to the embedded narrative of the game. A character may roll a 

history check to remember the history of a kingdom which will help with world building and 

make the world feel lived in. We noticed that the D&D players would get into trouble 

because of poor rolls. For example, at one point during the D&D session the player wanted to 

get past a guard by talking to them. The player attempted to deceive the guard to let him 

through, having to perform a deception roll to do so. However, the player rolled too low and 

thus failed the roll, which led to the PC being escorted away from the premises.  

This is in contrast to what we observed in the Blades in the Dark game, where we noticed 

that the trouble arose from the players' own decisions. Rolls came into the picture afterwards 

to determine the severity and result of the decision. An example from the play session is one 

of the characters sneaking into a room to look for the party’s kidnapped associate, while 

another did the same in another room and the last member was look-out. When a guard 

started heading towards one of the rooms where the party member was, the look-out decided 

to knock out the guard which was followed by a series of dice rolls. They succeeded in 

knocking out the guard but drew the attention of more guards. This was a Partial Success, as 

they did what they set out to do but it gave way to further complications, thus creating an 

emergent narrative. Had the narrative been embedded instead, the roll would not have 

mattered, as the outcome of the dice roll would have been the same regardless of the result. 

A key difference between the two games is that in Dungeons & Dragons rolls are made to 

prevent something from happening beforehand, or in order for an action to happen. 

Meanwhile, in Blades in the Dark rolls are made to see how successful the decision is, after 

the player has already committed to it. Based on our observations of these two sessions, one 

could argue that D&D and its narrative is more affected by dice rolls than in BitD. In the 

D&D session, narrative appeared to be more dependent on the player's rolls, as the success of 

the action is determined by how good the roll is. This means that if a player, for example, 

fails a roll to pick up a detail that would give them information that could lead them closer to 

their end goal, the narrative could dramatically shift. In BitD the player commits to the 

actions and decisions but can circumvent rolling at all if they use certain abilities. This means 

that the action will happen no matter what, and a dice roll cannot prevent the action from 

happening, only decide the outcome, as when a player rolls, they only roll to see how well 

they succeed, not whether the action happens or not. While a roll in BitD could still have an 

effect on the narrative, based on the findings and observations of this study, it appears that 

they do not have an as considerable effect on the overall narrative of the game as they do in 

D&D.   

4.6 When to Break the Rules? 

When observing the play sessions, we took note of moments in which participants would 

bend or break the rules deliberately, in order to see where we believe the participants felt that 

mechanics failed to facilitate a satisfactory narrative. In the BitD session, there were 

occasions where the GM would allow players to roll extra dice, knowing that it was against 
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the rules. We think that this was because the GM wanted to provide advantages to the players 

so that they would have a higher chance of success; a more desired outcome for all 

participants involved. As the Blades in the Dark rulebook states, the first principle that the 

GM should follow is that they should “Be a fan of the PCs. [...] Be interested in the characters 

and excited about their victories.” (Harper, 2017). We feel that breaking the rules in order to 

make things easier on the players embodies this mantra, and we can even see this being 

reflected in the D&D session, where there is also evidence of rule breaks occurring to aid the 

players in making a difficult situation more manageable. 

During the main combat encounter in the D&D session, we observed that the players were 

having great difficulty. Their characters were reduced to zero hit points several times, they 

were outnumbered, and the location provided a tactical disadvantage for the players (As 

described in 4.2 Battlemap Observations). Due to this set of circumstances, we saw that the 

GM saw fit to bend the rules to help the players, such as allowing a lingering spell effect to 

carry on in spite of the character who cast the spell falling unconscious, and allowing another 

character to scare the enemies into not attacking. We speculate that without these advantages 

granted to the players by the GM, the outcome of the scenario would have been one of 

failure, where all the PCs are killed or captured. Instead, the players managed to succeed, and 

the narrative changed to give them a more desirable ending than the alternative. 

4.7 Shortcomings 

4.7.1 Time Constraints 

Had we had more time and been able to have more people in physical sessions we would 

have conducted more play sessions to get a wider array of data. No two people play or run 

TTRPGs the same way, and that goes for the overall atmosphere of the table. Both sessions 

had a different mood, and factors that played into this were the fact that there were two 

different GMs, two different groups, and two different games. This was unavoidable, but with 

more sessions we would be able to see a clearer trend, and get more varied data at the same 

time as well. To counteract the differing ambiences, we sought to make the situation provided 

to both GMs as similar as possible. We provided them with the same location, same context, 

same character motivations, and the same setting. The reason we did not opt to have the same 

GM for both systems was because we were looking at decisions that the GM was making in 

addition to decisions made by the players, and knowing what happens in one session before 

conducting the other would certainly have affected the GM’s decision-making. Something 

else that happened was subtle railroading that arose from time restraint of the game. The GM 

for the Dungeons & Dragons had a non-player-character (NPC) run into the room where the 

players were, telling them that they were now on a time limit to achieve their goal. This was 

the GM using ingame entities to tell the party not to waste so much time, as the planning 

phase of the game was taking longer than expected and hoped. This is something that could 

have been better if we had gone with a longer game or short campaign as discussed in 4.7.3 

Campaign vs. Oneshot. Thankfully it was subtle enough for the players to get the hint 

without disrupting the game. 
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4.7.2 Game Familiarity & Player Types 

A hurdle we had to face in the Blades in the Dark session was the fact that two out of the 

three players had never played the game before. This meant that the rules were still new to 

them and therefore it would be hard for the player to play around with the intricacies of the 

system, considering that it was not fully understood what options they had in the context of 

the game. This also meant that the rulebook had to be consulted much more often than in the 

Dungeons & Dragons session, thus slowing down the pace of play. In our group of 

playtesters, Dungeons & Dragons is a game that they are overall more familiar with, but we 

had to split them into two separate play session groups, as we did not want any overlap 

between players from the Dungeons & Dragons session, and the Blades in the Dark session. 

Had we been able to conduct a longer, more thorough and detailed study we would have also 

been able to look into the types of players as described by Richard Bartle in his paper 

‘Hearts, Clubs, Diamonds, Spades: Players Who Suit Muds’. Using this we would have been 

able to identify the players before creating the groups in order to find the most compatible 

scenarios. Potentially even compare them on a larger scale, seeing how the games play out 

differently based on the types of players. 

4.7.3 Campaign vs. Oneshot 

Another way the data could have changed is if we had studied this over the course of a 

campaign instead of a oneshot. A campaign is “a series of adventures with a cast of recurring 

characters (player and non-player) played over multiple game sessions,” (Zagal and 

Deterding, 2018), while a oneshot is a single game session where everything is usually 

contained within that session. In a oneshot the dynamics between players and the GM are 

new. In a oneshot players may have just started getting to know their characters and each 

other when the session ends. If the players haven't played with the GM before (and vice 

versa) that can also affect how the game plays out and feels. In a campaign setting, the 

players and GM get to know each other better and tend to feel more confident in their 

roleplaying and characters. Unfortunately this was not possible due to time constraints, 

meaning that we may have lost some opportunity for emergent gameplay. On the other hand, 

we wanted the games to be as similar as possible and making a campaign would be a big 

undertaking, especially considering that the games will play out very differently from each 

other, making it harder to adapt the following games to be as close as possible. This would 

undoubtedly lead to Railroading, meaning that the emergent gameplay would not really 

present itself. Imagine a game with multiple choices but the narrative and events play out 

mostly, if not exactly the same anyway. Because role-playing games' appeal largely comes 

from the possibility to do anything you want, this choice would be counter intuitive to what 

we want to achieve since we want the players to have fun and for their own emergent 

decisions to matter. By railroading the games we instead have a risk of affecting our own 

study as interest in the game may be lost. 
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 5 Conclusion 

With this study we wanted to find out if Blades in the Dark was more player-driven, and 

whether it gave way to a more emergent narrative than Dungeons & Dragons by comparing 

the two different TTRPGs. We found that the two games came down to either the players 

being reactive or the GMs being reactive. In Dungeons & Dragons the GM would create a 

scenario and the players would react and act accordingly. Conversely, in the Blades in the 

Dark game it was the other way around. Players stated what they were going to do and the 

GM reacted to them and changed or developed the scenario accordingly. This is because of 

how the games are structured; In Blades in the Dark it is a conversation between everyone 

and the difficulty in how a goal or task is to be achieved or performed is determined after 

committing to it. The GM has to react to the plan the players make. Whereas in Dungeons & 

Dragons players plan for everything beforehand and how well prepared they are can affect 

how difficult it turns out to be. Here the players react based on their actions which in turn is 

based on the boundaries set by the GM and their plans. Both games gave way to emergent 

narrative through the use of their mechanics, but Blades in the Dark was more player-driven 

than Dungeons & Dragons. 

