
When a crew of inexperienced Explorer Knights is  
ordered to hunt down a notorious smuggler and  

recover what he has stolen, they become unwitting  
proxies in a mysterious conspiracy. As dangerous  
missions lead to strange discoveries and stranger  
allies, the characters face forbidding moral  
dilemmas and must make the ultimate sacrifice if they 
are to save Kin civilization. 

The Prophecy of the Grand Amplifier is a setting- 
spanning campaign that takes new characters from 

their time as novices at the Explorers’ Academy through 
the world-changing events of the Third Incursion. The  

epic-scale adventure challenges the young knights to become 
the Guild’s greatest heroes or condemns them to be its darkest villains — 
the choice is theirs to make.

The Grand Amplifier contains
•	 More than 50 hours of adventure with detailed guidelines for 

running the campaign and rich, Q-System outcomes for  
every encounter.

•	 20 Academy flashbacks with unique, character  
	history-building outcomes.
•	 18 voyaging encounters, suitable for dropping into  

	 any Upwind adventure.
•	 105 stand-alone descriptions of new NPCs, organizations,  
	 locations, Masters’ caches, relics, ships, crews, creatures  
	and dangerous foes.

THE PROPHECY OF THE
GRAND AMPLIFIER

CAMPAIGN SOURCEBOOK
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The Prophecy of the Grand Amplifier 
Campaign Sourcebook

This book is dedicated to my wife Laura,  
who never questioned why or doubted I could.  

She simply believed. 

“See with eyes unclouded by hate…” 
– Hayao Miyazaki’s Princess Mononoke



2

© 2018 Biohazard Games. Some rights reserved. Upwind is the intellectual property of Biohazard Games 
and Jeff Barber. The Q System mechanics are published under an Open Gaming License as 

defined in the OGL document on our website (www.BiohazardGames.us) and may be used 
accordingly.

Created and written by:

Jeff Barber

Illustrated by:

Ben Sigas

Edited by:

Rachel Lapidow and Roderick Robertson

Proofread by:

Rachel Lapidow

Amy Lynn

Graphic Design by:

Aileen E. Miles

Logo and Interior Graphics by:

James Stowe

Published by:

Biohazard Games

Nocturnal Media

Playtested by:

Ezra “Sanzen, the Retriever” Davis

John “Theodorick” Hay

Ben “Kir” Heskith

Fae “Lavender” Kells

Michael “Alexandra, the Iron Witch” Knowles

Robb “Nikolai” Minneman

Nicole “Xanu” Sheldrake

James “Mercury” Stowe

Credits



3

CONTENTS
Introduction	 6

The Known History	 6
— Moderator’s Eyes Only —	 7

The Unknown History	 7
This Book	 7
Essential Appendices	 7

Campaign Backstory	 7
Campaign Summary	 9
Prologue: The Lesson	 9
Chapter 1: The Eye	 9
Chapter 2: The Mask	 10
Chapter 3: The Helm	 10
Chapter 4: The Embassy	 10
Chapter 5: The Amplif ier	 10
Epilogue	 11

Prologue: The Lesson	12
Chapter 1: The Eye	 14

Synopsis	 14
Part 1: One Man’s Junk	 14

Interrogating Mr. Wot	 15
The Stolen Lot	 17
Making a Fortune	 18
Interested Party	 19

Part 2: Smuggler’s Haven	 20
Dirty Skies	 20
Finding Igor	 22
Igor, Igor and Igor	 24
Last Man Standing	 24
Letter of the Law	 26
Which Way Did He Go?	 26

Part 3: Tempests and Warlords	 26
Riding Out the Storm	 28
Finding Igor, Again	 29
Into the Hills	 29
Following Orders	 30
Not Again	 30

Part 4: Dishonor Among Thieves	 31
Telling Tales	 33
Fly It Like You Stole It	 33
Last Resorts	 34
Finding Igor One Last Time	 35
From Under Their Noses	 35
Aftermath	 36
Coincidence or Prophecy?	 36

Chapter 2: The Mask	 37
Synopsis	 37

Part 1: Graduation Exercises	 38
Perspectives	 38
Pomp and Circumstance	 38

Part 2: Graduation Cruise	 39
No Mistake	 40
Clandestine Course	 41

Part 3: Leadership Skills	 42
Security Concerns	 42
Surveying the Situation	 42

Part 4: One Problem  
after Another	 43

Running the Encounters	 43
Technical Diff iculties — TD	 44
Brooding Parents — BP	 44
Active Defenses — AD	 45
Out of the Dark — OD	 45
Contriving the Climax	 45
Encounter Sequence: 	 46

Part 5: Return to Port	 51
Breaking Camp	 51
Just Rewards	 51
Bragging Rights	 52

Chapter 3: The Helm	 54
Synopsis	 54

Part 1: Homecoming	 54
Upmanship	 55
New Orders	 55

Part 2: Down the Hole	 58
Going Aboard	 58
In Pursuit	 58
Winning Friends	 59
Heavy Metal	 59
The Deal	 62
Opposition	 65
Ambushed	 66

Part 3: Lost in the Clouds	 66
Crew Morale	 66
Lethal Stowaway	 67
Into the Mists 	 69
Feral Air Force	 69
Naval Interdiction	 69

Part 4: Jail Break	 70
Cascade Encounters	 70
Cross Purposes	 74
Ship Sister	 75
Daddy’s Little Girl	 76

Part 5: Eye of the Navigator	 77
The Conduit Convergence Sector	 77
Timely Complications	 78
Right in the Eye	 79

Contents



4

Part 6: Up the Spout	 82
Elemental Rain	 84
Hole or Highstone	 84

Chapter 4:  
The Embassy	 85

Synopsis	 85
Part 1: A Death in the Family	 85

The Toll on Truk	 85
Verif ication	 86
Shadowed	 86
Suspicious Circumstances	 87
Meeting Orum	 88
Murderers	 88

Part 2: Tracking a Killer	 89
Leads	 89
Killer Confrontation	 90
Interrogation	 92
Official Channels	 93

Part 3: On the Front	 93
New Orders	 93
Unstoppable Transport	 94
The Fort	 95
Swift Command	 95
Orders and Suspicions	 98
On Patrol	 97
Rumors of War	 100

Part 4: Welcome to the Embassy	 100
Induction	 100
Dead Drop	 102
Blink of an Eye	 102
Blazes of Rank	 104

Part 5: Friends Like These	 104
Getting Underway	 104
Into the Dark	 105
Keeping It From the Crew	 105
Monstrous Defense	 105
Meeting in the Dark	 106
Dark Diplomacy	 107
Choosing Sides	 108
Convincing Crews	 111
Doe or Don’t 	 112

Chapter 5:  
The Amplifier	 113

Synopsis	 113
Part 1: Follow the Leader	 113

Lost Advantage	 113
Eye of the Storm	 114
Acts of War	 114

Reluctant Comrades	 115
Cheating Fate	 116

Part 2: The Wall	 121
Against the Wall	 121
Through the Wall	 122

Part 3: The Grand Amplifier	 126
Belly of the Beast	 126
Final Destination	 127
Changing the World	 133

Epilogue:  
One Cycle Later	 136

The Status Quo	 136
A Decisive Victory	 136
The New World Order	 136
Final Vignettes	 137
Guidelines	 138

Academy Flashbacks	 139
Organization	 139
Customize	 139
Flashback Hands	 139
Titles	 139

FB1 New Students 	 140
FB2 Family and Friends 	 140
FB3 Introductions 	 140
FB4 Painful Lessons 	 141
FB5 Captain Truk 	 141
FB6 Zoology of the Dark 	 142
FB7 The Trial 	 142
FB8 Down is Towards the Enemy 	 143
FB9 Down on the Docks 	 143
FB10 Well of Heroes 	 144
FB11 Boarding Action 	 145
FB12 Words of Honor 	 145
FB13 Master of Arms 	 146
FB14 Going Down 	 146
FB15 Ranking Regatta 	 147
FB16 Townies 	 148
FB17 Runaway Robot 	 148
FB18 Injured on the Job 	 149
FB19 Connections 	 149
FB20 Expertise 	 149

Aerial Encounters	 150
The Light	 150

Infestation	 150
Castaway Con	 151
Death from Above	 151
Fire in the Sky	 152
Hungry, Hungry Hemoth	 152
Midair Collision	 153

The Twilight Frontier	 153
Ghost Ship 	 153

Contents



5

Hard Rain	 153
Hooked	 154
Lost Weapon	 154
Murky Airs	 155
Mystery Pursuit	 155

The Dark 	 156
Are You My Mommy?	 156
Blinker Bounty	 156
Child Patrol	 157
Deadly Sound	 157
Flash Frozen	 157
Ground Rush	 158

People, Places  
and Things	 159

NPCs	 159
Organizations	 159
Flora and Fauna	 159
Skylands	 159
Settlements	 159
Sites	 159
Ships	 159
Setting Background	 160
Technology	 160
Relics	 160

Contents



6

In the age of broken logic, the Grand Amplifier will appear and the lost relic will 
open the way to the mind chamber of the Primaries; forever sealing the Light from 

the Darkness. 
— Possible translation of the opening line from the 587-stanza Masters’ inscription 

commonly known as The Prophecy of the Grand Amplifier and generally acknowledged as 
the most intelligible of the entire epigraph.

Everyone knows the myth of the Grand 
Amplifier. A story told by old sailors to 
skeptical crewmembers and by grand-

mothers to their wide-eyed grandchildren. A 
tale of lost science and ultimate Potential, of 
ancient machines and final hope. The Grand 
Amplifier was built by the Masters and was 
their greatest accomplishment — a device 
that bolstered the least Potential into absolute 
power. They say whoever finds it first — the 
Kin or the Children — will burn the other 
from the skies. Unlike other myths, unlike 
most old nursery tales, this story is different. 
This story is true. 

The Known History
Mentions of the Grand Amplifier appear in 
several of the oldest legends and stories of the 
Kin, and the existence of historical references 
across cultures has lead archaeologists to be-
lieve the source of such allusions must predate 
the DownFall. Though hardly the only tale of 
lost Masters’ science, the story of the Ampli-
fier is the best known, even appearing in chil-
dren’s nursery rhymes. 

The inscription, known commonly as the 
Prophecy of the Grand Amplifier, was first discov-

ered in Cycle 87.3 UC, in an oth-
erwise unremarkable Masters’ 

cache subsequently named the Archive, on the 
upwind border of the Dark. The text, burned 
into an alloy wall, appears to have been writ-
ten by hand using some sort of powerful ar-
canoelectrical tool. The bulkhead was even-
tually cut free of the structure and delivered 
to the Explorers’ Academy for study. For over 
70 cycles, definitive translation has eluded the 
Guild’s best minds, and scholars continue to 
debate the meaning of the engraving. The in-
scription appears to document the creation of 
the Amplifier and provides basic instructions 
regarding its use — or as some translators be-
lieve, a dire warning against such activation.

