m} 8 ?

s
il

}' L[ -‘r %) ul"f|, |rjmi' "
ol

@*ﬁ"\:_w 1 et
-_"I",'J“i ifiki8 ? - ‘ f
hATYY PR




MAR DE ORO GM TOOLS Introduction

How to Use This Booklet

A compact preparation and live-play reference

This booklet is a visual reference. Use it to structure sessions quickly, keep pressure visible, and make consequences
easy to track during play. You do not need every tool at once. Start with the core loop, then add the other tools only

when they support the current session.

1. Pick only the tools you need

Most sessions work well with a session
objective, two or three active factions, one

to three clocks, and an end-of-session
update. Use more only when they add clarity.

2. Let the fiction lead

These tools do not replace GM judgment. They
help you record what is under pressure, what
changes when the players act, and what
happens when time passes.

3. Keep consequences concrete

Instead of saying things got worse, name who
acted, what changed, and what the players
now have to respond to.

Recommended prep loop

Define the session objective. Choose active
factions and current moves. Identify one or
more clocks. Build a clue web if truth must
be discovered. Prepare one hard choice.
Prepare likely consequences. Use the scene
spine and pace guide. End with a short
review.

Golden rule

Show the warning. Name the pressure. Let the
players choose. Then advance the consequence
only when the world has actually moved.

MARDE ORO « GM TOOLS
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Recommended reading order

Read Clocks, Session Objective, Factions & Moves, and End-of-Session Update first. Those four tools form the
core loop of campaign play. Add Clue Web, Hard Choices, Consequence Planning, and Pace Guide as needed.
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GM TOOL 1: CLOCKS

WHAT THEY ARE AND HOW TO USE THEM.

&
..,

2. WHY IT WORKS

£ 3. How 1O USE IT

MAKES PRESSURE VISIBLE.
Everyone can see what's coming.

A clock is a segmented tracker
that represents a threat, plan,

instability, progress, or TURNS DELAY INTO CONSEQUENCE.

deteriorating condition in the Waiting has a cost in the fiction.

fiction. It advances over time
MAKES FAILURE PRODUCTIVE

WITHOUT STOPPING PLAY.
Every result moves the story forward.

as triggers occur.

NAME - ADVANCE WHEN
What the clock The triggers that
represents. cause the clock ;
to move forward. | ADVANCE WHEN:
| o Albion interrogates someone
SEGMENTS

o WHEN FuLL

The consequence
that happens

The total number
of ticks before
it completes.

when the clock
completes.
PROGRESS
Filled segments ® VISIBILITY WHEN FuLL:

show how close
it is to completion.

Keep it visible so
everyone can see
the pressure build.

ADVANCING EVERY FAILED ROLL.
Failure isn't the only way pressure builds.

VAGUE OUTCOMES.
“Bad things happen” is not a consequence.

UsING THE CLOCK TO FORCE A SCENE.
Clocks create choices, not railroads.

DESCRIBE
THE FICTION.
Establish the threat,
plan, or condition
in the world.

who knows the asset.

# Albion gains access to sensitive
records or communications.

o Albion pieces together a clue
that reveals the asset's identity.

Albion identifies the asset.
They act—capture, track,
or destroy the asset.

SHOW THE NEW
PRESSURE.
Describe the

change and what
it means now.

ADVANCE THE
CLOCK IF A
TRIGGER OCCURRED.
Mark one segment
(if the fiction
supports it).

RESOLVE
THE ACTION.
Call for rolls or
judgement and

see what happens.

g, 6. GooD PRACTICE

ADVANCE IT ONLY WHEN
THE FICTION SUPPORTS IT.

Let the story justify the move.

SHOW WARNING SIGNS.
Foreshadow what the clock
tells you is coming.

DEFINE A CONCRETE CONSEQUENCE.

Be specific about what happens
when it fills.

e SHOW THE WARNING. NAME THE PRESSURE. LET THE PLAYERS CHOOSE. e




GM TOOL 2: SESSION OBJECTIVE

WHAT IT IS AND HOW TO USE IT.