We found that both games had their own ways of bringing out stories through collaboration. 

In Dungeons & Dragons and Blades in the Dark, the GMs and players all created a story 

through back-and-forth interaction between the characters, and the world that they inhabit, 

prompted by the embedded narrative.  

“They are allowed, for the most part, to do whatever they want whenever they want. Because 

of this, there is usually only a very basic main plot, if any. Instead, the player is provided with 

a setting and his or her actions within that setting form a story of their own.” (Lebowitz and 

Klug, 2012, p.119.).  

The findings presented in this paper show that the emergent narrative in BitD was player-

driven, and in this case, for TTRPGs with more than one player this has in a way become a 

tool for creating a collaborative story or narrative. Players and GMs alike work together, 

combining their diversity of ideas in order to tell a story. We believe that this collaborative 

storytelling is usually what compels participants to roleplay. The idea that a game can create 

a shared imagination, and a form of social play can draw people into playing TTRPGs. When 

a player enters the space marked by the boundaries which were created by rules and 

mechanics for collaborative storytelling, they can find themselves drawn to the emergent 

narrative (Salen & Zimmerman, 2003). In their collective imagination, they can find agency 

in controlling their character’s actions, and options when perceiving the world presented to 

them.  

Improvisation and the emergent gameplay within TTRPGs can be an important insight when 

it comes to creating them. What kind of game do you want to make? What do you want it to 

feel like? What will the dynamic between players and GMs be like? Even though both game 

systems from our research support emergent gameplay, Blades in the Dark gave the players 

more agency when it came to the narrative. However, emergent gameplay can also vary 
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depending on how experienced the players are within the game. Every group of players is 

different, and every GM has a different idea of how they want to run their sessions and 

campaigns. Emergent narrative in a TTRPG can arise in any system, but some systems allow 

it to arise more easily than others. According to our findings, Blades in the Dark brought out 

more player-driven emergent narrative than Dungeons & Dragons, and we can attribute that 

to Harper’s philosophy when designing his game: “You play to find out what the story will 

be.” (2017). 
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7 Appendix 

7.1 D&D Transcripts 

7.1.1 D&D Transcript A 

[Party is in a tavern drinking and playing dice game while discussing how to proceed with 

finding information about Amancio] 

Bard: Good competition. I turned the dice upside down and just [Slams table] back into a 

one. 

GM: And suddenly as you're playing this friendly, unfriendly, not entirely sure game with 

dice. The door slams open to the pub, and everyone naturally turns over to look at him. 

Hooded man, bent over a bit. Just a normal and inconspicuous stranger in the streets, but he 

closes the door behind him. Creaks loudly, very un-sneaky going about this. But once 

everything settles, the man comes up to table and turns to you, and bends down to you and 

whispers; 

GM as Informant: You're "Rogue" right? 

Rogue: [Nodds] 

GM as Informant:You're friends with Amancio… 

Rogue: I know him. 

GM as Informant: I have some information for you if you are willing to pay up. It’s straight 

from the source… 

Rogue: Depends on the cost to us 

GM as Informant: How does… 

 [Asks Observers and players how much money they started the game with, which was 10 

gold] 

GM as Informant: How does eight gold sound, it's gonna become quite useful… 

Bard: Now “Rogue” who’s your friend here? 

Rogue: Just an old acquaintance. 

GM as Informant: I’m leaving if I don’t get this [Referring to the trade]. 

Rogue: Meet me outside in two minutes. 

GM: He [Informant] bolts up the door again. Very un-sneaky again, for someone who tries to 

come off as sneaky. Do you [Rogue and rest of the party] want to go and meet him? 

Rogue: It might be some good information about… [OC:] I forgot the name again. 
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GM and Bard (OC): Amancio. 

Rogue: Amancio, [OC:] there we go. 

I go meet him and then I’ll meet you back in 15, here? 

Bard: Okay, [OC:] but just in case I sent a message [Message spell] saying “if anything is 

needed just answered this message and we'll come out” so you can answer it whenever you 

want to and be like come help me *profanity*. 

[Table joke about censoring swear words] 

GM: This is not a completely super rare occurrence, but you know that there are information 

and secret traders in the city. He [the informant] is not the brightest one clearly, seeing as he 

goes out very loudly doing this. But you have experienced similar situations before where 

people take your money for sometimes, valuable information, sometimes not. But you 

essentially have to ask them to find out. 

Fighter: Ask him before you give him the money. Ask for something so you know he's legit. 

 [The GM and Bard joke about questions to ask the informant] 

Rogue: Before I go to meet him, I sneak by in the shadows to see if there's anyone else there. 

GM: Where he is standing? 

Rogue: Yes. 

GM: Roll perception. 

Rogue: [Rolls poorly] That sucks. 

Bard: [Joking that he rolled poorly because he rolled on paper] 

Rogue: Seven 

GM: It is very dark. Essentially it's a stairway about three floors up dwindling down but it's 

small enough that you figured that there's no way anyone else in these shadows other than 

him. You see him standing right by the top stairs. 

Rogue: Then they walk to him. 

GM: He [informant] huddles, hood up. 

[Rogue pulls up his own hood] 

GM as Informant: It’s about Amancio, I heard he was kidnapped by the Crows. If you pay 

me I might tell you more. 

Rogue: I want some more before I pay you or because you're just gonna run with the money. 

GM as Informant: Well it’s many stairs I couldn’t run away you my foots a bit [shows his 

deformed foot and explains that he ran in and out of the pub must have been difficult] 
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Rogue: [Hands the informant his pay but block the staircase at the same time as a precaution] 

GM as Informant: That’s not necessary you see my foot [shows foot again] Well he's been 

kept in that distillery right, you knew that. But they say he will be moved tonight... 

Rogue: How reliable is your source? 

GM as Informant: Very reliable, super reliable. It’s very reliable trust me, I heard it myself. 

Rogue: But where is he being moved to? 

GM as Informant: I don’t know. All they [unknown who] said was that he will be moved 

tonight 

Rogue: The sound like jackasses. 

GM as Informant: Well yes it’s the Crows we are talking about, they are jackasses you said. 

Trust me I know what I'm doing. [Informant goes more quiet] That’s all I can give you 

though, I have to go. [Informant then proceeds to scuttle past Rogue and before leaving says;] 

I have other business to attend, now good luck with Amancio. 

Rogue [OC]: I send the message [spell from earlier] back relaying it. 

[IC] Amancio is being moved tonight, we don't know where. 

GM: Right now it's about six, seven in the evening so it's getting pretty late. You don't know 

when tonight he’s being moved but if the information is correct, probably sometime tonight. 

Bard: They are moving him tonight. Our time frame is short. 

Fighter: Where? 

Bard: Does not know. Let’s meet him outside and go somewhere else. 

Fighter: [Downs his beer and walk out] 

GM: [Asks if Fighter and Bard if they eat anything before leaving which Bard says yes to 

and Fighter responds with no then proceeds to find some peanuts to eat on the way out.] 

 [Everyone jokes about peanut allergies with one of the Observers who is allergic to peanuts] 

 GM: But yeah, you walk out, you walk down the building's stairs. The man with a very 

crooked foot is nowhere to be seen anymore and you go out into the shadows where you 

[Rogue] came from. And you relay the information and the distillery is pretty close as well it 

will be about 15 minutes on foot, it's pretty much at the heart of the Crow’s Foot [Area they 

are in]. So what would you like to do now? [Asking the party] 

Bard: Well we'll need to make a plan and we need to get some sort of idea what we're 

dealing with. 

Rogue: I would just like to get there as fast as possible and start looking to see if they move 

him early. 
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Bard: Scout the area? 

Rogue: Yeah, I know my way around the streets, I can get there fast. 

Bard: Okay, if you head beforehand, then we'll follow shortly. Try to be a bit more sneaky in 

our ways. As you are probably gonna just swoop past them, which is not as easy for… 

[Looks at Fighter before trying to change the subject] Either way- 

Fighter: Who are you looking at? 

Bard: Do not worry about it. You are but a simple fighting brute, but a strong fighting brute. 

 [End of Transcript] 
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7.1.2 D&D Transcript B 

[Party is in a storage room of the distillery looking for evidence of Amancio] 

 Bard: Oh, Mr. Police. Did you find the hidden entrance? 

Fighter: [OC asking GM] Can I make an investigation check before? 

GM: Sure yeah. 

Fighter: [Rolls, OC] One. 

GM: You feel a bit woozy from the fuse entering your nose from the drink as well, honestly 

but you put it down. But you're not really sure. No, you don't know, you can't see any sort of 

hidden entrance. 

Bard: Well, do you know where it is then? 

Fighter: Yeah it's right… *Pauses for a moment* By my deduction skills I already know 

that… That Rogue knows where it is. 

GM: [Joking] Fine police work right here. 