Many Kin scholars have studied the Proph-
ecy and a hundred other cryptic records. 
Countless archeologists and explorers have 
voyaged across the skies from high in the Arids 
to deep into the Dark. Many have died in the 
pursuit and more have died of old age, with 
dreams of discovering the Amplifier unfulfilled. 
The Guild has sponsored a dozen official ex-
peditions over the cycles, and various govern-
ments, religious groups and even private indi-
viduals have undertaken twice that number. In 
the end, the wasted effort, expense and lives 
have only served to convince most everyone 
that if the Amplifier did exist, it was destroyed 
long ago, or more likely, it has never been any-
thing other than myth.

Introduction
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— MODERATOR’S EYES ONLY —
If you are not running this campaign, stop reading now! 

The Unknown History

As described in the Upwind corebook, 
whatever the world was before, it 
was demolished when the Ethos, an-

cestors of the Children of the Dark, rebelled 
against the Masters of the Wind, sabotaging 
their greatest invention, the Grand Amplifier. 
The resulting cataclysm shattered existence, 
destroyed the Masters and all but eradicated 
the ancestors of both Kin and Child, scattering 
them across the broken skies. 

A thousand cycles passed — long enough for 
the truth to be forgotten and for legends to 
grow in its ruins. The Kin survived and evolved 
new cultures, eventually coming to believe 
they had lost everything when the Masters 
vanished. The Children hid in the Dark, grow-
ing ever warier, fearing their overlords’ return.

The Grand Amplifier was actually a dis-
persed array of building-sized machines, and 
though most were destroyed when the core 
device was sabotaged by the Ethos rebels, a 
few remain adrift, scattered and lost, in the 
deepest parts of the Dark. If even one node 
could be salvaged and reactivated, it could 
change the world a second time. Kin legends 
claim it could be used as a weapon to destroy 
the Children of the Dark once and for all. The 
Primaries of the Children fear that it could be 
used to return the Masters to the world and 
restore their reign of tyranny.

This Book
The Prophecy of the Grand Amplifier is an ambi-
tious resource for the Upwind roleplaying game 
and is intended to serve several purposes. This 
book is: 

•	 A setting spanning and potentially setting al-
tering campaign that takes characters across 
the skies of Upwind and deep into the enig-
matic Dark. 

•	 An adventure that takes new characters 
from their earliest clocks at the Explor-
ers’ Academy through the world-changing 
events of the Third Incursion and the tale 
that will make them legends. 

•	 A tour de force of the various kinds of ad-
ventures that can be had and stories that 
can be told in the world of Upwind.

•	 A resource for pre-generated, airborne en-
counters and Academy flashbacks, as well as 
examples of and inspiration for stakes-build-
ing in the Q system.

•	 A sourcebook for the Upwind setting — in-
cluding new heroes and villains, unique lo-
cales, strange Masters’ caches, nefarious 
organizations, powerful relics, pirate crews, 
dangerous foes and more.

Essential Appendices
In addition to the general index, there are 
three appendices at the end of this book. The 
first contains the Academy Flashbacks that 
are a conceit of the Upwind RPG; moderators 
planning to include them as part of the cam-
paign should review the guidelines provided 
at the beginning of that section. The second 
provides a variety of aerial encounters moder-
ators can insert during any of the many voyag-
es the characters make during the adventure 
to increase the drama and challenge of these 
journeys. The third is an index of the setting 
information “callout boxes” that are found 
throughout the book — the people, places 
and things the characters are likely to encoun-
ter. Collectively, these boxes offer a wealth of 
general setting material that moderators can 
use in their own Upwind adventures. This list is 
intended to make scanning for specific kinds of 
information quick and easy.

Campaign Backstory
It is Cycle 201.3 UC, and many believe the 
Kingdoms in the Light are on the brink of war 
— that the Third Incursion of the Children of 
the Dark may have already begun. Though the 
Guild has begun a precautionary mobilization, 
most national governments, either 
out of ignorance, lack of political 
will or limited resources, are 
reluctant to follow its lead. 

Introduction
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Introduction

The Guild fears the delay will leave the realms 
exposed should another Incursion begin in 
earnest, so it has initiated a number of contin-
gencies to help close the gaps in its defenses. 

One such contingency is secret and unoffi-
cial. It involves a small conspiracy within the 
Guild that is clandestinely working with coun-
terparts among the Children of the Dark to 
stave off invasion and ultimately bring peace to 
both realms. Its members refer to themselves 
as the Embassy. The group has its origins in the 
unlikely meeting of Guild Captain Abram Doe 
and the Child warrior Leader of Killers (brief-
ly described in the NPC section of the Upwind 
corebook). They have managed, haltingly at 
first, but with more success in recent cycles, 
to maintain limited communications by means 
of a dead drop hidden on the same skyland 
on which they were once stranded together. 
Marked with a waypoint lodestone, they use 
the excuse of conducting scouting missions to 
leave messages for each other. 

Though the group consists of several dozen 
trusted captains, Knights, liegemen and civil-
ians, the leaders of the Kin side of the Em-
bassy are Captain Abram Doe — the group’s 
founder — and Captain Phineas Truk, a noted 
Guild navigator and longtime mentor of Cap-
tain Doe.

Though the Embassy membership has rea-
son to suspect that Doe has at least tacit 
operational approval from High Captain Fey, 
Abram staunchly denies the Guild’s command-
er knows anything; thereby maintaining deni-
ability. The members of the conspiracy know 
they would be charged with treason and likely 
executed if their secret got out. More impor-
tantly, they know the Guild would suffer irrep-
arable political consequences; thus secrecy and 
deniability have been their watchwords, and 
most everything they do is managed through 
carefully chosen proxies. 

The singular goal of the Embassy is to estab-
lish meaningful diplomatic relations between 
the Kin and the Children. Every member is 
convinced this is the only way to assure the 
survival of both races. Unfortunately, recent 

communiqués from Leader of Killers 
indicate the Children are expand-

ing their fleet with a new class 
of warship and increasing 

their upwind patrols, so the Embassy and the 
Guild are forced to continue preparing for war. 

The latest messages have also provided 
other troubling news. It appears that, despite 
what most Kin may think about the Grand 
Amplifier, there are those among the Children 
who believe it is real and who are preparing 
a major expedition to find it. Captain Truk, a 
long-standing believer in the Amplifier’s exis-
tence, is deeply concerned about this report. 
Despite the dismissive attitudes of the rest of 
the Embassy, he has conceived a desperate 
plan that even he believes may be crazy.

Truk has spent much of his career — and 
professional credibility — seeking a function-
ing version of a notable relic: an artifact known 
as the Eye of the Navigator. The last working 
Eye was supposedly lost in Cycle 54.8 UC 
when the Alliance Knights’ flagship Dominion 
went missing with all hands while — ironically 
— on a mission to establish diplomatic contact 
with the Children. 

Archive records indicate the Eye, when acti-
vated by a strong Potential user, provides that 
adept with a course to wherever he wishes to 
go, regardless of the user’s distance to or lack 

Complicating 
Factors

As is the fate of any secret known by 
more than one person, the Embassy 
is not quite as secret as its members 
believe. There are several factions — 
rival or otherwise — that have dis-
covered that Doe and his associates 
are engaged in clandestine opera-
tions, and have invested resources to 
discover what Doe and company are 
up to. To date, no one organization 
has more than fragmentary informa-
tion, but it is only a matter of time 
before the Embassy is compromised. 
Though moderators are encouraged 
to use any existing organizations — 
Guild Intelligence, the Consul As-
sembly, the Delvers’ Society — the 
Cabal is used to further complicate 
the lives of the characters.
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Introduction

of familiarity with the destination. Though sev-
eral components of this rare device have come 
into Truk’s possession over the cycles, he has 
yet to acquire a working version, or be able to 
repair the parts he has collected. 

Truk’s contingency plan — as unlikely as 
it sounds — depends on acquiring a working 
Eye and using it to beat the Child expedition 
to the Grand Amplifier. Not yet crazy enough 
to believe the stories of ultimate power, Truk 
is sane enough to know he does not want to 
risk the Children finding the Amplifier first. In 
fact, perhaps the crazier part of his plan is not 
that he wants to use the Amplifier, but rather 
that he wants to destroy it, denying it to any-
one just in case the legends about the artifact 
are true.

When, through his role as a relic assayer 
for the Quartermaster’s Office, Truk learns of 
a unique collection of recently salvaged arti-
facts being auctioned by the Delvers’ Society 
in Skyreach, he realizes his plan may not be 
so desperate after all. More out of fondness 
for an old teacher than belief in his plan, Doe 
arranges for the purchase of the salvage lot in 
question, only to have it stolen in the midst of 
making the deal. Truk, desperate to recover 
the salvage, convinces a reluctant Doe to pull 

some strings and have some local ranking jour-
neymen — recent students in fact — sent after 
the stolen goods. 

Enter the player characters... 

Campaign Summary
Assuming the players engage the campaign and 
work to accomplish its missions as written, the 
adventure should generally play out in the fol-
lowing sequence: 

Prologue: The Lesson
The campaign opens with a short flash-for-
ward scene of a ship-to-ship battle with a pair 
of Child of the Dark corvettes, immediately 
followed by the first Academy flashback — the 
characters’ first combat training experience as 
Guild Novices. 

Chapter 1: The Eye
The first chapter sends the journeymen char-
acters on a manhunt across the Kingdoms in 
the Light as they attempt to apprehend the 
hapless smuggler, Igor the Under, as he flees 
from one unwelcoming refuge to another. The 
characters voyage from Skyreach to Vault 
and then to Tempest, challenged all the while 
by the odd, Potential-powered luck of their 
quarry. The chapter ends in the open skies of 
Horizon where the party must extricate Igor 
from his enemies aboard the 
Vagabond Fleet; in the process 

The Cabal 
Once an organization in name only, 
the Coalition of Independent States 
(see the Upwind corebook) has, in 
recent cycles, become a notable po-
litical bloc in its own right. Though 
Guild Intelligence has yet to confirm 
its suspicions, many believe that the 
mysterious cabal of operatives that 
have been collecting intelligence on, 
and interfering with, Guild opera-
tions over the last cycle has been 
doing both at the behest of the CIS. 
Something as illegal and politically 
charged as the Embassy’s activities 
would certainly draw the attention 
of the Cabal should it come across 
any evidence of the conspiracy.

Three Beasts
Moderators may opt to include Ross 
Payton’s Three Beasts stretch goal ad-
venture as part of this campaign. The 
secret faction behind the scenario’s 
plans and the assassins who plague 
the characters involved in that sto-
ry would certainly be interested in 
any attempt to engage in diplomatic 
relations with other Children of the 
Dark. In fact, perhaps more than any 
other rival, they would be motivated 
to see the Embassy fail.
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recovering a priceless relic the thief didn’t even 
know he possessed.

Chapter 2: The Mask
The second chapter sends the newly knighted 
characters on their graduation cruise, com-
manding a small but vital salvage expedition 
into the Twilight Frontier for their mentor, 
Captain Truk. The goal of the mission is the 
recovery of a working version of the Mask 
of the Navigator; that is the easy part. While 
searching for the Mask, the party must defend 
the camp from a breeding pair of dark dragons, 
rescue crew kidnapped by a local dweller tribe 
and ultimately fend off a deadly ambush by a 
Child patrol.