L

- 2. WHY IT WORKS

Al : fre s = - I/@\ KEEPS THE SESSION FOCUSED.
SeHlonObjecey - g \_J/ Everyone knows what success looks like.

the table one clear direction
/ > CLARIFIES THE STAKES.

/  Defines what is on the line and why

for the session.

: - it matters, g
It answess:'What matters ;2 CHOOSE DEFINE DEFINE DEFINE WHAT
- ? f - o
most right now? HELPS THE GM PREP CONSEQUENCES. THE OBJECTIVE. SUCCESS. DLLA’I‘)’FA]LUR_’I:.. E-Il.h:}i:::,:;;F
Clear outcomes make prep faster Statne o t%u“g tt docs,wmmng CHLEL 2 %
o TE T the session is look like? they fall short? What changes
playse Ber- about. if they walk away?

., 6. Goop PRACTICE

g, 5. EXAMPLE

OBJECTIVE ____, The one clear task the | SECURE THE ORIGINAL LEDGER

session is about. o KEEP IT CONCRETE.

Obtain th iginal led :
B T Use clear, specific verbs and

SUCCESS — _ What happens when the before the auction ends. >

objective is achieved. tangible outcomes.

The party gets the ledger.
~ What happens if they Gain an advantage and new leads.

DELAY " succeed, but not in time

or at a cost. The ledger changes hands. MAKE SUCCESS CHANGE

. They can still pursue it, but THE SITUATION

FAILURE —~o  What happens if they it costs more and time is short.

attempt and fail. Tie success to meaningful

Rivals secure the ledger.
They gain leverage and act first.

results, not just “progress”.

What happens if they

IGNORED —o :
choose not to pursue it.

©,

The ledger’s secrets are lost

: LET FAILURE CONTINUE
or exploited by someone else.

THE CAMPAIGN.

Consequences should create
new problems, not dead ends.

VAGUE GOALS.
“Find info,” “deal with the threat” are not objectives.

® MULTIPLE COMPETING PRIMARY OBJECTIVES. —

Too many directions, no real focus.

NoO CONSEQUENCE FOR DELAY.
If time doesn’t matter, choices don't either.

.CTION. LET THE STAKES CREATE MOMENTUM.




2. WHY 1T WORKS : &% 3. How TO USE IT

/7> KEEPS THE WORLD MOVING.
Factions are active { @ |  Events happen even when the

: — players look elsewhere. E
powers with goals,

Factions act, adapt, and pursue

A "-I PREVENTS STATIC NPC GROUPS.
assets, and “‘ '

h S their own agendas. [ 7 L
current moves, 2 . | DEFINE WHAT CHOOSE A
| % CREATES OFF-SCREEN PRESSURE. FACTIONS. EACH WANTS.  CURRENT MOVE.  RESULT IN PLAY.
\ @ Choices matter beyond what the Pick 2-3 factions State their objective  Pick what they are Reveal the outcome
b players can see. | that are in motion in one clear line. doing about it through events,
right now. right now. signs, or complications.

&, 5. EXAMPLES

r &
l DucHY OF HELLER

ALBION

Objective: Maintain control | \ Objective: Regain lost
and expand influence. lands and prestige.

USE ONLY 2—3 ACTIVE FACTIONS
PER SESSION.

Who they are.

_JTT 3 8 FACTION

OBJECTIVE

—

Keep the focus tight and the world
manageable.

Current Move: Tighten | Current Move: Forge
border patrols and demand | alliances and raise a levy.
new taxes.

What they ultimately want.

PUBLIC FACE Status: Growing
How they present to the world. Status: Strong If Ignored: Military
If Ignored: Civil unrest | pressure on the borders.

-®
# X CURRENT MOVE and heavier crackdowns,
-l

MAKE MOVES CONCRETE.
Use actions with clear stakes and
visible results.

What they are doing right now. > e -

|

el
B
I THE CLANN

Objective: Preserve the
old ways and their lands.