Bard to Rogue: Do you know where it is? 

Rogue: It’s over there. *points to the hidden entrance* 

 [Table laughs] 

 Bard: Alright then let’s go. 

GM: So yeah, it's a pretty small, like basically a wooden plank floor where you see that some 

of the planks about 4 planks wide maybe this [shows with hands] this big. They look very 

worn especially around the edges. You don't see any form handle though but there's 

something up with this particular place. Or like this particular piece of flooring. 

Rogue: Could try and wedge it open with a knife? 

GM: Make a Sleight of Hand? Yeah, right. Yeah. 

 [Rogue discusses with the table if they get a bonus to their roll as they are not using any 

thieves' tools, when asked why not use their tools they just joke that they are not a very good 

thief. But decide on using their crowbar] 

 Rogue: Okay I use a crowbar… [Rolls] Natural 20 anyways. 

GM: No problem at all. You shimmy in the crowbar between the planks and as quietly as you 

can, the planks [Make a noise sounding like a pop] pop off. And as the hatchet comes loose 

you can just open back up. 

Rogue: After you. [Motions to the party] 
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GM: Beyond this, you see a very steep stairway leading into a very dark room and suddenly 

you hear voices, down in this what appears to be a cellar. There's a man, not weeping, but he 

sounds very sort of distressed. Somewhere in there there's voices of a man laughing deep 

bellowing laugh. 

[Imitates the sound of the laugh and party jokes about the resemblance of the laugh to a 

chicken.] 

So you hear a deep bellowing laughing, you hear a man clearly in distress. You don't really 

see anything though because it's pretty dark. You can only really see the stairway leading 

down. 

Fighter: [OC] I wanna sneak down. 

Bard: [OC] I also want to sneak. 

Rogue: [OC] Yeah [Also wants to sneak]. 

GM: Y’all make a stealth check. 

 [Table rolls stealth, Rogue gets a 21, Bard an ‘unnatural’ 20 and Fighter a 17] 

 GM: The ghosts are in town clearly as you- 

Bard: [OC, interrupts to say the crew's name instead] The shadows! 

GM: The Shadows of course! The shadows know what they're doing, as they gracefully slide 

down this very steep stairway one at a time not to stumble. As you go down, it flattens out 

again. Both your left and your right is brick walls, the right one kind of ends though. So you 

could peek around the corner. 

Fighter: [OC] I peek. 

GM: Make a perception [check]. 

Bard: [OC] I also peek. 

Rogue: [OC] I do not peek. 

 [Fighter’s player asks if Rogue’s player is the last one to enter the cellar and Rogue confirms 

that is the case] 

 Fighter: [OC after rolling] Un-natural 20. 

Bard: [OC after rolling] 13. 

GM: It’s pretty dark and you [Bard] are kind of like stuck behind, you don't really see much. 

You [Fighter] peak- sneak peek into the room. And it's a pretty, pretty, sizable celler actually, 

there's some shelves lining the walls. But then in the far end of the room you Amancio tied 

into a chair, he’s clearly stuck, there's rope tying down both his hands and his feet. 
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He's seems to be going in and out of consciousness, head bobbing up and down. Doesn't 

really seem to know where he’s at and in front of him back turned towards you. This is a 

massive man who was kind of leaning over him. Thick grease hair going a bit everywhere. 

He's wearing the uniform slightly similar to the workers but it clearly doesn't look like it's 

washed in weeks. It's disgusting. He seems to hold some sort of tool in his hand, you can’t 

really tell what's going on. And in the far right corner, you see what appears to be two guards 

who stand there crossed [arms crossed] look very cocky, and they are looking down on 

Amancio as well. For now, they just seem to be sort of interrogating him. They try to like 

wake him up, they shake him a bit. They try to slap him awake. 

 [Players ask for the GM to draw up the room on the battle mat and ask meanwhile for rule 

clarifications] 

 Bard: I send a whisper [spell message] to both of you. Do we sneakily kill them, or do we 

go forward with the more we pretend to be the Crows approach? 

Fighter: We can’t can't talk our way out of this one. 

Bard: They are supposed to take him and change his location. [OC] I sent back. 

[IC again] I could try. 

Fighter: Go ahead. 

Bard: Or do you want us to just kill them? 

 [GM describes as they are discussing what to do they suddenly hear screaming and 

disgusting sounds coming from Amancio, who is being tortured further by the man who 

seems to be in charge.] 

 Fighter: [OC] I want to sneak into the room a bit. 

GM: Alright roll a stealth check. 

 [Rogue follows into the room as the guards are talking down to Amancio and continue to try 

and pry information from him.] 

 [GM consults Observers about what they want from Amancio, the answer they get is that it’s 

up to them. Party starts laughing as they see Fighters poor roll.] 

GM as interrogator: We know that the Red Sashes are somewhere and they’re nearby. We 

know they're creeping up on us and we know that you know exactly where they are. And you 

will tell us exactly everything you know. 

GM: He doesn't say anything back. 

GM: What is going on Bard? What did you do? 

Fighter: [Sheepishly and giggling says:] A nat 1. 

GM: [Jokingly yells the players name] And you walk into the room and he's in the middle of 

his speech. Amancio is just, well yeah, he's weeping at this point. He's this badly hurt. But 
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despite all of this clamour, you walk into the room and you [describe how there is a nearby 

chair] kick it, because you take big, big powerful steps you kick the chair, it falls over. It 

echoes in the entire basement. 

Fighter: [OC] Do I get one step out of this atleast? 

GM: You get one step in. They just turn around and they stare you down. 

GM as interrogator: Who the f*** are you? 

 [Bard and Rogue ask if they can roll stealth to not be noticed and the GM lets them. They 

succeed] 

 Fighter: Uhh… [Pretend to be a fellow Crow] It’s time for the transport. 

GM: There’s no transport. Who the f*** are you and he [interrogator] starts walking towards 

you. 

 [GM describes how the guards also start moving towards Fighter] 

 Fighter: Oh, you're approaching me? 

GM: Is it an intimidation roll or what is going on? 

Fighter: [OC] Yeah, sure. [IC] You're approaching me? 

 [Fighter rolls and the table starts laughing as it was another nat 1 and the Bard’s players 

screams out that Fighter’s dice has to be loaded as it flipped over in an irregular way.] 

 GM: He [interrogator] stares you down, you see they pliers [which he used to torture 

Amancio] in his hand. 

Fighter: [OC] I wanna pull up my shield. 

GM: He stares you down the guards are like- they're walking towards you. 

GM as interrogator: We don't- there's no transport order. Are you here to get him 

[Amancio]? 

Fighter: Yeah. 

 [Fighter’s player joke about him making his most intimidating Batman voice] 

 GM as interrogator: Let's go then. 

GM: And roll initiative. 

 [End of Transcript] 
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7.1.3 D&D Transcript C 

[Party in the cellar of the distillery where they just found Amancio being tortured by some 

Crows. Party tries both stealth and intimidation and as they are unsuccessful, combat ensues. 

Rogue is down and rolling death saving throws while the rest keep fighting. Party has already 

killed the boss of this distillery but there are two left.] 

GM: It’s on AC so that hits right? 

Observers: Yes. 

Fighter [OC]: [Joking] You [Enemy 1] just hit me so it better. 

[Rolls for damage and deal 11 damage to an enemy.] 

GM: You hit him- [their pen broke so makes a comment about it]. You go for his [Enemy 1] 

arm, you hear un unsettling cracking noises as you stab him in his lower arm, not the one 

holding the weapon but still. 

 Fighter: Not too late to give up bud! 

GM as enemy 1: [Shaking his head] I can’t- I can’t do that! 

GM: Is that your [Fighter] turn? [Fighter nods] Cool, Rogue please! [Rogues turn]. 

Rogue: [Rolls a death saving throw and succeeds] 

GM: [Talking to themselves who’s turn it is and it’s Enemy 2’s turn] 

[Enemy 2 tries to attack Bard, rolls 14.] 

Bard [OC]: Hits. 

GM: Sorry, six damage- 

Bard [OC]: Down [His character]. 

 [Party starts giggling as two out of three players characters are down and the last one, 

Fighter, has 3 hit points left. They starts giggling as this may be a TPK - Total Party Kill] 

 Bard [OC]: Heat metal [Spell he had active] is gone. 

GM: [Cursing at the situation] Well his [Enemy wearing the helmet which heat metal was 

used on] brain is still boiling as he keeps the helmet on! [Bard interrupts to correct that this is 

not the case followed by GM shushing him] Metal doesn’t cool that fast Bard don't worry. 

[RULEBREAK: Heat metal is a concentration spell and should stop as Bard went down. GM 

was reminded of this by Bard but chooses to ignore it.] 