Chapter 3: The Helm
The third chapter has the characters return-
ing from recent deployments to the front and 
being recruited as proxies by the Embassy. In 
a series of increasingly dubious — and even 
illegal — activities, they must negotiate with 
the Metal Man of Hole, extricate his daughter 
from a naval prison work camp in the Cloud 
Principality, infiltrate the Principality’s secret 
Masters’ cache and finally gain access to what 
Truk hopes is a working version of the Helm of 
the Navigator. 

Chapter 4: The Embassy
In the fourth chapter, the murder of Captain 
Truk leads to a dangerous manhunt for his kill-
ers. There are revelations about Truk’s unlike-
ly plan and the involvement of the Cabal. Sub-
sequent orders from Captain Doe bring the 
party to the front, where they are ordered to 
play their parts as dutiful patrol officers. After 
proving their mettle, the characters are fully 
initiated into the Embassy and sent into the 
Dark to an unexpected rendezvous with their 
Child co-conspirators that soon becomes a 
treacherous rescue mission. 

Chapter 5: The Amplifier
In the campaign finale, the new and unlikely 
allies must infiltrate Harbor, the homeport of 
the Child navy, and hijack a specially designed 

exploration vessel known as the 

A Quest
At its heart, The Prophecy of the Grand 
Amplifier campaign is an item quest. 
The classic story structure in which 
the characters are motivated to seek 
an object of power — the Amplifi-
er — to achieve a great purpose. As 
with all quest-type adventures, the 
structure of this campaign is some-
what linear, with the characters 
proceeding, more or less, from one 
location and objective to the next. In 
addition, due to the ambitious inten-
tion of taking characters from their 
earliest clocks at the Academy to 
their fate as legendary heroes, only 
a limited number of side quests and 
red herrings could be fit into the 
text. Though ultimately a matter of 
page limits, this lack should encour-
age moderators to add their own 
content, complications and character 
subplots to the tale.

Unique Plays
Throughout this book, there are 
suggested stakes for likely or key 
encounters. All moderators know, 
however, that players seldom follow 
the script and so should anticipate 
having to call for plays and offer 
stakes for events that emerge from 
the interests, plans and goals unique 
to their group — plays that resolve 
what their specific players want to do 
and accomplish. Creating and negoti-
ating such stakes is a fun part of the 
Q system; moderators are encour-
aged to cannibalize from those in the 
text or just use them for guidance 
and inspiration as needed. 

Introduction
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Suggested Stakes
Throughout this campaign there are suggestions for when, why and how to make specif-
ic plays. In most cases, these suggestions are accompanied with sample stakes intended 
to provide guidance and inspiration, or to be used as written if the participants wish. 
The notation used to present these suggestions is simple but merits explanation. 

Each suggested stakes has two sections — one presenting stakes for the players and 
one presenting stakes for the moderator. Suggestions marked with a “•” represent basic 
resolutions for the suggested encounter. Sometimes there are more that one of these, 
representing parallel elements or alternative basic outcomes. Suggestions marked with 
a “•” represent additional outcomes that could be included to add complications or 
raise the stakes, and the associated challenge levels, if the participants wish. 

The moderator header includes a notation “(#)” to suggest the challenge level for 
plays including only the basic • stakes. The moderator is encouraged to increase the 
challenge level, as well as play higher cards, when additional + or custom stakes are 
negotiated and included in given plays. 

For an example of this notation in use, see the following prologue section and the 
suggested stakes for resolving the attack on the EGS Faithful. 

Lance of Fate. They must use the Fate to pen-
etrate the Wrack Wall, a bizarre Potential 
obstacle deep within the Dark, beyond which, 
the Eye tells them, lies the Grand Amplifier. If 
they manage to steal the ship, survive crossing 
the Wall and succeed in locating the Amplifier, 
they discover shocking truths about the histo-
ry of the Kin and are forced to make choic-
es that could alter the fate of the world. That 

is, assuming the Child warships chasing them 
don’t arrive first. 

Epilogue
The party faces the consequences of their final 
decision regarding the Grand Amplifier. This 
section offers several divergent and distinct 
campaign endings dependent on what the char-
acters chose to do with the ancient device.

Introduction
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PROLOGUE: 
THE LESSON

The Prophecy of the Grand Amplifier cam-
paign opens in medias res with a cha-
otic ship-to-ship battle taking place 

in the Twilight Frontier. As moderators begin 
the game, they should resist providing expo-
sition or explanations, and instead focus only 
on what’s happening in the moment. Describe 
the situation like any other RPG action scene, 
and ask the players how their characters re-
spond. If the players balk or insist on answers, 
encourage them to enjoy the suspense of the 
storytelling technique, and assure them every-
thing will eventually become clear.

The characters are in command of a small 
frigate, the EGS Faithful, and are being attacked 
by two Child of the Dark corvettes. The battle 
is taking place in the dim skies above a small 
skyland and the Knights are defending an active 
salvage camp deployed on the island. The Child 
vessels appeared without warning from the sur-
rounding darkness and have pinned the Faithful 
against the skyland in a withering crossfire. 

The dark metal hulls of the Child ships look 
like fire-spitting predators as they attack. Can-
non and arc fire light the sky with brilliant flash-
es as explosions drown out the screaming of the 
injured. Warriors crowd the rails of both Child 
vessels, and it’s clear they plan to board the 
Guild ship after weakening her defenses. 

As the ships close the range, a pair of large, 
spider-like machines leap from their bows to 
the deck of the Faithful and begin rampaging 
through the defenders. Autonomous war cogs 
of clearly ancient design, these devices are 
twice the height of a Kin and equipped with a 
deadly array of scything blades.

Call for one or more plays to resolve the at-
tack. With four players or fewer, moderators 

could ask for individual plays with 
narrow stakes. With more 
players, or to speed play 

along, moderators could ask for one collective 
play with broader stakes. Since this scene is 
out of place chronologically — a flash-forward 
— remember to be careful not to agree to 
stakes that will likely contradict or apply un-
due limits on the game to come. At the time of 
this battle, the characters are recent Academy 
graduates with full card hands and access to 
their Knights’ caches. 

If moderators have players new to the Q 
system at their tables, they are encouraged to 
use this encounter as a tutorial to show how 
the basic mechanics work. 

Player Stakes

•	 A character succeeds in disabling the enemy 
cannons, preventing a dozen deaths among 
the Faithful’s crew.

•	 A Knight starts a fire aboard the enemy ves-
sel, granting the next play in the combat a 
single cache card.

•	 Using Potential, a character is able to kill 
one of the Child circuit helmsmen, which 
forces the vessel to disengage.

•	 The Child ships are driven off decisively 
enough to give the party and crew a bell-
long respite to either prepare for another 
attack or evacuate the skyland.

•	 One of the enemy ships disintegrates in a 
ball of flame when its ammunition magazine 
detonates.

•	 Hand-to-hand fighting with the enemy crew 
kills enough officers to drive off the Child 
vessel as its command structure fails.

•	 One of the enemy ships is forced down on 
the skyland and her crew is captured.

•	 This battle becomes famous as the Skirmish 
at Ambush Skyland, and the entire crew 
earns commendations for their exemplary 
actions. One of the Knights is even asked to 
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present a case study as part of the Acade-
my’s Advanced Naval Tactics course. 

Moderator Stakes (2)

•	 The Faithful is forced to withdraw to avoid 
being destroyed.

•	 The loser of a luck draw must make a major 
wound draw.

•	 The Child ships disable the Faithful, which is 
forced to crash-land on the nearby skyland, 
stranding the crew and the party.

•	 Half the Faithful’s crew is injured or killed in 
the battle, and they lose faith in the lead-
ership of the Knights, earning the players a 
1-card innate challenge cache whenever the 
crew is asked to do anything risky.

•	 The loser of a luck draw sees one of his crew-
men chopped to pieces by one of the autom-
atons, and is so traumatized by the sight that 
he gains a 1-card innate challenge cache when-
ever he fights similar machines in the future.

•	 Despite the tactical necessity, the fact they 
abandoned their charges haunts the party 
for the rest of its clocks, earning the group 

a 2-card innate challenge cache representing 
said guilt that can be used against any par-
ty member when narratively appropriate. 
However, despite their sense of failure, the 
Knights all receive commendations for saving 
their ship in the face of overwhelming odds. 

After the play is made, describe the action 
and immediate outcomes but stop short of re-
solving the battle entirely and suspend the ac-
tion, leaving room for it to continue when the 
narrative eventually catches up. Instead, explain 
to the players how the scene was a flash-for-
ward happening at an indeterminate time after 
the opening of the campaign. Again, avoid expo-
sition, but once the players are tracking, explain 
that the story is now jumping backward, not to 
the game present, but further into the past, to 
the characters’ first Academy Flashback. 

Play through FB4: Painful Lessons, page 141.

After resolving the flashback and awarding 
any bonus or challenge caches that result, tell 
the players the story is now mov-
ing to the game present and 
continue play with chapter 1. 

Prologue: The Lesson
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CHAPTER 1: 
THE EYE

Synopsis

The characters receive orders to ap-
prehend a notorious Vaultish smuggler 
known as Igor the Under, who stole 

a shipment of Masters’ salvage as its sale was 
being negotiated between the Delvers’ Soci-
ety and the Guild. The trail begins in a Sky-
reach jail and leads to the nefarious skyfront of 
Vault, the battle-scarred hills of Tempest, the 
bustling gangways of Cliffside and ultimately 
to the criminal armada of the Vagabond Fleet. 
Along the way, the journeymen have to chase 
their quarry, investigate leads, negotiate with 
criminals and fight their way from port to port. 
As their hapless fugitive moves from bolt hole 
to bolt hole leaving a trail of angry, onetime 
allies in his wake, the question becomes, who 
will get to the smuggler first: the journeymen 
or one of Igor’s seemingly countless enemies?

This chapter is intended to provide players 
new to the game with an introductory voyage 
across the Kingdoms in the Light, as well as 

some grounding context within the setting. 
Though the chapter ultimately sets up the 
main story, this section could be played as a 
stand-alone adventure separate from the rest 
of the events of the Grand Amplifier. Alternate-
ly, it could just as easily be dropped from the 
story with little effect to shorten the overall 
campaign.

As moderators prepare to run chapter 1, it 
is helpful to keep a couple things in mind: 

•	 Remember that as ranking journeymen near 
graduation, the players have full play and 
Potential hands. They don’t yet have their 
Knights’ blades or caches, however, and they 
don’t carry the advantage, confidence and 
public authority of being full Knights. 

•	 Moderators should be sure that as the play-
ers pursue Igor across the realms, they are 
careful to avoid agreeing to stakes that re-
sult in his outright capture until they are 
ready to end the chase.

PART 1: ONE MAN’S JUNK

The chapter opens with the characters’ 
boat crew in their last quarter-cycle as 
ranking journeymen, working out of the 

main Guild House in the city of Sky in the nation 
of Skyreach. They are called into the office of 
the local Guild commander, Captain Ana Gor-
ry, and ordered to take over the investigation 
of the theft of a small lot of Masters’ salvage 
that the Delvers’ Society of Skyreach was selling 
to the Guild. She explains that the negotiations 
had just been completed when the crates con-

taining the salvage went missing 
from a well-guarded skyfront 
warehouse.