STROOMDIJK SYNDICATE

R Objective: Control trade
i and undercut rivals.

STATUS
Where their power stands.

il
=
LET IGNORED FACTIONS

IF IGNORED ACT OFF-SCREEN.

Current Move: Smuggle Current Move: Gather

What happens if they are

g R ) weapons l.hruugh the fog. support among the clans. They don’t wait for permission.
> 7, Status: Hidden Status: Restless
If Ignored: Black markets | If Ignored: Raids, feuds,
spread and corruption grows. | | and roadblocks increase.

MAKING EVERY FACTION ACTIVE AT ONCE. At the end of the session, ask:

Too much noise drowns the story.

iﬁr WHO WAS IGNORED MOST?
4§~ WHAT DO THEY WANT?

s é 5
FACTIONS THAT ONLY REACT WHEN *’ WHAT CAN THEY DO NOW?

THE GM REMEMBERS THEM. - WHAT SIGN APPEARS NEXT SESSION?
Factions need agency, not reminders.

VAGUE FACTION GOALS.
“Get power” or “Be strong” are not encugh.

e FACTIONS KEE




GM TOOL 4: CLUE WEB

WHAT IT IS AND HOW TO USE IT.

2. WHY 1T WORKS

PREVENTS DEAD ENDS.
The investigation keeps moving.
A clue web gives

PRESERVES INVESTIGATION MOMENTUM.

multiple routes to
Players stay engaged and in control.

PLACE AT LEAST DECIDE HOW

an important truth.

THE TRUTH. 3 CLUE ROUTES. CLUE TYPES. FAILURE CHANGES
MAKES FAILURE PRODUCTIVE. Name the key Ensure there are Use different ACCESS OR
New leads emerge from setbacks. fact the web multiple paths to sources and REL?“BIL]TY’
will reveal. the truth. perspectives. Don't remove
the path.

TRUTH r,- ; \
The core fact the 'T_R‘-UTH- : [

investigation secks. “Stroomdijk exemptions | USE AT LEAST THREE ROUTES.
DOCUMENT CLUE o—+—— move captives” i More paths mean more choices
Written or recorded I\‘w T T and fewer dead ends.

information.

it ALTERED CUSTOMS CLAUSE
B A revised clause in the
Stroomdijk tariff ledger.

WiTNESS CLUE
A person with
knowledge. VARY CLUE TYPES.
Documents, people, places, and

things reveal the same truth.

PHYSICAL EVIDENCE
Tangible items or
conditions.
ALTERNATE ROUTE o
A different path to

the same truth. DOCKWORKER 5 PRIVATE TALLY
TESTIMONY | HibDEN IN A LET FAILURE CHANGE CONTROL
o W W miovssiBan OR COST RATHER THAN

A chalk tally of DELETING THE ROUTE.

exempt shipments.

ONE-CLUE BOTTLENECKS. crates leave under

® If one clue fails, the story stops. special exemption.

The path remains—conditions shift.

MAKING EVERY CLUE REQUIRE Access or reliability may change.

THE SAME METHOD.
Variety invites creativity.

HIDING THE ONLY PROOF
BEHIND ONE ROLL.
Don't tie truth to a single swing.
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GM TOOL 5: HARD CHOICES

) ,.'r TA’ TRV A ?. - e W T ],.__. SE ‘
. WHAT THEY ARE AND HOW TO USE THEM.

2. WHyY IT WORKS

Creates agency,

A hard choice pits

two desirable tension, and

outcomes against meaningful r 4 e
h h CHoOSE Two DEFINE WHO DEFINE WHAT LET PLAYERS
each other. R L Goobs BENEFITS CHANGES DECIDE
Pick two goods Identify who Define what Present the choice
that cannot both benefits from changes if either clearly and let the
be secured easily. each outcome. outcome is lost. players decide.

& 5. EXAMPLE 4. 6. GooDp PRACTICE

PROTECT THE WITNESS
VERSUS

OQuTtcoME A =

One desirable
result.