 [GM describes how Enemy 1, drops his weapon and hugs the wall, seemingly wanting to end 

the fight and giving up out of fear for his life, now Bard’s turn.] 
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Bard [OC]: I make the save. 

Fighter: No mercy [OC; “Get it because my rivals name is Mercy!” Fighter attacks Enemy 

1.] 

[He hits and rolls damage] 

GM: You stab into his guts, he [enemy 1] screams [IC] Why would you do that?! 

[OC] But he’s still standing. 

Fighter [OC]: NO! 

 [Table laughs] 

 GM: So now he's also somewhat pinned to the wall. There's a sword in him, and he’s just 

crying and screaming in pain. 

Fighter [OC]: He dropped his weapon over here right? 

GM: Yeah he dropped his weapon. 

Fighter [OC]: I wanna kick his weapon into the corner. 

GM: You kick his weapon into the corner. And is that your turn? 

Fighter [OC]: Yeah. 

GM: Then it’s Rogue, now for the love of- 

Rogue [OC]: I fail another one. 

 [GM cursing and apologizing as the party laughs] 

 Fighter [OC]: No I’m not giving up! 

GM: He [Enemy 2] walks into the room. 

 [Bard laughing hysterically at the situation] 

 GM: He sees his friend [The boss] pinned to the wall like Jesus Christ on the cross. And 

then he sees his other friend- [Enemy 1] 

Fighter [OC]: Pinned to the other wall. 

GM: Pinned to the other wall. Sees you [Fighter] in a bloody frenzy in the middle. 

[RULEBREAK: GM has enemy 2 roll a wisdom saving throw to not get scared by the scene. 

Which is not in the rules. But enemy 2 succeeds] 

 [GM describes enemy 1 begging for mercy] 
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GM: Then it’s Bard. 

Bard [OC]: Fail [On death saving throw] 

Rogue [OC]: Okay, Fighter? 

Fighter: I said. No mercy! 

 [Table screams and goes into hysterical laughter] 

 Fighter [OC]: My attacker is going to be pulling my sword out of him 

GM: You get advantage because he is literally stuck. 

 [Fighter rolls his first roll which is poor.] 

 Fighter [OC]: Good. 

 [Table starts giggling as the Fighters second roll isn’t much better, but still barely hits] 

 GM: You hit him! Just barely! You tug the sword out of him, his guts spill out on the floor 

and he just slumped to the ground. 

Fighter: [OC] And then I'm going to turn to this other *curse word*. [IC] Your next! 

 [Fighter gets to roll another intimidation now against enemy 2] 

 GM: What did you roll? 

Fighter [OC]: 16. 

GM: He sees you and fear just strikes him. Now he's [enemy 1] not pinned to the wall 

anymore, there's guts on the floor but he's dead. Clearly the boss [The boss] is dead. And 

although he managed to walk through the doorway now he sees you and he kind of backs 

down a bit and he doesn't drop his sword just yet. But he's clearly terrified and you've 

advantage on your next attack rolls [*Enemy has disadvantage on their next attacks against 

Fighter, GM just accidentally said the wrong thing]. 

[GM goes through the order and determines that it’s Rogue’s turn, who fails another death 

saving throw.] 

Fighter [OC]: I’m not gonna make it for any kind of like, stabilizing [Rolling to stabilize a 

person, thus preventing them from rolling for death saving throws.] 

GM: Despite being terrified he's going to go up to you and attempt to attack 

[RULEBREAK: When frightened, the creature can’t willingly move close to the source of 

their fear (This case Fighter)] 

Fighter [OC]: I'm not backing down! No fear. 

GM: Does a 13 hit? 

Fighter [OC]: What do you say? 
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GM: 13. 

Fighter [OC]:No! 

 [Table talks a bit about Fighter AC as the enemy 2 misses another hit.] 

GM: He goes up to you, stomps. Swings violently, it doesn't matter to hit you though. He 

looks angry but there’s fear in him. You can see and he's not taking out the swings properly. 

Then it’s Bard, please! [Begging for Bard to roll well] 

Bard [OC]: Nat 20 I’m up! [Or alive and stable rather] 

 [Table cheering as at least one of the downed players are okay as that was the last save Bard 

needed.] 

 [Fighter's turn and he again just manages to hit enemy 2] 

 GM: But you hit him, just barely. As you swing- 

Fighter [OC]: Four [damage] 

 [Party laughs as it wasn’t enough to get enemy 2 down. Fighter jokes about his ability; 

Improved Critical but has failed to roll a single 19 or 20.] 

 Rogue [OC]: Well time for me to die or- [Rolls death saving throw, and succeeds as he gets 

the last success he needed.] I stabilize. 

 [Party sighing in relief] 

 GM: Now it’s Enemy 2 and he still has disadvantage. [Misses his attack again] Weakly 

again he swings, scrapes the floor and sparks fly, but misses you, quite the distance actually. 

Goes in for the second swing. [Misses his attack again] Again swings almost drops the sword, 

he's exhausted at this point. Doesn’t hit you, now we are on to Bard. 

 [Table and observers joking about another D&D game] 

 Bard [OC]: I don’t- can't do anything. I'm just stabilized. 

GM: Then it’s Fighter. 

 Fighter [OC]: I attack him. 22! 

 [GM pausing to put on more epic music as the last enemy goes down] 

 GM: How do you kill him? 

 [Fighter cheering, Bard clapping while Rogue laughs.] 

 Fighter [OC]: Okay, I'm gonna *curse word* I'm just gonna kick him against the wall back 

here. 

GM: He flies into the wall. 
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Fighter [OC]: And then I just *curse word* charge and impale him against the wall. 

GM: You do. As he hits the wall, glass falls from everywhere [from the shelves lining the 

walls] crashing against him. The floor. Everywhere. And you [Fighter] run up to him and you 

impale him A 

and he falls unconscious and he can't do anything else. 

 [End of Transcript] 
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7.2 BitD Transcripts 

7.2.1 BitD Transcript A 

[They begin the mission in a Desperate position, as determined by the engagement roll.] 

 GM: you three make your way around the back [of the distillery], getting ready to climb the 

crane- 

Cutter: I wanna use finesse to climb. 

GM: well before you actually get to the crane, one of the two doors in the back open and two 

guards walk out, one with an unlit cigarette in his mouth already. And they see you getting 

ready to climb this crane and they go, “Oi, what's going on here?” 

Cutter: “None of your business,” I use Command. 

[The group begins joking about cigarettes] 

GM: If you want you can expend one stress to give Cutter plus one on a command. It’s going 

to be a desperate action. 

Cutter: I rolled a five. 

GM: All right, so you said “stand down”. So, for one you have reduced effect so they don't 

go “oh well be on your way, then,” they mostly go “...what?” also confused by you lighting 

their cigarette, and you lighting your cigarette. 

 [The GM pauses to refer to the rules] 

 GM: Another guy walks out from the other door, and says “What's this commotion? What's 

going on here? Y'all smoking?” and he puts his hand on a club he has on his side. 

Slide: I wanna use sway, “we're just having a smoke break.” 

GM: Alright, if you want to use sway, you're in a desperate situation right now. 

Cutter: I started leaning at the crane instead of trying to climb it. 

GM: [To Slide] roll sway if you want to, and if either of you [Referring to Cutter and Lurk] 

want to assist, you can. 

[They consult the rules on assisting others, and conclude that cutter will take one stress to 

give an additional die to Slide. Slide rolls a critical success.] 

GM: Holy sh**. Yeah, you increased. So alright. What did you actually say? 

Slide: “They're just having a friendly smoke. A smoke break. What are you so riled up for?” 

GM: In that case, the guard kind of walks towards you. “Oi you two” [referring to the guards 

on smoke break] “are you taking a f***ing smoke break now?? Get back in there!” [Pause] 
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“Sorry to bother you.” And he walks back inside. You guys just went from desperate to pretty 

much controlled with your insane crit. 

Cutter: Let’s continue climbing then. 

Lurk: As we were. 

Cutter: Just taking a smoke break. 

You guys can can climb up. So basically, yeah, you're back to where you were before. But 

without an engagement role or a desperate situation.I want to say this would be risky to get 

up here, since falling could prove to be an ouchie. 

 [They consult the rules on gaining experience points on desperate rolls.] 

 Cutter: And now we just climb up the crane? 

 [The GM reminds the players that their group has a special ability that helps them with group 

actions, and reminds them of how group actions work.] 

 GM: So basically, you all want to get on top of this crane. I will allow you to roll whatever 

you can reasonably roll, but it has to be the same action, if you want to do a group roll. If you 

don't want to do a group roll you can all take individual actions. 

Slide: I'll lead the way. Let's finesse, our way up. 

GM: Okay. In that case, everyone roll their finesse dice. 

Lurk: Actually I’ll lead the finesse. 

Cutter: It just means if I fail you take my stress. 