Suspecting an inside job, local law enforce-
ment quickly apprehended a customs clerk 
— Renly Wot — who, after some rather hard 
questioning, admitted to his part in the theft. 
Based on Wot’s claim that the salvage had 
already left Skyreach, and wanting to relieve 
themselves of the hassle, the local authorities 
invoked a clause in the Convocation Treaty 
concerning international smuggling, and asked 
the Guild to take over the investigation. Acting 
under orders from Headquarters, Gorry com-
mands the players’ boat crew to track down 
the fugitive and the missing salvage. 

Chapter 1: The Eye
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Gorry explains that Guild command has a 
specific interest in the provenance of this par-
ticular lot of Masters’ salvage and has made 
its recovery a priority. It appears that some 
of the items could prove essential to research 
being conducted by the well-known naviga-
tional technologist, Captain Phineas Truk; he 
has apparently used his connections to push 
the recovery order through. She emphasizes 
that since the player characters were onetime 
protégés of Truk, he has asked for their help 
specifically. While the characters should be 
moved to diligence by his confidence, the play-
ers may wonder at the unlikely coincidence. If 
so, simply remind them that when prophecy is 
involved, coincidence is usually called fate.

Play through FB19 — Connections, page 
149.

Resume play with the characters arriving 
at the local headquarters of the Skyreach Jus-
ticars, the national police of the wealthy and 
cosmopolitan nation. As there is a history of 
professional rivalry between Skyreach and the 
Guild — one in which Skyreach seems the per-
petual underdog — the party should be treat-
ed with officiousness and a brittle sense of 
superiority whenever they interact with local 
bureaucrats and administrators. 

In fact, when they arrive at the Justicar’s 
hall, they are made to wait for no real reason 
and then asked to leave any weapons outside 
the holding area. When they are finally admit-
ted to the prisoner’s cell it is only under the 
supervision of a large and humorless Justicar 
chaperone named Holger. In addition, a repre-
sentative of the Delvers’ society, a severe and 
skeptical woman named Rakel, observes the 
interview, taking lots of notes in a small ledger. 

Interrogating Mr. Wot
How the players approach the interview is 
up to their creativity and roleplaying skills. 
Renly was a low-level clerk whose ambitions 
outweighed his sense of self-preservation. 
An easy mark for a grifter like Igor, his arrest 
was perhaps inevitable. Renly is small, weasel-
ly and prone to alternating between 
outbursts of false bravado and 
pleading. He won’t do well in 
prison and knows it. 

Captain Gorry
Ana Gorry is a well-respected Knight 
serving a vital role as the Guild am-
bassador to Skyreach. She is soft-spo-
ken but strong-willed and not to be 
underestimated. She is decisive when 
necessary but does not act rashly. 
She is an able, if blunt, diplomat and 
a respected leader. She rose through 
the ranks the hard way and is famous 
within the Order for her heroics at 
the Battle of Fort Alabaster. Giv-
en the strained diplomatic relations 
between Skyreach and most other 
Kingdoms in the Light, her position 
is an important one, and it’s not a co-
incidence that Gorry is Skyreach by 
birth. Though still young, her name 
is often brought up in conversations 
about successors to the Guild’s cur-
rent High Captain, Fey.

Gorry is a 13.6 cycle old Wind ad-
ept. She has the dark hair and height 
of her Gale ancestors and dresses 
conservatively save for her collection 
of fine — if overworked — Dimmish 
boots. The captain famously carries 
her Knights’ blade everywhere — 
even into official meetings and formal 
social events.

Justicars
The Skyreach Justicars are an effec-
tive national police force known for 
“always getting their man.” Their lo-
gistical and intelligence elements are 
impressive, and given their access 
to Skyreach technology, so is their 
equipment and armaments. Most car-
ry bottle wands and wear body armor 
when on duty. The corps suffers from 
a reputation for preferential service 
to the upper class and jackbooted 
practices among the poor.

One Man’s Junk
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The Delvers’ Society
The Society is a famous company of salvagers that operates out of Sky. They are second 
only to the Guild in their success rates and have brought considerable wealth, tech-
nology and prestige to Skyreach. With a fleet of only three dozen ships, and perhaps 
5,000 salvagers and crew, the Society is tiny compared to the Guild, but their writ of 
operation is also much narrower. Perhaps unsurprisingly then, that the crews of Delver 
ships include many smug and swaggering dandies in fancy hats who turn their daring 
reputations into social clout among the elite of Sky society. 

The Society’s political capital has grown along with its wealth, and accordingly its op-
erations and administrative decisions have become politically significant. Its leadership 
has therefore adopted many practices more in keeping with nation-states than busi-
nesses. The Delvers now have congressional representatives, municipal investments, 
internal security personnel and a small cadre of what they refer to as “negotiators” who 
are given a variety of clandestine jobs and missions. 

The Delvers’ Society’s acquisition of political power has become a point of growing 
concern for the Congress of Lords — Skyreach’s ruling oligarchy. For the time being, their 
interests align, but the Congress recognizes the growing potential for future conflict. 

Chapter 1: The Eye
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Renly can reveal the following to successful 
investigators: 

•	 His accomplice was a Vaultish smuggler of 
some reputation known as Igor the Under. 
Renly emphasizes that the plan was all Igor’s 
idea, and that he only went along with it “out 
of fear.”

•	 Given the Guild’s interest in this salvage, 
Renly assumed it was a particularly valuable 
lot, and he passed this information on to 
Igor. 

•	 Igor and the salvage are long gone. Ren-
ly provided documents that got the crates 
cleared by Skyreach customs and trans-
ferred to Igor’s ship, the Fortune Maker. He 
claims the ship left three clocks ago and the 
journeymen can verify this by checking with 
the customs office.

•	 Igor put about that he was headed to Hori-
zon, but Renly overheard Igor talking to one 
of his crew about plotting the fastest series 
of waypoints to the city of Haven in Vault.

Renly may dread going to prison, but he is 
not stupid. He knows his only hope is to parlay 
information about Igor into a lighter sentence. 
Call for a play as the characters roleplay the 
interrogation. 

Player Stakes

•	 The journeymen convince Renly to give up 
his accomplice’s name.

•	 Renly also reveals Igor’s ship name and when 
it left port.

•	 Renly reveals Igor’s actual destination.

Moderator Stakes (1)

•	 Afraid of what they might do to snitches in 
prison, Renly tells the journeymen Igor’s 
name but convinces them he is headed to 
Verdant.

•	 Renly convinces the journeymen he was just 
a patsy and gets them to pull strings to re-
duce his sentence. 

•	 Renly plays the journeymen so thoroughly 
that not only are they the laughing stock of 
the Justicar’s office, but word gets back to 
Gorry and she sends along a senior and very 
stoic liegeman named Norrels to babysit the 
players during the rest of the investigation.

Sergeant Norrels
Norrels is the quintessential “liege-
man lifer” — well-trained, excep-
tionally experienced and extremely 
loyal to the Guild. He is supremely 
competent in his duties and has the 
uncanny ability to accurately antici-
pate what his commanders need be-
fore they know they need it. He is 
aging, but still fit enough, making up 
for any limitations with dirty tricks 
and dirtier fighting. He prefers using 
as few words as possible when com-
municating with officers, both for the 
sake of clarity and to minimize the 
possibility of “expressing an inappro-
priate level of enthusiasm.” Though 
he actually has a well-developed 
sense of humor, he long ago cultivat-
ed such a stoic exterior that now one 
could never guess he is often laughing 
heartily on the inside.

If Norrels is assigned to the jour-
neymen as their “adjutant,” he should 
be used by the moderator to provide 
periodic comic relief via dry sarcasm, 
alternating with “insightful sugges-
tions” to help advance the plot. 

The Stolen Lot
The characters may ask for a manifest of the 

missing salvage lot, which, after some more 
artificial delays, can be provided by a clerk at 
the Delver’s Society. The contents mean lit-
tle to any characters without technical or sal-
vaging attributes. Those with arcanoelectrical 
knowledge recognize several things on the list, 
though nothing apparently unique, and real-
ize it represents a small fortune on the open 
salvage market. The innocuous-seeming items 
that have drawn Truk’s attention, however, are 
the harness device, the interfacing mask and 
the glass spheroid, which he believes may be 
components of an Eye of the Navigator.

One Man’s Junk
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If the journeymen fail to get the truth out 
of Renly, feel free to imply that they do not 
really trust everything he said, giving them the 
chance to broaden their local investigation. 
Additionally, the Justicars conducted their own 
interrogation before the journeymen arrived, 
and if the party panders a little, the officers 
might even share some of the missing details. 

Making a Fortune
If the characters check with Skyreach customs, 
a clerk reports that the paperwork lists Ver-
dant as the Fortune’s destination, but the har-
bormaster’s log claims the ship departed on a 
downwind course in the direction of the Low-
lands. Associated plays could involve bureau-
cratic outmaneuvering, strong-arming or even 

Delver Society Salvage Auction Lot 186-A-23
•	 80 pounds, high grade, refurbishable Masters’ components, conduit and circuits, various

•	 6 count, branching conduit splitters — 2 partials and one braided

•	 5 count, minor class alloy accessories — unidentified 

•	 3 count, alignment dividers

•	 2 count, malleable conduit adapter rings — one fully discharged 

•	 1 each, type-3 harness device — with crudely severed actuating conduits

•	 1 each, partially melted interfacing mask — with burned out leads and missing lens

•	 1 each, dull-blue, elemental glass spheroid — with circumscribing ring of connecting studs

Sky
The capital of Skyreach is unique in the Kingdoms. The city is built on and within a 
single Masters’ artifact — an ancient, artificial skyland. Built as it is on the skeleton of 
some older purpose, the layout is awkward and confusing to foreigners, and many of 
the buildings, streets and subterranean passageways that make up the metropolis had to 
be retrofitted to better suit current needs. The extruded, stone-like material of which 
the city is constructed is dark green, fine-grained and difficult to quarry, cut or shape. 

Sky has a deserved reputation for being one of the most sophisticated and technolog-
ically advanced cities in the realms, and as the characters move through the metropolis, 
moderators should emphasize the unique and innovative infrastructure. Cog-driven arc 
trams provide ready transportation everywhere and the power grids are stable and 
comprehensive. Audiograph lines crisscross the city, arc lamps illuminate the under-
ground streets and a complex canal and pipe system provides both exceptional water 
and sewage services to all — assuming, of course, that the recipients can pay.

Sky has a parallel reputation for marked classism, created by the pursuit of wealth, 
and prizes technological advancements over socioeconomic improvements. According-
ly, there is a wide divide between the small upper class and the large lower class. As a 
result, the distribution of resources and infrastructure is uneven, and there are parts of 
Sky that are very dangerous for anyone who is not from the local neighborhood. 
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bribing officials. Other plays could involve tap-
ping underworld contacts or legwork around 
the skyfront, talking to chandlers, bartend-
ers and doxies about the crew of the Fortune 
Maker.

If the characters find themselves in a shady 
part of the skyfront seeking information on 
Igor or his ship, it is inevitable that they’ll 
run afoul of a local gang of toughs looking to 
roll some unwary foreigners. Given that they 
are only journeymen, and don’t have Knights’ 
blades with which to identify themselves, the 
characters will likely have to deter the thugs 
by more direct means. Given that a deadly 
altercation between the Guild and local cit-
izens would only add to the political tension 
between Skyreach and the Guild, and put a big 
black mark on the characters’ careers, it is in 
their best interests to resolve the encounter 
without bloodshed. The journeymen are likely 
therefore to depend on their Potential to in-
timidate the gang members.