BOTH SIDES SHOULD MATTER.
Each option should offer a

real, desirable good.

OuTtcOME B -
Another desirable
result.

NEITHER OPTION SHOULD BE FAKE.
Don't present a choice where one
is clearly the right answer.

FoLLow
THE COURIER

PROTECT
THE WITNESS

WHO BENEFITS -

Who gains from

each cutcome. The courier

delivers critical
intelligence that

The witness
survives and can
testify, exposing

a powerful foe. prevents disaster.

PERMANENT CHANGE
What changes if either
is lost.

CONSEQUENCES SHOULD
RESHAPE THE SITUATION.
Let the outcome create new

Either path brings a real good—losing one changes the world. .’ W
{i‘; = AVOID FEEEE e TREy 8 SO E B e opportunities and challenges.

Orvious CORRECT ANSWERS.
Don't make one option clearly better.

FALSE DILEMMAS.
Don't force a choice when both
outcomes can be had.

PUNISHING PLAYERS FOR CHOOSING AT ALL.
The choice should be meaningful,
not a trap.

#

e OFFER TWO REAL GOODS. LET THE PLAYERS DECIDE WHAT MATTERS MOST. * e




GM TOOL 6: SCENE SPINE

WHAT IT IS AND HOW TO USE IT.

o

1. WHAT IT1 IS

2. WHY IT WORKS

A flexible five-function

structure for building

a session.

— = — e
OPENING { FIRST
DISRUPTION ) / DECISION 3
Introduce the pressure. Present a meaningful
Something changes the choice with real
status quo. stakes.

—
HARBOR INVESTIGATION SESSION \
@ Opening Disruption: A body washes up near the docks.
First Decision: Who do you question first
and where do you start?

a Investigation or Movement: Question sailors,
search the docks, visit the warehouse.

Escalation or Reversal: The suspect flees,
or a false lead collapses—new threat emerges.

Climax and Consequence: You confront the culprit.
The harbor reacts to your actions.

Gives shape without
railroading and

helps pacing.

~ INVESTIGATION | ﬁ
OR MOVEMENT
Gather clues, meet NPCs
travel, or take action to
open the path.

Scenes can merge or
shift order. Flexibility
keeps the story alive.

Each scene should lead
to a choice or
consequence.

Keep one clear
throughline: what the

characters are up against.

ESCALATION
OR REVERSAL
Raise the stakes,

complicate matters,
or shift the situation.

Choose an opening disruption,
first meaningful decision,
investigation or movement,
escalation or reversal,

climax and consequence.

CLIMAX AND
CONSEQUENCE
—r —)
Resolve the core conflict.

Show the outcome and
what it means.

SCRIPTING PLAYER ACTIONS.
Describe situations, not solutions.
Let players drive.

ADDING FILLER SCENES.
If it doesn’t create pressure,
choice, or consequence—cut it.

MAKING THE CLIMAX UNRELATED
TO THE OPENING PRESSURE.
The end should flow from the start.

USE STRUCTURE TO PREPARE PRESSURE, NOT TO FORCE DECISIONS.




» GM TOOL 7: CONSEQUENCE 'PLANNING

WHAT IT IS AND HOW TO USE

o3

2. WHY IT WORKS

3 1. WHAT IT Is

Consequence planning is
preparing likely outcomes
for failure, delay, violence,

and ignoring a scene.

It ensures every path forward

creates new developments.

It helps the GM respond
quickly when players’
choices lead off course.

: : IDENTIFY
It keeps failure from becoming THEGCENE

a dead end by turning it into Pick a major

scene with a clear
goal or outcome.

new situations, not “game over.”

& 5. EXAMPLE

FAILURE:
Captives are moved but
one witness remains.

DELAY:
Convoy leaves before
the party arrives.

VIOLENCE:
Public case weakens and
guards call reinforcements.

I, 7. AvoiD

BLANK FAILURE STATES.

“They fail.” isn’t useful—define what happens next.

ToTAL DEAD ENDS.