 [They rolls, and Lurk takes one stress, but overall, they rolled a 5, meaning the action is a 

partial success. They then joke about trusting the observers with the rules over the players.] 

 GM: Okay, so in that case you [Lurk] take the lead, you're the first one to climb up and 

[Slide] is the second one and you’re [Cutter] last. 

Cutter: and as I see [Slide] almost fall I grab him I slap him on again. 

 [They joke about changing the Lurk’s name, as the one they chose for the character was hard 

to remember.] 

 GM: And [Lurk] also pushes you [Slide] back onto the crane with his foot. You guys make 

it up, stealthily and well!. There is a small opening you can also scooch through if you want, 

and you would land on the second level scouted earlier by [Lurk]. 

 [Jokes about water being poured and being picked up by the audio recording] 

 GM: Downstairs you hear a door creak slightly and then you hear a pause and you hear 

someone whisper “Oh thank f***”, and then you hear someone stand outside and light a 
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cigarette. You are on the brink of the entrance here. You basically know as much as [Lurk] 

learned when he studied the location earlier. Basically you have a relatively unlit 

catwalk around the main floor. There's no staircases down, only ladders, one on each side, in 

the middle. 

Cutter: Then I guess we proceed in. 

Slide: Yep. 

GM: All right, as you're inside, you get a little bit of a better view. Actually, if you want to 

go inside and be certain that you aren't spotted, You will have to roll for that. 

Slide: So we prowl. 

GM: Whatever you guys want to roll, justifiably. 

Lurk: Is there a door? 

GM: Well, it's not a door. It's just an open hatch kind of meter by a meter. 

 [They joke about finessing a window into a thousand pieces] 

 Lurk: We're finessing. 

GM: Again, you can choose to make it a group roll if y'all want to roll the same thing. 

I will remind you that if you don't use a group rolll and one of you f***s up- 

Cutter: Then everybody gets noticed. 

GM: Most likely. 

Cutter: oh maybe we should do this as a group. 

Slide: I can lead the [group] finesse this time. 

 [They roll, with one failure and two partial successes, making it an overall partial success, 

with the Slide taking one stress.] 

 GM: Even though you [Cutter] have peak physical form, you just don't do a lot of cardio so 

you're kind of exhausted. 

Cutter: No, I'm just a bit bulkier than the rest. 

GM: Oh, of course. 

Cutter: I have a bit of a beer belly. [the group laughs] 

[GM Consults the rules for a while, three minutes of unrelated banter happens in the 

meantime.] 
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GM: As a consequence, I'm going to start a new clock with one spoke filled in. 

 [GM asks for a pen, and creates a six-spoke clock called “The guards are alerted”. When the 

clock is filled, that means guards will be alerted to the players’ presence.] 
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7.2.2 BitD Transcript B 

[Trying to find out more information about the building so that they can try and cut the lights, 

Cutter invokes a Flashback.]  

Cutter: I want to use Study. 

GM: You want to use Study as a flashback? 

Cutter: I want to have gone off and studied how this factory was built electrical wise by 

going to the library and finding the blueprints. 

GM: I think that makes sense seeing as you did study this building for a way in. 

Cutter: This was about a week ago- no wait, when did he get kidnapped? 

GM: Yesterday, pretty much. You found out pretty quick and you know that you got to be 

there quick because he’s [Amancio, the contact the players are looking for] gonna get 

interrogated pretty soon. Sooner rather than later. 

Cutter: I did this on the way here. Or like eight hours ago. 

GM: If it's eight hours ago I'm gonna say that it costs two stress, seeing as it was kind of 

short term. 

Cutter: It was very stressful trying to find the right book, since it is a man that we really need 

to rescue. 

GM: Yeah, so you can choose to push if you want. 

[They consult the rules on assisting others during flashbacks.] 

Slide: I would have helped,yes, yes. 

[Cutter rolls two ones, making it a failure] 

GM: You actually you gain a perfect blueprint of this electricity network of this building, and 

you go “Holy sh**, we've made it. We've got the jackpot.” And you remember that now. You 

fold it out, You see that this is from Coalridge, not from crows foot. This is like four miles 

away! 

Cutter: [IC] “These blueprints... It's from the barn in the other district.” 

Slide: [IC] “Well, you f***ing picked it out.” 

Cutter: [IC] “You weren't helping me out weren’t you? You were looking at it with your 

two- I thought you were smart, you know I am not.” 

Slide: [IC] “Motherf***er it’s not the time for this.” 
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[They ask for permission to swear, and they are allowed, as it is censored in the transcript 

anyway.] 

GM: So I'm afraid to say that didn't help sh**. You're still here. You hear some- you can't 

really discern it but you hear some arguing from outside. 

Slide: We don't have time but let's just go for it. Let's just go here and let's try this door. 

Cutter: Let's go. 

[They bring up the age-old mantra of “Never split the party”, concluding that it’s more of a 

guideline and does not apply to this game anyway] 

Slide: I'll take this door alone. [Pointing to drawn map of the location] If I have found 

something, I'll throw my lighter here. If you hear a clank just try to come to me. 

Cutter: [IC] “If you do that, the guard will hear. There's one left.” [OC] We’re gonna run off 

here. [Referring to map] 

Lurk: I’ll keep an eye out. 

GM: You'll keep an eye out. 

Lurk: How do I alert though, if something happens. 

Cutter: You would know that swallows do sometimes nest in these buildings. If you can do 

an accurate depiction of a swallow noise we’ll know it's you unless you do it very well. 

Lurk: I’m not gonna sound like a bird. 

GM: So you could potentially roll things for sounding like a bird, though it would be very 

out there. 

Lurk: I'm thinking what kind of sounds I can make that can be convincing in some way 

I don't know. Is the entrance door made out of metal? Can I just throw something at it? And 

just use the loud noise of it? 

GM: You can probably find some metal scrap around here maybe, like a loose nut or bolt. 

[Throughout this exchange, the Cutter is making the sound of a dying mouse.] 

Cutter: It’s a dying mouse. 

GM: [laughing] the signal is a dying mouse 

Lurk: I'll sound like a dying mouse, I’ll try my damn best. 

GM: You can pick that up, planning to do something like that. So where will you be 

positioned, then? Will you follow them as they're taking a look at these two rooms? Are you 

going to be waiting at the ladder? Or are you going to be waiting still here? 
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Lurk: Can I be above those rooms? [Referring to the rooms the other two are planning to 

explore] 

GM: if you want to be above those rooms, the rooms go all the way through to the top. 

Lurk: They go all the way to the top? 

GM: Yeah, you were also able to see them from outside before. They stick out a little bit on 

the sides. 

[They begin to criticize the design of the building, bantering with the observer who designed 

it.] 

GM: But basically yeah, it's kind of a weird clover shaped kind of industrial building. 

Cutter: On the outside, it's just a perfect square. 

GM: Oh no, it's not. You do see these parts where it goes in like a meter. But you [To Lurk] 

can't be above the rooms. 

Lurk: I’ll remain on the catwalk. No problem. 

GM: Will you make your way here? 

Lurk: Yeah. I’ll roll walking. 

Cutter: I would say walking there would be prowl or finesse. 

GM: I would also say that is a risky action and the risk is that you might fill up the clock a 

bit. I mean you could again take a group roll if you want on this if you all want to use the 

same skills. 

Cutter: Yeah, if we all use the same skill only one needs to succeed for us all to succeed. 

Slide: I can lead then. 

Cutter: let's finesse or what are we doing? 

GM: Finesse or prowl? 

Lurk: We finessin’. 

[The roll a group action with one of the results being a six, making it a success, but one of the 

results is a one, making the leader take one stress.] 

Cutter: [IC] “I’m a bit bulky” 

[GM consults the rules for a bit] 

GM: You guys make it. You [To Cutter] just stumble and like almost Faceplant. At that point 

[Lurk] just kind of slides under you to catch you, to muffle your fall. Beautifully self 

sacrificial. It's honestly very impressive and you guys make your way down the ladder while 

[Lurk] stays above in the shade. 
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Lurk: Do you want to split the rolls for the next step? 

GM: I'd probably say that this is the next step because you two [Cutter and Slide] are not 

going to be able to help each other out unless you go to one door first with the two of you and 

then the other door with the two of you. 

Cutter: Obviously if I'm opening one door, the other ones wouldn't be able to assist unless 

they’re very creative with it. 

GM: So I don't think you guys can group roll on this one. So basically you guys are here at 

the top of the ladder and you both want to roll to get to the door and it's going to yet again be 

a risky roll with the risk of filling this clock [“The guards are alerted”]. And you're doing 

pretty well actually like this one. This one shifted you quite further into the beast’s den. 

Cutter: I want to use finesse to get to my door 

GM: Sure thing, I'll allow it to be one roll for getting down there finessing it. 