Player Stakes

•	 The thugs are frightened off without 
bloodshed. 

•	 The thugs are embarrassed enough that 
they are unlikely to talk about their encoun-
ter with “Guildies” snooping around the 
skyfront.

•	 The party is able to interrogate a gang mem-
ber and confirm the Fortune Maker is bound 
for Haven. 

•	 The party also learns there were some lo-
cal “fixers” — not Justicars — paying well 
for information about the Fortune Maker and 
Igor the Under. The gang members, and 
therefore the players, would have no way of 
knowing this, but these fixers are Delvers’ 
Society negotiators.

Moderator Stakes (2)

•	 Several of the thugs are hurt badly enough 
that they need immediate medical attention.

•	 The character with the lowest luck draw 
suffers a minor wound.

•	 At least one of the thugs is killed in the skir-
mish, and the party is forced to report it to 
the Justicars.

Espen and Tove
These Delver “negotiators” are ex-
perienced and competent, and both 
are capable Potential adepts — Es-
pen even having been drummed out 
of the Explorer Knights’ Academy for 
“questions of psychological fitness.” 
They are not psychotic or willingly 
violent, but they do have a flexible 
morality that makes them particu-
larly effective in their chosen line of 
work. They are focused and loyal to 
the Society, but only because they 
are well paid. 

Tove is a short man with straw-col-
ored hair and bland features who 
easily blends into a crowd. Espen is 
a tall, somewhat ugly woman with 
dark hair and intense, pale-blue eyes 
that can make her stand out. Both 
are good at disguising themselves 
and operating within a variety of cul-
tures. They are always well-armed, 
and when fighting together, they can 
threaten even a Knight.

•	 Word gets back to the Guild via the Justi-
cars about the “reckless incompetents” 
assigned to the investigation, and if she has 
not already done so, Captain Gorry assigns 
Norrels to supervise the boat crew. 

Interested Party
The Delvers’ Society of Skyreach has a grow-
ing reputation for ability and service, of which 
they are very protective. Given that this theft 
occurred right under their noses, they are par-
ticularly interested in making an example of 
Igor the Under. Accordingly, Rakel has sent the 
Society’s own agents after Igor: “Negotiators” 
Espen and Tove. Despite their euphemistic ti-
tles, these agents have no intention of arbitrat-
ing anything and are unconcerned about running 
afoul of inexperienced journeymen. Their plan 
is to find and interrogate — then 
make a bloody example of — 
the smuggler.

One Man’s Junk
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PART 2: SMUGGLER’S HAVEN

Upon reporting to Gorry, the Captain 
orders the party to take command 
of the small cutter EGS Decisive and 

pursue the smuggler. Gorry is soft-spoken 
and competent, but something about how she 
delivers her orders convinces the characters 
they are coming from above and Gorry does 
not know why this small-time crime is worth 
so much of her limited resources. She also 
makes it clear she believes the journeymen are 
being given far too much responsibility with a 
ship command.

Moderators who want to add additional ac-
tion or excitement to the voyage should feel 
free to insert any regionally appropriate air-
borne encounters from Appendix 2 along the 
way.

Play though FB3 — Introductions, page 140.

Dirty Skies
Haven is a fast, six-clock, downwind sail from 
Skyreach; given the nation’s bandit-ridden 
skies, this is the perfect time for the party to 
encounter pirates. In this case, privateers os-
tensibly in the service of the corrupt Vaultish 
Parliament.

On the Vaultish border, about a clock out 
from Haven, the Decisive’s crew catches the 
sound of sporadic cannon fire on the wind, 
and a short time later the lookouts report a 
sighting. Two ships are exchanging chaser 
fire as the smaller vessel flees toward a dark 
cloudbank, likely seeking cover. The Explorer 
Knights’ Vow should compel the party to inter-
vene, but if for some reason they decide to sail 
on and avoid the encounter, so be it. However, 
the group should earn a 2-card story challenge 
cache the moderator can use whenever the 
Knights face a situation involving personal hon-
or or Guild responsibility. 

Assuming the journeymen intervene, as they 
close with the vessels, they discover that the 
larger is a well-armed frigate flying Vaultish col-
ors and that the smaller ship is a stocky mer-
chantman out of Horizon. The characters also 

realize they have only two basic 
options — join the fight on one 

side or the other or interpose 

their vessel between the two and signal for 
parlay. The Decisive has good position to inter-
cept, but the party must decide quickly or the 
whole thing will become even more complicat-
ed as the ships enter the looming clouds.

One of the privateer crews the Vaultish 
Parliament hired to serve in its so-called navy 
tried to shake down the unsuspecting Hori-
zonian merchantman. Indignant, and fearing 
the financially crippling loss of his cargo, the 
merchant captain bolted in hopes of reaching 
the cloud cover and escaping the other vessel. 
Enter the Decisive.

EGS Decisive

Poorly armed, but very fast, this 
small cutter is typically assigned cou-
rier duties. She has a standing crew 
of 25 sailors and stores enough for 
half a round. Painted with uncharac-
teristic red and yellow checks along 
her freeboard, the ship is not readily 
identifiable as a Guild vessel unless 
flying the colors of the Order. 

Her long-standing commander, 
Master Bonoval, is a capable but 
easygoing skyman, well-liked by his 
crew, but for his Leewardian practice 
of holding mandatory religious ser-
vices once a turn to honor the Lady 
of the Wind. Lark, the first mate and 
Amil, the bosun, are both experi-
enced and uniquely capable. The rest 
of the crew is an average collection 
of liegemen sailors: Frederick the 
second mate, Young Dell the naviga-
tor, Old Dell the quartermaster, Red 
Jon and Peder the helmsmen, Cookie 
the cook and so on.

To represent the Decisive’s excep-
tional speed, moderators should 
award the party a 1-card innate cache 
that can be used in plays whenever 
extra speed could be of value.
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If the moderator wishes to promote a diplo-
matic resolution to the encounter, she should 
allow the party to intervene before the mer-
chantman reaches the relative safety of the 
cloudbank. If she wants to instead create a 
tense and dangerous action sequence, she 
should allow the quarry to reach the clouds, 
forcing the Decisive to enter in pursuit. The 
chase can then take on a stealthy, cat-and-
mouse nature as each ship is forced to slow, 
and the crews try to acquire sighting using 
lookouts, listening devices and perhaps even 
Potential. The situation could get violent or 
possibly even become a strange, blind negotia-
tion with the captains calling out to each other 
through the confounding mists.

Any play involving skymanship, tactics, can-
nons, authority, stealth, intimidation or an 
appropriate use of Potential would fit the cir-
cumstances and any outcomes the players are 
likely to seek.

Player Stakes

•	 The Decisive intervenes, convincing both 
sides to break off the fighting, preventing 
further bloodshed.

•	 In the cover of the clouds, the Knights clev-
erly gain a superior tactical advantage and 
can force either ship to comply with any 
order. 

•	 The party earns a 1-card story cache for use 
in a future play involving either one of the 
crews. 

•	 The Guild gains significant evidence of the 
complicity of the Vaultish Parliament in the 
woes plaguing its skies and is able to lever-
age the evidence in future political negotia-
tions with the Vaultish authorities. 

Moderator Stakes (1)

•	 The intervention goes poorly, the Decisive is 
forced to defend itself, and several people 
on the Vaultish ships and the Deci-
sive are killed.

Smuggler’s Haven
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•	 In the thick clouds, the Decisive collides with 
the larger mercenary ship and is all but 
crippled. She barely makes it to Haven, ul-
timately costing the Guild significant money 
and time and earning the boat crew a black 
mark on their service records.

•	 The altercation embroils the party in sever-
al clocks of after-action hearings involving 
Guild and Vaultish officials once they final-
ly arrive in Haven. Meanwhile, Igor’s trail 
grows cold, earning the party a 2-card sto-
ry challenge cache the moderator can use 
in any play focused on tracking down the 
fugitive.

As detailed in the Upwind corebook, Hav-
en is the capital city of the corrupt and failing 
state of Vault, and every bit a wretched hive 
of scum and villainy. There is a large, skyfront 
Guild House with its own quays known locally 
as The Grounds. The current focus of its staff 
is supporting the 5th Fleet elements assigned 
to combat the rampant banditry in the region. 
With recent rumors of the capture of the 
Dread Pirate Margit, the staff is able to offer 
only limited support in the pursuit of a petty 
criminal like Igor.

Finding Igor
The characters have several approaches they 
can use to find Igor. They can sail into Hav-
en under a Guild flag, impound the Fortune 
Maker — which currently rests at dock — and 
interrogate any crew still aboard. They could 
go through the proper diplomatic channels 
and liaise with the corrupt local authorities, 
but that could prove fruitless if someone in 
the crooked system seeking a payoff warns 
the fugitive. They could connect with the local 
liegemen of the Constable Patrol Service and 
bring an experienced officer into the investi-
gation who might have local knowledge and in-
formants. They could come ashore quietly, put 
surveillance on the Fortune and use their own 
subterfuge skills to stalk the local underworld 
on their own.

Hunting through Haven is an opportuni-
ty for players who enjoy games with stealth, 
intrigue and high stakes interaction with the 

criminal element to engage with 
the setting. The city is rife with 
opportunities to play out 

dangerous, quip-ridden negotiations, back-al-
ley deals and murderous ambushes. Modera-
tors can expand this opportunity by adding in 
encounters and plays that take advantage of 
these underworld elements and give such play-
ers more of what they want. 

There is little distinction between the good 
and bad guys in Haven, as morals rise and fall 
with the market. It is therefore likely that the 
party can gather reliable information about 
the local underworld from just about anyone 
they might question — sailors, parliament 
members, shopkeepers, little old ladies — as 
everyone is connected at least by family, if not 
by business. One well-known point of contact 
within the Haven underworld is the Sailors’ 
Benevolent Union. 

Haven
Haven was once a beautiful, if tech-
nologically backwards, city surround-
ed by bucolic villages and green, 
mist-covered farmland. The city sits 
on a series of ancient, Masters-built 
terraces that rise from a perfect, 
semicircle harbor and features stout 
stone and timber buildings, many of 
which predate even the Kingdoms 
in the Light. The parliament build-
ing is particularly impressive with a 
300-cycle-old spire that stands as the 
tallest structure in the country. 

This onetime beauty has faded, 
however, as Haven’s rampant cor-
ruption rots the city from the in-
side. Infrastructure and services are 
failing, with trash and sewage filling 
the crumbling streets. Public works, 
including the city guard, exist in name 
only, and the arc grid is in such need 
of repair that service was halted to 
most parts of the city half a cycle ago 
due to frequent fires. Corrupt parlia-
ment members and local crime lords 
bleed off any profits, taxes and for-
eign aid that trickles into the country 
long before they can benefit the na-
tion’s increasingly desperate citizens.
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Igor the Under
Igor the Underhanded — usually shortened to Igor the Under — came by his dubious 
honorific honestly — or dishonestly, to be strictly accurate. He is a smuggler and con 
man of only average skill, but what he lacks in ability he makes up for with unwarranted 
optimism and a dependence on reckless improvisation. He is known for, and has learned 
to rely upon, his uncanny ability to talk, lie, sneak, wiggle and simply flee his way out 
of tight spots. It’s as if he can’t avoid the bad decisions that lead him into trouble; yet, 
magically, some kind of untrained Potential gets him out again — but only ever by the 
skin of his teeth. Unfortunately, such escapes are often at the cost of allies, crew, friends 
and even family members. 