Avoid consequences that end the story or remove player agency.

PUNISHING EVERY OUTCOME EQUALLY.

Not all outcomes should carry the same cost—be fair, not rigid.

ET CONSEQUENCES CHANGE THE SITUATION, NOT STOP

IGNORED:
The Shadowed Tide
attempts the rescue alone.

3. Ho_w TO USE_I_T

MAKE THEM USE AND
MEANINGFUL. EVOLVE.

DEFINE FOUR
OUTCOMES.

Let consequences
play out and adjust
future planning
as needed.

For each scene,

define failure,

delay, viclence,
and ignored.

Each consequence
should change
the situation in
a concrete way.

6. GooD PRACTICE

CHANGE SOMETHING
IMPORTANT.
Consequences should shift
control, cost, timing, or
EXpOsure.

BE SPECIFIC.
Name who acts, what they do,
and what changes.

KEEP 1T MOVING.
Use consequences to open
new paths, not close all of them.

STAY PROPORTIONAL.
Match the consequence to the
stakes of the scene.

THE CAMPAIGN.




M TOOL 8: END-OF-SESSION UPDATE

WHAT IT IS AND HOW TO USE IT.

2. WHY IT

{ @ TRACKS CONSEQUENCES.
. The world reacts, not resets.

A short GM review

at the end of each session

that updates the living 8 PREPARES THE NEXT SESSION.
campaign record and Clear threads. Strong starts. ASK WHAT  WHICH CLOCKS WHO GAINED OR 'WHAT EVIDENCE WHAT WHAT HOOK
CHANGED. ADVANCED?  LOST TRUST? WAS FOUND  CONSEQUENCE  OPENS NEXT
sets the stage for the
& 4 KEEPS FACTION PRESSURE What materially ~ Mark the clock ~ Update NPCs ~ ORLOST?  HASBEGUN?  SESSION?
next session. \b CONSISTENT. shifted in the segments that and faction Add or remove MName the Set up the
M I fiction? moved. relationships. evidence. consequence next-session
omentum never stalls. A St
o = g
& 5. EXAMPLE I» GOOD PRACTICE
7 0

i From Session Enp ro Next-Session Hooks
What changed? [ = i KEEP IT BRIEF.

5-10 minutes. Focus on facts

I .-'/---_ = R "’
. ? \ |I I| III .'I |II "
Which clocks advanced? Bd = :.‘ -> | p ) = | 6 that drive the world.
Which NPC or faction state changed? SESSION CLOCKS TRUST EVIDENCE CONSEQUENCE NEXT-SESSION UPDATE IMMEDIATELY
ENDS. ADVANCE, CHANGES. FOUND. BEGINS. Hooks. AFTER PLAY.
W hatleridencewasfoundlorlost? The crew Inspector's Net The Clann A ledger page A warrant is Present 3 Details fade. Momentum
5 # escapes with advances 2. trust increases. reveals a issued for the hooks to open suffers
the ledger. Debt Collector City Guard hidden buyer. Captain's with pressure.
what COHSCQUCDCC has bcgun? :'I{F\-':H’NJES 1| trust [!EC!‘C-‘]SI’.‘S. arrest. USE IT TO START THE

NEXT SESSION
UNDER PRESSURE.
Open with stakes, not
exposition.

SAMPLE HOOKS

Next session: 3 possible hooks. A coded courier seeks only the Captain.

s Smoke rises from the abandoned warehouse.

o The Clann send word: Come if you seek truth.

WAITING UNTIL LATER RESETTING PRESSURE OPENING THE NEXT SESSION
AND FORGETTING DETAILS. BETWEEN SESSIONS. WITH NO CONSEQUENCE-
Small facts drive big consequences. The world remembers. Start in media res. Keep it moving.

END WITH CONSEQUENCES. BEGIN AG

L L. = N V7 4




TO USE IT.

KEEPS MOMENTUM.
A clear rhythm prevents stalls
and keeps players engaged.

A pace guide is a rough

time structure for a session.