Cutter: The ladder or the door? 

GM: This is for getting down the ladder and the door. The ladder is sturdy enough. [Cutter 

rolls a five] All right, it's a five. In that case, you get to your door, and it isn’t locked. 

Cutter: I carefully put my hand on it 

GM: Yes, you open the door, and the doors here really creak and then you slip in and just 

before you close the door you hear another [creak] but it comes from across the room and 

Craig (one of the guards) appears together with the unnamed annoyed fellow on the other 

side. 

[They joke about smokers] 

Slide: At the same time, I will prowl down [Rolls a six. Full success.] 

Cutter: Your door actually just- 

GM: Yeah, it's smooth. It's very smooth. 

Cutter: They have oiled this door up the day before. 

GM: Yeah, they actually- 

Cutter: But not the other door because the oil ran out. 

GM: All of them are creaky, but you actually feel something shifting you feel like “Aw man, 

I think I just fixed this door,” and it just doesn’t creak. [The group laughs] 

Lurk: The pure sweat of the hand... 

Cutter: Damn, the sweat just ran into the joints. 
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[GM Consults the rules] 

GM: I will resolve your [Cutter] room first. 

Cutter: I open my eyes. What do I see? 

GM: You open your eyes and you see an old office, like old old, like with cobwebs and it 

doesn't seem like the people that are occupying the space right now care a lot about 

accounting. This seems to be rather empty. Maybe storage here as well like some filing 

cabinets and the desks of course. 

Cutter: And what was the electricity called in this world? 

GM: Electroplasm for the electricity, yeah 

Cutter: Okay. An electroplasmic lamp lights above my head as I realized that this place 

might have a blueprint. 

GM: Fair enough, fair enough. Yeah, well I’ll allow it, I'll concede. 

Cutter: And I wanna survey the room. 

[The GM consults the rulebook and makes some fortune rolls to determine an outcome in his 

head while the players have some off-topic discussion for two minutes.] 

Cutter: I do want to see if I can find a blueprint of the building. 

GM: Alright, can you roll me a controlled roll for that? 

Cutter: Yeah. I scan the room with my beautiful shining eyes. [Rolls a four, making it a 

partial success.] 

GM: So yeah, basically you actually f***ing find blueprints here. 

Cutter: But is it up to date? 

GM: You don't know. But this building is not really up to date in and of itself. 

Cutter: Ah, of course of course. 

GM: You think “Ah, this might be old,” and then you look around and realize you're in an 

old place. So you also find strangely enough not looted, a little lockbox with some coin in it. 

Cutter: A open lockbox? 

GM: Well- 

Cutter: That defeats the point of a lockbox. 

Lurk: A locked lockbox? 

Cutter: An unlocked lockbox? 
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GM: It's old and rusty. You touch it and it just turns into rusty powder and you can add one 

coin, but it will take a load. 

[The GM then notes that he is uncertain if this is allowed, but he made the ruling anyway. He 

then moves onto the room that the Slide intends to explore. 
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7.2.3 BitD Transcript C 

[Lurk tries to jump onto a guard using a prowl action, which is a desperate action with great 

effect, the GM gives him an extra die, which is a rule break, and Lurk rolls a six, which is a 

full success.] 

GM: I'll say this guy this guy gets f***ing demolished. You really just kick him in the head 

from above, snd he slams on the ground and it's not quiet. 

Lurk: No. [laughs] 

GM: He doesn't really get to say anything. You basically knocked him out before he falls on 

the ground and you definitely feel something crack but you think you haven’t killed him. 

[The group laughs] 

Cutter: Is that better? Or is that worse?! [laughing] 

GM: Well, I mean… So like, you do it. You'll hear someone go, “Steve? Steve, what’s going 

on?” and you hear someone start walking, but this guy’s knocked out so you also mark one 

XP for desperate action. 

[They discuss how XP works] 

GM: I think, since he came from round here right? - 

Lurk: I did a drop like I meant to do when he was at the door, that was my- 

GM: Yeah all right that's okay. That's when he’s still at the door, so that's fun because then 

you- 

Cutter: Can I just open the door at the right moment and see this? 

Lurk: He might be in the way of the door. 

GM: I’ll allow it. Because basically, since he’s below the catwalk you don't just drop down, 

you kind of like, grab onto the side of the catwalk and swing yourself down. But yeah, [Slide] 

definitely hears a kerfuffle outside and as you [Cutter] open the door with your eyes kind of 

aimed up towards where you thought [Lurk] would be. 

[They clarify where they are positioned in the scene] 

GM: You [Cutter] don't see it happen but you see the direct aftermath. And you [Slide] hear 

someone walking, and you hear a kerfuffle outside the door. 

Cutter: [IC, to Lurk] “What about the signal??!” 

Lurk: [IC] “That is the signal.” [The whole table erupts in laughter] 

Cutter: [IC] “ Sh**, All right. All right. Let’s hurry.” [OC] I want to take the body with me 

into this room. 

Slide: Where I am laying on the floor belly down. 
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Cutter: Yes, yes. 

GM: If you guys want to drag this guy in, I'm gonna say that is risky. I won't say desperate 

cuz you guys, you know, but risky. Definitely risky. 

Cutter: So how many guards are there three? Right? Or two? 

GM: Well, there's the smoke hater who just went into this one? Yes. And there are two 

guards here. And there's one. And there’s the crumpled one. [Everyone laughs at the use of 

the word “crumpled”] And that's Craig actually, you just crumpled craig. Well, hey, at least 

dead people can technically become robots in this universe. So like, he has a second chance. 

[They continue laughing] 

Cutter: So when I grab him I say “Wait, grab the arms, I’ll grab the legs! Let’s go in.” and I 

use command. 

GM: Yeah. All right. Okay, sh**. In that case- 

Lurk: That's risky. two dice. 

GM: Risky, two dice. Anyone gonna assist? 

Cutter: Do you [Lurk] wanna assist? 

Lurk: Yeah. 

GM: All right. So then take one stress and you [Cutter] get an extra dice. 

Cutter: Damn, four. 

GM: That’s a mixed success unless you want to push yourself or get a devil's bargain. 

Lurk: We don't need perfect discretion. 

Cutter: What is the Devil’s bargain? I want to hear it before I take anything. 

[They discuss how the Devil’s bargain mechanic works.] 

Cutter: So what is the bargain? 

GM: The bargain might very well be that there's just a chill in the air and the guard that's 

going to check might not feel as safe as he used to. And might bring another guard with him 

perhaps from outside. 

Cutter: All right, I will take that bargain. [Rolls a five.] 

[They fistbump, while knowing fully well that it didn’t make a difference.] 

GM: You carry him in and as you drag him in, you hear the front gate which you think it’s 

the front door because it sounds from that direction, it can only be the front door. [As guard] 

“Oi, can one of you come and assist us in here, something fishy’s going on.” 
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Cutter: [As second guard]”Oh, why do you think that? Is it your gut again or are you just 

hungry?” 

GM: [As guard] “Those are the same thing. It's not my IBS I promise. Come on.” 

Cutter: [As second guard] “Yeah, okay. Okay.” 

GM: [As GM] You hear there’s a second guard now. The guard in the middle is still just 

chilling. You don't see him, you just hear him whistling. 

Cutter: Alright, so since we got into the room with his guard- 

GM: Yeah, you [Cutter & Lurk] see [Slide], probably just rolling around a bit by now, 

probably they're getting up by now. And you [Slide] turn around and see your buddies with a 

body, that’s not bent correctly. 

Slide: [IC] “Where was the signal?” 

Lurk: [IC] “That was the signal!!” 

Cutter: Okay. So, the room. You said there were crates. Are there planks and stuff, too? 

GM: There are planks, yes. 

Cutter: Cool, I want to block the door. 

[They discuss the logistics of the room and how to block the door.] 

Cutter: So my plan is to put a plank in the handle and with the wall, so when they open, It 

doesn't. 

GM: That's actually pretty smart. I'm just gonna say that you can roll a controlled action for 

that. Just for the record, there's windows all the way up. There's no windows on this floor. So 

you assume that unless you get real creative if you're gonna have to take this way out again. 

Cutter: Alright. So I say to you [Lurk], because you're not busy, saying, “Hey, grab the 

plank. Help me out here. Let's do this”. I roll a command action. 

GM: Command. All right, fair enough. So that means you [Lurk] want to assist then? 

Lurk: I’ll assist. 

Cutter: [Rolls three dice.] four. (Partial success) 

GM: All right, in that case, you guys find a pretty sturdy board despite a lot of them being 

kind of old and moldy, and you manage to see that with one of the newer crates you can get 

one of the boards loose and you now have a pretty sturdy oaken plank. You wedge it in and it 

fits really well and then when you put in the last bit it slams down on your toe. You have a 

crushed toe, level 1 harm. 