Unbeknownst to even him, Igor is in fact an adept with strong Rain Potential with a 
very narrow ability. He manifests an uncanny kind of luck — an awareness of threats to 
his person — and has learned to act on these sudden and inexplicable insights.

He is tall and gaunt, with greasy, black hair, a toothy smile and perpetually sympathet-
ic eyes. Nonetheless, he has an unexpected charisma that allows him to make friends 
— albeit dubious ones — wherever he goes. Igor is Vaultish through and through, born 
and raised on the streets of Haven, so he has contacts, family — and plenty of enemies 
— throughout the city. 

Sailors’ Benevolent Union
As with most institutions in Haven, the Benevolent Union is a thinly veiled racket, this 

one offering jobs and protection to its members in exchange for “dues and donations.” 
One of the larger and more successful fronts, the Union actually manages several legiti-
mate — in as much as anything in Haven can be called “legitimate” — businesses as well, 
mostly involved in shipping and related concerns. The SBU operates out of the Sailors’ 
Hall in the docks district, where it “brokers” contracts with local and foreign vessels 
as well as actually providing support for the families of sailors lost in the sky. The Hall 
is run by an officious little man named Kovick. As annoyingly smug as he is, Kovick is 
well-connected in a city where that means something and little happens on the skyfront 
of which he is unaware.

However the search is conducted, one or 
two winning plays should point the characters 
to Igor’s bolt-hole, but failure should alert him 
to their presence, leaving him poised to run 
again.

Player Stakes

•	 The journeymen make a contact that leads 
them to Igor’s bolt-hole.

•	 Igor is completely unaware of the journey-
men’s presence in Haven.

•	 Igor still has most of his loot with him.

Moderator Stakes (2)

•	 The contact turns out to be a set-up and 
the journeymen are ambushed by thugs Igor 
paid to discourage pursuit. Unfortunately, 
the thugs were hired blind and have no idea 
where Igor is. 

•	 The Delver agents, using large bribes, find 
Igor before the journeymen.

•	 All the attention focused on 
finding him alerts Igor’s cred-
itors to his location as well.

Smuggler’s Haven
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•	 The blunt and haphazard way the party go 
about looking for Igor undermines current 
5th Fleet investigations, allowing several ma-
jor criminals to slip their nooses and creat-
ing a lot of heat for the characters within the 
regional Guild House.

One of the characters may have a Potential 
attribute that would allow her to locate Igor 
with elemental magic. Though Igor is protect-
ed by his strange supernatural aura of fickle 
luck, it is no match for the direct application of 
journeyman-level Potential; finding him might 
be as easy as simply discarding a random Po-
tential card.

Igor is only as well-liked as he is flush, and his 
motivation in returning to Haven was to fence 
the stolen salvage and pay off a number of vi-
olent creditors still angry about some failed 
business dealings. His uncanny luck, however, 
has betrayed Igor the Under once again, and 
the deal he had worked out with Peder the 
Peddler died in an ally when the fence took 
one too many knives in the back four stills ago. 

Igor is not entirely without friends, howev-
er — or at least paid informants — and they 
are keeping him apprised of some of the undue 
attention being directed his way. Accordingly, 
unable to move about freely for fear of drawing 
attention from his creditors, the Guild or the 
Delver agents, Igor is having trouble unloading 
his stolen goods.

Igor, Igor and Igor
Igor is hiding out at his cousin Igor’s flat — Igor 
is the single most popular Vaultish name, with 
fully a fifth of all boys bearing the forename. 
Cousin Igor has an honest job — which makes 
him a bit of an exception in his family — as a 
windmill technician, maintaining the arc gener-
ating mills that crowd the city’s skyfront. He 
lives — squats actually — in a large, officially 
decommissioned mill in the mostly abandoned 
industrial district of Haven. In his limited wis-
dom, Igor the Under decided the mill would 
be a good place to hide out until he got his 
creditors off his back. 

This particular windmill is mounted on an 
aging and rickety scaffolding that sus-

pends most of the mass of the 
large structure horizontally 
out over the void. Access is 

limited to one stout service door at the lee-
ward facing end, and a series of hatch-like win-
dows that open into the sky along its length. At 
the windward end, the large, downwind facing 
vanes creak loudly as they slowly turn, adding 
a sinister element to the tableau. Moderators 
should emphasize the precarious nature of, 
and limited access to, the windmill should they 
become tactically significant.

It is in this mostly deserted part of town, 
in this derelict structure hanging on the edge 
of the sky, where Igor the Under is likely to 
be found when his pursuers — local thugs, 
the party members or Delver agents — finally 
track him down. 

Last Man Standing
If there is one thing that Igor is good at, it’s get-
ting into bad situations, and then, somehow, 
with his uncanny, Potential-powered luck, slip-
ping out again. This encounter should be set up 
and played out as the perfect example of this 
recurring element in the smuggler’s life. 

If the party members identify his hideout, it 
is likely they will plan a raid of some kind with 
the intent of arresting Igor. To maximize the 
interest of the scene, the moderator should 
contrive the timing so that the thugs employed 
by Igor’s angry creditors, Delver agents Espen 
and Tove, and any local authorities involved in 
the investigation, should all converge on the 
windmill at the same time as the journeymen’s 
raid. If the moderator really wants to maxi-
mize the complexity of the situation, she could 
have a number of Igor’s allies — crew or family 
members — show up to help him as well.

The thugs and Igor’s allies approach by land, 
sneaking out of the empty alleys of the district. 
The crew of the Fortune Maker — assuming the 
boat has not been impounded — can slip the 
vessel in close and cover the windmill with her 
few but ready cannons. The agents likely hang 
back to see what happens, figuring they’ll let 
the factions murder each other, then sneak in 
and take Igor after everyone else is dead. 

How the party makes its approach is up to 
the players. They can be as tactical or as blunt 
as they want, and the moderator could grant 
them bonus or challenge caches accordingly. It 
is likely the characters will want to come at the 
mill from several directions; they may even opt 
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to use the Decisive, making ship-to-ship fighting 
inevitable if Igor’s crew arrives in the Fortune. 
The encounter could be broken into several 
individual plays, each addressing a different fac-
tion, or it might be the perfect opportunity for 
a collective play.

Player Stakes

•	 Igor is apprehended alive but badly wounded.

•	 Igor is apprehended unhurt.

•	 The journeymen manage to kill or run off 
the rest of the opposition.

•	 The journeymen are able to capture a num-
ber of other criminals wanted by the Con-
stable Patrol Service. 

•	 The journeymen are officially commended 
for their decisive action and role in breaking 
up a major Haven crime ring. 

Moderator Stakes (2)

•	 Igor escapes without a trace.

•	 The characters with the two lowest luck 
draws are injured in the fighting. The lower 

of the two makes a major wound draw, and 
the higher makes a minor wound draw. 

•	 One of the Delver agents is killed in the 
fighting and the Society ultimately holds 
the Guild responsible for the “irrespon-
sible use of deadly force,” creating future 
complications. 

•	 The use of ships’ cannon or Potential in any 
fighting damages the windmill’s foundation, 
and the structure topples into the sky, ne-
cessitating additional plays to escape or res-
cue others. 

•	 Having likely never met Igor, and having a 
number of family members at hand that look 
like him, the journeymen lose two clocks 
sorting out who is who as dead bodies and 
loyal family don’t talk, giving the real Igor a 
good head start. 

•	 The characters begin earning a repu-
tation within the Guild as incompetent 
manhunters.

Smuggler’s Haven
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Letter of the Law
However the standoff goes down, it is likely 
that the players will propose stakes including 
some version of “we want to capture Igor.” 
But, unless the moderator wants the chase 
to end here, Igor needs to get away. This sit-
uation provides the perfect opportunity to 
show the players how to take advantage of 
the meta elements of negotiating outcomes 
in Q. 

Igor’s escape should be easy for the mod-
erator to accomplish by taking advantage of 
the stakes mechanic. Since Cousin Igor is at 
the windmill as well, his capture would tech-
nically fulfill the letter of the law in any stakes 
including the “capture of Igor.” The moderator 
should play this situation up and bask in the 
glory of his players’ surprised faces and inevi-
table protests when the ruse is discovered. He 
can likely only get away with this kind of thing 
once, but the end result will be much more 
carefully worded players’ stakes in the future, 
and that’s great when playing Q.

If their players wouldn’t enjoy this little 
mechanical trick or would be frustrated by 

it, then moderators should simply not bid for 
stakes that explicitly capture Igor in this scene. 
Alternatively, if they do play for such stakes, 
they should play some very high cards — ideal-
ly a joker — in the bid. 

Play through FB9 — Down on the Docks, 
page 143.

Which Way Did He Go?
The characters quickly realize they must find 
Igor all over again; if they haven’t yet real-
ized this is a running theme in this adventure, 
they soon will. In the end, getting a lead is 
not difficult, and there are several ways this 
could be achieved. The easiest is to inter-
rogate Cousin Igor. Cousin Igor is strangely 
law-abiding considering the rest of his kin, 
and under a little pressure, he gives up what 
he knows. Another line of inquiry is to inves-
tigate which ships left the harbor after taking 
on a number of largish crates and a nervous 
local around the time Igor disappeared. It is 
also possible, as before, that one of the char-
acters has a Potential ability that allows him 
to readily determine that the fugitive has fled 
the skyland. 

PART 3: TEMPESTS AND 
WARLORDS

The first mate of the Righteous Wind, an 
old freighter undeserving of the name, 
owed Igor a favor and the Under — 

with most of his treasure — slipped out of Ha-
ven safely hidden in her hold. The ship is bound 
for Tempest, a non-Conclave collection of sky-
lands notorious for its contentious warlords. 
The Wind is carrying a shipment of weapons; 
which will earn a tidy profit in the war-torn 
region as long as the warlord who struck the 
deal is still in the position to pay for them, and 
there is no interference by the Guild along the 
way. It is therefore a good thing for Igor that 
the captain of the Wind does not know there 
will soon be journeymen chasing in his wake.

Though knocked around by fate, Igor is 
a crafty survivor who knows that going to 

ground on Tempest, though dan-
gerous, is a good way to keep 

the authorities at bay. Not 
only is the region outside the 

jurisdiction of the Convocation Treaties, but 
the natives have a well-deserved reputation for 
violent opposition to any foreign authorities. 
Igor believes that hiding out here means the 
Guild — or anyone else following him — will 
have to get past the local warlords before they 
can get to him. 