It helps you shape the flow

HELPS THE GM NOTICE DRIFT.
You can course-correct before
the session loses focus.

and build to a satisfying
ESTIMATE

climax—without scripting ok S

SCENes or outcomes. Agree on a target

(3—4 hours, or
whatever fits
your table).

PRESERVES TIME FOR THE CLIMAX.
Your big moments land when
you save space for them.

It's a compass, not a cage.

INVESTIGATION / ESCALATION /

MOVEMENT

FIRST
DECISION

OPENING
DISRUPTION

WRAP-UP &
FaLLouT

i CLIMAX &
CONSEQUENCE

REVERSAL

Loose ends, rewards,
reactions, and

The main conflict
resolves. Choices

Hook the table.

Present the problem

Give players a real
choice and set

Explore, gather clues,
travel, and deal with

Complications mount,
Plans shift. Stakes

and its stakes. direction., obstacles. rise. have weight. next hooks.
15-20 MIN 20-30 MIN 35-45 MIN 30-45 MIN = 45-60 MIN 10-15 MIN
e

DIVIDE TIME

Use the pace guide
to set targets for

GM TOOL 9: PACE GUIDE

WHAT 1T

COMPRESS OR
ESCALATE.

WATCH

BY PHASE. FOR DRAG.

If energy dips or Cut, summarize,
the clock tightens,

notice it early.

skip ahead, or
raise the stakes
to regain pace.

each stage.

5. GooDp PRACTICE

PROTECT THE ENDING.
Guard time for the climax
and its aftermath.

CUT REPETITION.
Summarize what you've
already covered.

LET IMPORTANT SCENES BREATHE.
Give key moments room
to land.

B Dot S

@ SPENDING HALF THE SESSION

BEFORE THE FIRST REAL CHOICE.
Players need agency early.
RUSHING THE CLIMAX.

Give it time to build and
mean something.

TREATING THE GUIDE AS RIGID LAW.
Adapt to your table and

what the story needs. |
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GM TOOL 10: LEVERAGE

WHAT IT IS AND HOW TO USE IT.

+

| 3 1. WHAT IT IS ]

Leverage is what
gives a faction,
witness, officer,
or rival a reason

2. WHY 1T WORKS

MAKES NEGOTIATION MEANINGFUL.
People change their minds for a reason. |

TURNS CLUES INTO POWER.

Information becomes influence. = e
to bargain, yield, IDENTIFY LEARN DECIDE SHOW
GIVES SOCIAL SCENES REAL STAKES. what someone what they what the players ~ what changes

threaten’ or act. Choices matter, and so do consequences.

3 4. ANATOMY OF LEVERAGE

GOVERNOR DELUCA |

O DESIRE ——@ What they want or hope to gain.

2

FHARN s Viliz they dreador mostiavcidl . | Order and legitimacy.

Scandal and exposure.

CoST —— = What it costs them to act or |
change.
Public instability.

PROOF ——e What confirms the truth or

gives you credibility. : Ledgers, witnesses,

and harbor records.

TREATING EVERY NPC LIKE THEY ONLY WANT MONEY.
People want safety, respect, love, power, freedom, and more.

d
@ MAKING LEVERAGE IDENTICAL FOR EVERYONE, [

Variety makes the world feel real.

LETTING MAJOR REVELATIONS
HAVE NO SOCIAL CONSEQUENCE.
Information should move the world.

| (& 6. Goop Pracrice |

\ ;

wants. fear. can offer or

when leverage

threaten. is used. {]

LEVERAGE SHOULD SHIFT ,
BEHAVIOR, NOT MIND-CONTROL.
It creates pressure, not puppets.

DIFFERENT FACTIONS RESPOND
TO DIFFERENT PRESSURE.
Know who cares about what.

SPEND LEVERAGE IN THE FICTION,
NOT ONLY IN NOTES.
Let the world react.

ASK: What do they want most right now?

ASK: What are they most afraid of?
ASK: What would they accept to avoid that fear?
SHOW: What will change if they choose to act?
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