Lurk: I can't believe I'm the only unharmed person. [Everyone laughs] 

GM: You’ve just been good at avoiding it. 



48 

 

  

[They joke about how the guards are suspicious even though the clock isn’t filled yet, but 

they conclude that it’s because the guards haven’t spotted anyone yet, they are just suspicious 

of things happening.] 

GM: So in this room, you [Slide] know there's a way down and they [Cutter and Lurk] 

quickly notice the hatch as well. 

Cutter: [IC] “So what are you lookin’ at?” 

Slide: [IC, Whispers] “There’s people there.” 

Cutter: [IC] “You should’ve said that sooner! [Pause] What happened to your hand?” 

Slide: [IC] “The f***ing door is heavy - the hatch.” [The group laughs] 

Cutter: [IC] “It looks like the door punched your arm, are you sure you’re okay?” 

Slide: [IC] “Listen, I’m not having a good day.” 

GM: You can hear the door handle start to rattle. And rather than hearing people go “Oi, 

open up!” you instead hear, “Hey, what's up with the door? Is it locked?” 

Slide: [IC] “Let’s go down!” 

Cutter: [IC]”Yes.” [OC] We want to go downstairs. 

Slide: I will lead a group action to finesse our way down. 

GM: All right. 

[Everyone rolls a three, which is a failure, clarification is made about the rules regarding 

pushing group actions. It is ruled that they may, but they decide to just take the failure 

anyway.] 

To be sneaky. Like we're just going in and we can just deal with the people inside and that's 

fine. 

GM: Alright, you're going down and you just tumble and then you come to a standstill again 

Cutter: And then we hear the echo just down the hall. 

Slide: That hatch is just cursed! [The group laughs] 

GM: The voices [in the cellar] fall silent. And then you hear, [Muffle voice of someone 

who’s been gagged.] 

[They joke about how it sounds like a motorcycle.] 

GM: So, yeah, you look at each other and you think that you might have lost the element of 

surprise here. 
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[The group erupts into laughter.] 

GM: Yeah. So, that's gonna be a consequence. Yeah. So basically just before cornering the 

staircase- 

Slide: Who wants to go first? 

Lurk: I like risks. 

GM: You like risks? I mean, who of you is the most sturdy? 

Lurk: I don't think that's the appropriate question. 

Cutter: I’ll be here to protect you, I’ll go first. What do I see besides the stairway? 

GM: Alright. So as you walk down you're gonna see an opening into a cellar. but you're not 

in that room yet, you're going towards the opening. You don't really see enemies or anything. 

So basically you've rounded the corner now, and you can see what's in front of you. That's 

where you're at. [Pause] This is kind of me inquiring how you're going to approach entering 

this room. If you're planning to enter in, assuming you're planning to enter in. 

Cutter: I want to go in and check it out, I put my shoulder against the doorway and see the 

room. 

GM: Alright. 

Cutter: And go back in just like a clownfish. 

GM: Alright... 

[They begin joking about Finding Nemo as a Victorian Musical.] 

Cutter: So, I peek in. 

GM: Well, roll for it. 

Cutter: Well, I open my eyes. [Everybody laughs] I use survey to survey my surroundings 

with both of my eyeballs and [rolls] roll a two. 

GM: You actually see something, you see a woman with a club around the corner, and she 

swings it at you, as you also get a really good chance to really see this club up close. 

[They consult the rules on how protecting teammates works] 

Slide: I will watch. 

Cutter: I look her in the eyes as she's gonna whack me over the head I want to stand my 

ground, take the hit and intimidate her as I don’t wanna flinch. [The group laughs] 

GM: So you’re just gonna say, “all right, I won't get hit but you'll f***ing respect me.”? 

Cutter: Yes. Instead of getting hit right in the head, I want to get it on my shoulder or 

something. But I still want to be intimidating. 
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[They consult the rules on how resisting damage works.] 

GM: Alright, so instead of a concussion, you get a black eye, level one harm. I mean it's not 

black and blue yet, but you can feel it, like you go “Oh f***. That is gonna be black and blue 

by tomorrow.” 

Cutter: Okay, so as I peek around the corner she whacks me over the head. And I pull out a 

gun. 

GM: I mean, I'm gonna actually say that you stumble into the room. And that kind of leaves 

it open for your teammates to come in as well. 

Cutter: Sure, I do that. And I pull out a gun. 

GM: Cool, you have a gun in your hand. 

[They all make reference to a meme about guns, then then discuss some options that would 

be available to them, like sneaking up in spite of her knowing where they are, or talking their 

way in.] 

Slide: I will go up and say, “Wait, wait, wait, wait, we're not here for you. Let's talk.” I roll to 

sway. 

GM: Alright go ahead. That's gonna be risky. 

Slide: [Rolls] Five. 

GM: Five. So, she reflexively turns around and hits you in the arm. 

Slide: [Laughing] Is it the same arm? 

GM: [Laughing] Yeah, but it's at a different place, you’re going to have like one robot arm 

by the end of this. [Pause] But she does step back after that, after you take one harm 

Slide: How rude. 

GM: Yeah, you go “How rude,” and so she steps back and is confused for a second. And this 

can allow someone basically to take an action either with increased effect or controlled 

position and standard effect. Risky increased, or controlled standard. 

Slide: So I can attempt to sway again? 

GM: Oh yeah, definitely. Because she's kind of discombobulated right now. 

Lurk: Can we just pretend to be like, the boss's command? Just full bs as a distraction. 

Cutter: We're hired in thugs. 

Lurk: Like, she f***ing clubs us and we’re like, “hold on. we're the higher ups.” Just full on 

bs that. 

Slide: I was thinking more like using intimidation like we’re three, you’re one. We're taking 

the guy. Let us get on, and you don't get hurt. 
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[GM asks them to roll 1 die each to see if they recognise the woman, they all fail.] 

GM: Yeah, you can attempt to sway. 

Slide: So I'm just saying, “we're 3-to-1, we're taking the guy and you don't get hurt.” 

GM: Yeah, 

[GM asks for clarification on how they are swaying the target.] 

Cutter: So you’re just intimidating? I want to aid that because I’m still holding the gun, 

pointing it at her. 

[After some more joking and clarification on rules, Slide rolls two sixes with aid from Cutter. 

A critical success.] 

Lurk: I feel like we're really succeeding the only things we need to. 

GM: [Dumbfounded] So she basically sees you, and she still sees this confidence in your 

eyes that just tells her “ah, these guys have an army waiting upstairs. Like, this is serious 

sh**.” She also thinks, “alright these guys don't know who I am, so I'm just gonna-” and she 

says [IC, as Bell (The woman)] “Alright alright, you can take him, you can take him you can 

take him. This is not worth it, I don't get paid enough for this” 

GM: You see [tied to a chair] a Tycherosian, which for newcomers means a person from a 

far off land with blood heritages of demons. This basically means you can make your 

character Tycherosian and you can kind of make him look however the f*** you want. 

Lurk: So is he a demon? 

GM: No, you see a person with feline features. Someone with too much hair on his face and 

ears that are higher up. 

Slide: So a genetically engineered cat man? 

[GM defends his decision to make Amancio a cat man, they all joke and laugh.] 

Lurk: Whiskers? 

GM: Yeah, but he has a piece of cloth bound around his head. Amancio, that is. You 

recognize this person. 

Cutter: I'm rubbing my shoulder from where she hit me but I stay at the door to make sure 

that she doesn't go up. 

GM: She actually walks into a corner and just throws out a pistol or two. 

Cutter: Don't mind if I do all right. 

GM: Sure, if you want to use three guns. 

Cutter: I might need them to throw around. 
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GM: At this point you hear Amancio go “[Aggressive mumbling, then the sound of him 

spitting out the mouth gag, revealing his overly raspy accented voice] Thank you. You have 

saved Amancio.” 

[Everyone cracks up in laughter.] 

Cutter: [IC] “Wait, have you always talked in third person?” 

GM: [As Amancio] “Yes. We know each other well.” 

Cutter: [IC] “I know. What have they done to you?” 

GM: [As Amancio] “They tied Amancio up and she was hitting Amancio in order to spill 

Amancio’s secrets.” 

[Everybody erupts into laughter at hearing Amancio’s voice, and joking about speaking in the 

third person] 

GM: [As Amancio] “Now untie Amancio and help Amancio out here.” 

Cutter: [IC] “I’m already on it, can’t you see-” 

GM: [As Amancio] “You might not see it, but Amancio is desperately suffering.” 

[They continue getting into bouts of laughter and joking about Amancio’s voice.] 

Cutter: I’m just untying him as he is asking for help, and I reply with, “[weakly] Yeah…” 

GM: [As Amancio] “Thank you, Amancio’s blood can flow once more.” 