Having run guns to Tempest in the past, Igor 
has a few connections of his own, and he is 
hoping to exploit these for a place to hide. He 
has struck a deal with Captain Lamm of the 
Righteous Wind to be delivered to the territory 
of one of his past customers; a temperamen-
tal warlord who goes by the unlikely moniker 
“Queen of Storms.” Her self-proclaimed king-
dom is in the mountains above the outsider 
trading town of Coin. They were once very 
close, if only for a short time, and Igor is hop-
ing that for some actual coin, she’ll be willing to 
provide refuge.
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Tempest
Tempest is a wild place with weather as dangerous and unpredictable, and hinterlands as 
inaccessible and confounding, as its people. A strange pair of skylands that slowly orbit 
each other as they drift across the sky, Tempest trails a powerful Potential storm that 
never really dissipates. A dramatic feature of the region, and a constant reminder of the 
power of Potential, it can be extremely dangerous to aerial navigation.

The geography of the Tempest skylands is as extreme as its weather, with the major-
ity of the interiors featuring rugged mountains and deep valleys mostly inaccessible by 
skyship due to the combination of Potential storm and shadow. The vegetation is lush 
and dense, verging on jungle-like, creating an additional barrier to traveling upcountry. 
Large predatory land animals are common, as well as a uniquely high population of sev-
eral species of wind eagles.

Tempest is not a member of the Kingdoms in the Light; it’s not even a unified nation. 
The political structure — if it’s even fair to call it that — consists of a variable number 
of warring clans, the numbers and alliances of which are constantly shifting. Clan alle-
giance, intermarriage and personal honor are central aspects of culture, and the only 
thing the clans seem to hate more than each other is outsiders. Accordingly, there are 
no formal alliances, trade agreements or even embassies between any Tempest clans 
and any nations of the Convocation. There are three informal trading ports known to 
daring or desperate merchants from the realms — unimaginatively called Coin, Market 
and Peddler — but even the status of these settlements depends clock to clock on the 
whims of whichever warlord controls them at the given time.
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Riding Out the Storm
After the 12- to 14-clock voyage from Haven 
to Tempest, during which the moderator is en-
couraged to include an appropriate scene from 
the Aerial Encounters section (see page 150), 
the Decisive closes with the pair of skylands 
collectively known as Tempest. The namesake 
storm trailing in their wakes waxes and wanes, 
but it is particularly large and violent when 
the characters arrive — a serious risk to any 
skyship that ventures close to, not to mention 
tries to pass through, the storm. 

Offer the party the choice of braving the 
storm and sailing directly through, or delaying 
and sailing around to the fair skies at the lead-
ing edge of the islands. Make the choice more 
interesting by offering bonus and penalty cach-
es to be used when tracking Igor. If they are 
daring and enter the storm, reward the crew 
with a 1-card story cache for staying hot on Ig-
or’s trail. If they are cautious and delay, assign a 

2-card challenge cache for letting 
the trail cool. 

A play to navigate the storm could include 
any of the following stakes: 

Player Stakes

•	 The ship clears the storm with only minor, 
easily repaired damage.

•	 The crew suffers only fright, bumps and 
bruises. 

•	 The crew of the Decisive gains new confi-
dence in the skymanship and leadership of 
the party, granting a 1-card innate cache 
whenever a play relies on the sailing profi-
ciency of the ship’s company.

•	 The boat crew’s action gives them a growing 
reputation for sailing derring-do that starts 
to spread around the Guild. 

•	 Anyone with an attribute that can be relat-
ed to navigation or meteorology eventually 
publishes a well-received monograph enti-
tled Tempests of Tempest — Taming the Storm 
Through Scientific Acumen and Navigational 
Prowess.

Coin
Coin is a strange place. Part port town, part market village and part refugee camp, the 
crowded and dirty settlement changes layout and leadership almost with the waxing 
and waning of the Potential storm that forever looms over the near horizon. The town 
center is a large open-air market that runs around the clock and faces out onto a row 
of a dozen crude, crowded, multilevel wooden docks clinging to the shoreline. Given 
its distance from civilization, it seems odd that such a variety of things can be found in 
the Coin market, until one realizes just how much of the stock is made up of stolen or 
black-market goods.

Coin sits at the edgefall confluence of two small rivers that usually delineate the 
everchanging borders of the local warlords’ territories — currently an old man named 
Mountain Arc, a younger contender with the ambitious name of Fate-Bringer, and a 
cunning woman with proven longevity known as Queen of Storms.

The town is usually quite crowded and space in the market or even in the few ram-
shackle inns and boarding houses is at a premium. The place is full of local traders and 
aspiring entrepreneurs; foreign merchants; expats on the lam; fighters in the service to 
one warlord or the other; refugees sick of the fighting; and other residents, craftsmen 
and hangers-on trying to make a living off the singular economy. Recognizing its inher-
ent value for the money and goods it brings in, Coin is a valuable prize that frequently 
changes hands in the ongoing, ritual warfare. Quite intentionally, however, the clans 
rarely battle anywhere near the town, lest the port or its influx of resources be harmed 
in the fighting. 

Chapter 1: The Eye
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Moderator Stakes (2)

•	 The ship is wracked during its passage 
through the storm and limps into Coin on 
broken spars and tattered sails. 

•	 The crew is suspicious of any future orders 
that involve even minor risk to the ship. 

•	 The ship is so badly damaged that it all but 
crash-lands on the shore of one of the islands 
and the party has to continue in the launch 
while the crew stays behind to affect repairs.

•	 The crew is traumatized by the experience 
and suffers a 1-card innate challenge cache 
whenever given even remotely dubious or-
ders by the party. 

•	 A crewmember is lost overboard during the 
passage through the storm.

•	 The party gains a growing reputation for 
negligent recklessness within the Guild

Moderators should be sure to play up the 
chaos of sailing through the storm — the 
groaning hull, the shattering masts, the rending 
sails and the screaming crew. Emphasize the 
raging wind, torrential rain and scorching light-
ning, and leave the characters feeling drained, 
like they truly accomplished something very 
daring — or very stupid — as the case may be.

Finding Igor, Again
There are not many places in Tempest that 
welcome outsiders (and even that’s for a very 
limited meaning of the word “welcome”) but 
Coin is the largest and most well-known of the 
three ports. It is therefore not a great leap of 
logic for the party to track the Righteous Wind 
to this infamous trading outpost. 

If the players made every narrative effort 
to reach Coin as quickly as possible, reward 
them with the fact that the Wind is still in port 
when they arrive. If they dithered, sidetracked 
in Haven or were slowed down getting through 
or around the arc storm, tell them that the 
freighter off-loaded and departed two clocks 
earlier. Accordingly, they’ll have to decide 
whether to look for Igor on the skyland or 
chase after the merchant ship.

Into the Hills
If the party catches the Righteous Wind still in 
port, they can lean on the crew without mak-
ing a play and learn that Igor headed upcountry 

with a bunch of guns they sold to the Queen 
of Storms. If the Wind is gone when they ar-
rive, the characters have to explore the town 
and make some new contacts before they can 
track Igor down.

Player Stakes

•	 The party learns Igor went upcountry with a 
shipment belonging to the Queen of Storms 
guarded by some of the Queen’s fighters.

•	 The party learns that Igor and the Queen 
have history; Captain Lamm sold Igor out 
for the bounty she put on his head after the 
last time Igor was in Coin.

•	 The party is able to intercept the Queen’s 
caravan before it reaches her stronghold.

Moderator Stakes (2)

•	 The party is misled and runs headlong into a 
confrontation with a band of Fate-Bringer’s 
fighters approaching the town; a skirmish 
ensues. 

•	 The journeymen catch up to the Queen’s 
caravan just as it is attacked by both 
Fate-Bringer’s and Mountain Arc’s fighters, 
and are caught in the middle. 

•	 Several of Fate-Bringer’s soldiers are potent 
adepts, and one of the party members suf-
fers a major wound. 

•	 The characters are attacked from above 
by arboreal predators, and all take minor 
wounds fighting them off. 

•	 Somehow Tove and Espen, the Delver 
agents, got to the Queen ahead of the party 
and have already made a deal for Igor to be 
handed over. 

If the characters are delayed, the caravan 
reaches the Queen’s mountain stronghold be-
fore the journeymen can catch up, and Igor is 
much harder to extricate. The party then has 
three basic options. They can negotiate a trade 
— money, goods or favors — in exchange for 
the smuggler, they can sneak in and take him 
with stealth or they can storm the fortifica-
tions and break him out by force. 

Player Stakes

•	 The party secures the release 
of Igor and finally takes him 
into custody. 

Tempests and Warlords
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•	 The party so impresses the Queen the char-
acters earn a reliable ally on whom they can 
call in the future. 

•	 The party is able to recover most of Igor’s 
ill-gotten goods.

•	 Igor is actually cooperative with the char-
acters — for the time being — as he fears 
what the Queen has in store for him. 

Moderator Stakes (2)

•	 Igor is rescued but badly wounded in the 
fighting, and most of his treasure must be 
abandoned. 

•	 The Queen invokes the longstanding tradi-
tion of mutual aid against outsiders, 

and the party is forced to fight 
withering skirmishes all the 

way down the mountain as they flee for their 
ship. 

•	 The Queen is killed in the fighting; her memo-
ry becomes a rallying point for all of Tempest 
against the Guild. The boat crew ultimately 
receives significant disciplinary action in the 
form of delayed graduation and remedial 
training in diplomacy and negotiation. 

Play through FB13 — Master of Arms,  
page 146.

Following Orders
Assuming the Delver agents survived the 
showdown in Haven, it is unlikely they could 
get to Tempest before the journeymen, but if 
having them around would complicate a play in 
an interesting way, the moderator should feel 
free to involve them. Perhaps they came on 
a faster ship, had better winds or had better 
luck getting past the storm. Given time to plan, 
they try to take Igor from anyone who has him, 
even the characters. Subterfuge is their first 
choice, but they’ll fight if it comes to it. Either 
way, they are not ready to give up.

Not Again
However the party acquires Igor the Under 
from the Queen of Storms, when they return 
to Coin — either with the Queen’s blessing or 
fleeing her wrath — Igor’s uncanny luck for get-
ting out of tight places manifests again. At that 
moment, the young and reckless Fate-Bringer’s 
fighters attack the town in an attempt to ac-
quire their own navy by hijacking several mer-
chant vessels. They begin by shelling the water-
front with mortars, then storming the docks. 
The explosions and subsequent fighting provide 
ample opportunity for Igor to slip away from his 
captors in the resulting chaos. 

Unless they have very good cards to play, 
moderators should not make Igor’s escape 
stakes in a play. They should structure the nar-
rative to cover moderator fiat — something 
like “when the dust clears and the last of the 
raiders flee into the forest, you look around 
and realize Igor is nowhere to be seen,” or, 
“You realize the person you have been drag-
ging along through the fight is not Igor, but a 
similarly built local who is scared out of his 
wits.” If this unduly troubles players, hint at 

The Queen  
of Storms

The Queen is a respected and feared 
warlord in this region of Tempest. 
Her father was a scary, scary man 
but the locals are even more afraid of 
her. She is ruthless and coldly violent 
when needed, and she is also a shrewd 
guerilla tactician. Her stronghold is a 
network of cleverly trapped and de-
fended tunnels and chambers dug high 
into a cliff face above her home village 
far upcountry. Well-aimed cannon 
emplacements guard the lower valley 
and almost 1,000 enforcers, soldiers 
and scouts make up her army. 