Lurk: I leave. I leave! [Everybody breaks into laughter] I check on the door. 

GM: [As Amancio] “Now let Amancio and his friends go and leave,” and he stands up and 

he remains still for a second and he just falls onto the floor. 

Cutter: [IC] “You’re not doing it right! Ah, for f***s sake!” I carry him. 

GM: I did this because I want to spare you guys and myself, from his voice. 

Cutter: he fainted because of blood loss or something. 

GM: Yeah, or just bludgeoning. 

Slide: He stood up too quickly. 

[They continue joking about this.] 

Cutter: I put him over my shoulder and I put the cloth back over his mouth. [Everyone 

laughs.] Then I pat him on the back and I nod at the woman. 

GM: [As Bell] “Honestly, not even that mad that you’re taking him.” 

Cutter: [IC] “Yeah, I'm doing you a service.” 
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GM: [As Bell] “Alright then, cheers.” 

Cutter: [IC] “Cheers.” 

GM: [As Bell] “F*** you though,” [Pause]You now hear [thumping noises] faintly from 

upstairs, because, as you might remember, there’s still a situation. 

Cutter: Well, let's go back. But then again, [IC, to Bell] “Is there another way out of here?” 

GM: [Sarcastically, as Bell] “Yeah sure, our secret exit in this old dilapidated- No.” 

[They joke about Amancio’s voice again.] 

Cutter: I want to roll command to make her... 

GM: Yeah, roll a controlled command. 

Cutter: [Rolls dice] Five. 

Lurk: I'm entirely out of it. What are we making her do? 

Cutter: I am asking her for another way out? Because the other way we heard some 

knocking. 

Lurk: I really just picked up “I make her. Just roll.” [Everyone laughs] 

[They joke about what it means to “make” her.] 

GM: I mean, she just goes, “Hey man, I don't know what to say, there’s no secret entrance. 

It's a cellar, it’s not a hideout.” 

Cutter: [IC] “So there’s only one way up?” 

GM: [As Bell] “That way.” 

Cutter: Alright. And I go. 

[They go upstairs, and hear through the blocked doorway the guards trying to open the door, 

but thinking it is one of their friends. The players eventually hatch a plan to pose the body to 

escape by creating a bizarre situation with the crumpled body of the guard, and hiding. It 

works.] 
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7.3 Story Plan Provided to GMs 

Adventure Background: 

The Shadows, our protagonists’ crew, has a contact who is usually a very reliable source of 

information. This contact is Amancio, a deal broker with an ear and an eye on every dark 

corner of Doskvol. This is someone who the Shadows have trusted in the past to provide 

valuable tips for their scores, and has helped the Shadows make a name for themselves in the 

Underworld. 

  

Now Amancio’s luck is about to run out, as the Crows, a major gang in Crow’s Foot, have 

kidnapped Amancio in order to pry him for information and leverage that they can use to end 

the ongoing gang war in Crow’s Foot. The Shadows, who are currently using the chaos of the 

gang war to their benefit cannot afford to have Amancio spill too much information, nor can 

they afford to lose such a valuable contact. 

  

After finding out where Amancio is held, the Shadows hatch a plan to get him away from the 

Crows… 

  

Factions 

The Shadows (Player Faction): 

You are the Shadows, a relative newcomer gang to the underworld scene, who has already 

made a minor name for themselves through a series of daring robberies, sabotage jobs, and 

espionage missions for shady clients, taking advantage of both sides of the gang war in 

Crow’s Foot. Your hideout is situated in the backroom of a Tavern known as the Tall Lady, a 

pub built in an old clock tower in Crow’s Foot. You also own a carriage and a couple of 

sturdy Akorosi goats to pull the carriage with. 

  

The Crows: 

The Crows claim all of Crow’s Foot as their turf, and everyone in the district pays up the 

chain to them. That is, until recently, when Lyssa, a fearsome killer, murdered the former 

boss of the Crows, Roric, and took over in his place. Now that the Crows are under new 

leadership, their control of the district is slipping away, as their vassal gangs, the Lampblacks 

and the Red Sashes, resume their longtime feud with one another, and end the truce they held 

under Roric’s rule. Their HQ is in an abandoned City Watch tower in the center of Crow’s 
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Foot, and they operate several gambling dens in Crow’s Foot, and extortion rackets at the 

Docks. 

Notable NPCs: Lyssa (leader, brash, killer, noble family). Bell (second-in-command, loyal). 

  

The Lampblacks: 

A fearsome gang of leg-breakers and mayhem-makers with humble beginnings as former 

lamplighters put out of business due to the advent of light bulbs and streetlamps. Now they 

run drug smuggling operations and several brothels across Crow’s Foot out of their HQ in the 

office of a local coal warehouse. Currently at war with the Red Sashes over turf and 

vengeance for some deaths, and are recruiting extra muscle in the district to help fight, and 

they don’t take no for an answer. They are seen as folk-heroes among the working class, as 

they appear to be lovable rogues standing up to the man. 

Notable NPCs: Bazso Baz (leader, charming, open, ruthless, whiskey connoisseur). Pickett 

(second, shrewd, conniving, suspicious). Henner (thug, loyal, reckless) 

  

The Red Sashes: 

A small contingent of master sword-fighters from Iruvia, who use their sword-fighting 

academy/temple as their HQ. They operate a handful of high-end drug dens across Crow’s 

Foot and the Docks, making use of their Master Alchemist to provide such potent substances 

for the elite of Doskvol to abuse. Several members of the Red Sashes are sons and daughters 

of Iruvian nobility and diplomats in Doskvol, and thus the Red Sashes have connections with 

powerful Iruvian families. They are currently at war with the Lampblacks over turf and 

vengeance for some deaths, and are recruiting free blades around the district to aid them in 

their conflict. 

Notable NPCs: Mylera Klev (leader, shrewd, ruthless, educated, art collector). Kala 

(second, cold, killer, master sword instructor) 

  

GM Notes: 

●       Amancio is kept in the cellar of an abandoned distillery, where the Crows are 

torturing him for information. The Players know he is in the distillery, but not his 

exact location. 

●       Bell (Crow’s Second in command) is the one doing the torturing. 
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●       The main entrance is guarded at all times, and the guards are not openly hostile 

towards the players at first, but they will try to keep anyone that isn’t a Crow out. 

●       If combat happens, regular Gang members use the Thug statblock (MM pg. 350), 

Bell uses the Spy statblock (MM pg. 349) 

○       2 Thugs = Easy Encounter 

○       3 Thugs = Medium Encounter 

○       3 Thugs + 1 Spy = Hard Encounter 

●       The crows are a tier II faction, treat them as such when the players make rolls 

against them. 
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7.4 Character Backgrounds Provided to Players 

  

Character backgrounds/info 

  

Classes: 

Fighter/Cutter 

Rogue/Lurk 

Bard/Slide 

  

The Shadows (Player Faction): 

You are the Shadows, a relative newcomer gang to the underworld scene, who has already 

made a minor name for themselves through a series of daring robberies, sabotage jobs, and 

espionage missions for shady clients, taking advantage of both sides of the gang war in 

Crow’s Foot. Your hideout is situated in the backroom of a Tavern known as the Tall Lady, a 

pub built in an old clock tower in Crow’s Foot. You also own a carriage and a couple of 

sturdy Akorosi goats to pull the carriage with. 

  

Name: Fighter/Cutter 

Background: City Watch (former Bluecoat) 

A former bluecoat (cop) who for one reason or another left that life behind. After a 

series of circumstances they have become an important part of a crew of upstart small 

time criminals known as the Shadows. 

Vice: Stupor - the Leaky Bucky Tavern, Crow’s Foot 

Connections: 

-          Friend: Sawtooth, a physicker (Doctor) 

-          Rival: Mercy, a cold killer 

  

Name: Rogue/Lurk 
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Background: Urchin 

Living in the streets is a hard life with hardships and dangers around every corner. In 

this dangerous environment however, this person has to adapt to survive. They are 

experienced with stealing from unknowing civilians, and getting out of danger most 

others couldn’t out-run. Now they are looking to put their experience to the test by 

joining the crew called the Shadows. 

Vice: Gambling - Spogg’s dice game, Crow’s Foot 

Connections: 

-          Friend: Frake, a locksmith 

-          Rival: Darmot, a bluecoat 

  

Name: Bard/Slide 

Background: Charlatan 

         Always drifting from place to place with a smile on their face, this person is a 

swindler through-and-through. They’ve made a meagre living for themselves off of tricking 

people into giving them their hard-earned cash, and now look for more substantial means by 

throwing their lot in with the Shadows. 

Vice: Luxury - Singer’s bath house, Crow’s Foot 

Connections: 

-          Friend: Klyra, a tavern owner 

-          Rival: Bryl, a drug dealer 

  

 

 