The Queen is a tall, handsome 
woman of about 15 cycles. She has fair 
control of Rain Potential and is able to, 
among other things, use it to inspire 
loyalty among her soldiers. The Queen 
secretly yearns for a faithful lover who 
understands her, and thought she had 
found such in Igor when they first met 
over a cycle ago. Inconstant as he is, it 
was inevitable that he would leave — 
hence the bounty the Queen posted 
for his capture.
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the clearly supernatural Potential powers Ig-
or’s strange luck seems to imply.

Several merchant vessels, in an attempt to 
escape Fate-Bringer’s assault, have cast off and 
made for the open sky. The moderator should 
lead the party to assume that the Igor was able 
to stowaway aboard one of these, and allow 
them to chase down and search most of them 

with the much faster Decisive. Confounded by 
Igor’s strange potential, the party discovers 
— either by interrogating the other crews 
or returning to Coin and questioning local 
dockhands — that the only ship they missed 
is a member of the Vagabond Fleet; as far as 
anyone knows, this was their last stop before 
heading to the Fleet’s current location some-
where in the skies of Horizon.

PART 4: DISHONOR  
AMONG THIEVES

Igor the Under has fled again, this time to 
the Vagabond Fleet, where he hopes some 
old acquaintances will buy what salvage he 

has left and allow him to hide out for a while. 
As the players may have begun to suspect, this 
plan is not going to end well for the hapless 
smuggler. 

Before the party can follow him to the fleet, 
they have to find it first. The Vagabond Fleet 
is notorious, but it does a good job of staying 
on the move to avoid national and Guild au-
thorities. The journeymen may have learned 
in Coin that the Fleet is in Horizon, but that’s 
a big piece of sky and they need to narrow 
it down. Moderators should leave it to the 
players to come up with a way to locate the 
fleet — give them a chance to be proactive in 
using their attributes and resources. They are, 
after all, on the verge of becoming Explorer 
Knights; finding lost things is what they do.

Moderators could suggest several options 
and clever players will likely come up with a few 
more. They could go to the Guild House or lo-
cal authorities in Cliffside — the largest port in 
Horizon — and request the most recent intel-
ligence on the Fleet. This does, however, risk 
someone with more authority taking over or 
telling them to stand down. They could use any 
criminal contacts or subterfuge attributes in 
the Horizonian underworld to get a lead on the 
Fleet’s current location. It might result in a few 
false leads before providing an accurate one, 
but they could use basic legwork and question 
random captains in one of Horizon’s major har-
bors. Someone will have seen something some-
where that could lead the party to the Fleet. 
The players might even be able to come up with 
a clever use of Potential to provide them with 
guidance or a location. 

Moderators are encouraged to include any 
of the aerial encounters provided in the appen-
dix to make the 16-clock voyage 
from Tempest to Horizon more 
interesting for the players. In 
fact, feel free to include two. 

Cliffside
This large, raucous city is a key port 
within the Kingdoms in the Light, and 
a favorite of sailors from across the 
realms. Its location makes it a central 
waypoint, and its warm and outgoing 
people make it uniquely welcoming. 
They are particularly fond of the 
Guild, and there is not a watering 
hole in the town where Knights have 
to buy their own “jot.” 

The skyland of Bluff on which Cliff-
side is built is an almost cubical mass 
of stone and dirt just over a mile 
across. Founded as a mining town 
over 100 cycles ago, the skyland was 
left riddled with tunnels, chambers 
and galleries, more than tripling the 
potential living space on the rock. 
Now every surface is covered in 
structures — dockyards, factories, 
forges and other industry — and the 
interior is packed with active mines, 
crowded neighborhoods, local mar-
kets and the municipal infrastruc-
ture needed to support the roughly 
50,000 residents.

Tempests and Warlords



The Vagabond Fleet
The history, nature and behavior of the Vagabond Fleet are detailed in the Upwind corebook.

The Fleet is an armada of sky pirates and criminals notorious across the realms. Often amassing 
as many as 50 ships at a time, the fleet can become a floating town not unlike Nomad; however, 
the Fleet is rife with villainy and vice of all kinds.

When in the open sky and unthreatened, the Fleet rafts together into a massive wood and 
metal ball of ships. The resulting three-dimensional maze of decks, rigging, gangways, underhulls 
and crow’s nests creates an everchanging town as ships join and depart. Finding one’s way around 
is as difficult as it is dangerous. Any vessel rafting with the Fleet must grant “pedestrian right of 
way” that allows strangers to use one’s deck, gangplanks and even rigging to move from one part 
of the mass to another. 

There are half a dozen ships of various designs that make up the core of the ball, serving as its 
only permanent infrastructure and rarely, if ever, casting off. The Fair Wind is a large mastless hulk 
that serves as a centralized bazaar and black market. The Tea Room is an ancient freighter that is 
now an inn, and the Kin’s Revenge is home to the Veiled Viscountess and the de facto town hall. 
The Docks is just that, an old but massive barge that serves as a large pier for those ships staying 
only a clock or two.

Since it’s a tedious and complex job to get a single ship out from inside the rafted mass, only 
crews planning to stay awhile raft with the larger collection. Short term visitors either moor at 
the Docks — paying outrageous “harbor fees” — or go ashore in shifts, leaving watches aboard to 
manage station keeping duties. Accordingly, from a distance the clustered fleet with its orbiting 
vessels is reminiscent of a wasp nest.

When threatened with a raid by regional authorities, bells and horns sound throughout the 
rafting mass, and individual ships cut themselves loose from each other in only moments. The mass 
can begin breaking apart in the time it takes crews to board, cast off and raise sails, with ships 
moving off like shrapnel from a slowly exploding bomb.

It is perhaps surprising that a lawless and random collection of pirates, bandits and thugs 
would have community rules, but they do. Known as the “Mandates of the Fleet,” this short but 
time-tested list of directives carries the weight of religious vows. 

Examples include: 

•	 A threat to the Fleet is a threat to all

•	 Endanger a ship, endanger the Fleet

•	 Bring the law, pay the price

•	 Pull a weapon, be ready to use it

•	 Obey or challenge

There are currently 12 mandates, and most are, perhaps unsurprisingly, open to various levels of 
interpretation and enforcement. To come aboard the Fleet, however, and not at least be familiar with 
the list is to risk your life; the punishment for violation in most cases is being made to walk a plank. 

Aside from the Mandates, there is no formal governance in the Vagabond Fleet except for what 
can be imposed by the strongest captains and gang leaders. Three of the currently most powerful are: 

The Red Captain: A ruthless dandy of pirate with an overinflated ego, a large crew, a vicious 
streak and an amazing wardrobe. 

Captain Wind: A reclusive and enigmatic information broker with a realms-wide network of 
spies and informants. Rumor has it that he is a powerful Wind adept who uses his Potential abilities 
to communicate magically with his network and clients. 

The Veiled Viscountess: A notorious pirate queen whose beauty and cleverness are matched 
only by her vanity and sharp tongue. She is an ironfisted leader with a large crew including many 
female members. She is an able Arc user with the temper to match, and she is easily insulted. 
Unfortunately for her enemies, she is prone to exceptionally violent payback.
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Telling Tales
It is likely that, even if they find the location 
of the Vagabond Fleet by other means, Mas-
ter Bonoval will use Cliffside as a navigational 
waypoint and a provisioning stop. If this hap-
pens and the party members find themselves 
in a local watering hole, use the opportunity 
to demonstrate the warmth of the Horizonian 
people and their support of the Guild. Have 
the players draw luck cards. Whoever pulls the 
highest card is identified as a journeyman and 
tapped by a group of locals to regale them with 
a thrilling tale about the Explorers’ Academy. 
By way of recounting the tale, run the follow-
ing Academy flashback. 

Play through FB8 — Down is Towards the 
Enemy, page 143.

Ask for a play or two and reward any cre-
ative thinking or roleplaying with information, 
story caches or even access to a black market 
sphereometer needle that points to one of the 
ships in the Vagabond Fleet. Without spending 

too much game time in 
pursuit, a little thinking or 
clever roleplaying should get the party headed 
in the right direction.

Fly It Like You Stole It
Moderators should challenge the players to 
come up with their own plan to infiltrate the 
Fleet. They should realize they can’t simply sail 
up as representatives of the Guild because if 
they did the Fleet would most likely scatter, 
or perhaps turn on them en masse. The boat 
crew might therefore consider some form of 
subterfuge, such as posing as criminals, or at 
least morally dubious merchants. If they open-
ly come aboard, they are “inspected” as new-
comers and asked to pay “docking fees” even 
if they leave their disguised ship standing off. 
Bringing any of their liegemen crew with them 
could complicate matters. At some point as 
you roleplay out the inspection, ask for a play 
to resolve their subterfuge. 

Tempests and Warlords
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Player Stakes

•	 The party makes it aboard the Fleet without 
immediate complications.

•	 The party has sold their backstory well 
enough to earn a 1-card story cache that 
can be used in any subsequent play involving 
their cover as criminals.

•	 Making small talk with the “customs” in-
spectors, the party gets a lead on a “Vaultish 
loudmouth going by the ridiculous name of 
Igor the Under” (see Last Resorts page 34).

•	 One of the party is passingly familiar with 
the Mandates of the Fleet, and can play 
a free cache card in any play involving the 
tenets. 

•	 One of the characters knows there is a 
Guild informant aboard the Fleet, a Horizo-
nian called Gerald the Fat. 

Moderator Stakes (1)

•	 The party is coerced into hiring a “guide” 
who is clearly a local thug being ordered to 
keep an eye on the newcomers for a while.

•	 The Decisive is recognized by an observant 
sailor aboard the Fleet and the moderator 
may break the party’s cover anytime she 
deems it dramatically appropriate.

•	 One of the characters — chosen by a luck 
draw — is recognized by Edwina “Stink Eye” 
Evans, a petty criminal with whom the jour-
neyman had a run-in a while back. She ap-
proaches the character and makes it clear 
she is expecting a fat bribe to keep his iden-
tity a secret. That — and maybe a date. 

Last Resorts
Igor the Under’s uncanny fortune appears to 
have finally betrayed him. He did not real-
ly want to come to the Vagabond Fleet, but 
given the necessity of a hasty departure from 
Tempest, he really didn’t have a lot of choice 
in the matter. His reticence is not because he 
does not like the Fleet — in fact, he was once 
well-connected with its crews. The last time 
he was here, however, Igor made some poor 
choices — bad even for him — and left behind 

many enemies.

The Red Captain backed one of Igor’s cons 
for a promised cut of the profits, but the un-
timely involvement of the Constable Patrol 
Service sank the plan, and the Red Captain 
wants his investment back. No one knows 
why Captain Wind wants Igor dead, but the 
size of the bounty he put on Igor’s head after 
his last visit implies the Captain is more than a 
little upset. The Veiled Viscountess is easily the 
most furious, and the least likely to forgive. She 
is livid that any man would walk out on her — 
especially her husband. 

Igor had hoped he could buy his way back 
into various good graces upon returning to 
the Vagabond Fleet, but since his arrival sev-
eral clocks ago, everything has gone from bad 
to worse. Failed negotiations, misinterpreted 
overtures, screaming arguments, street brawls 
and running gun fights have all led to the cur-
rent, increasingly tense, stand-off between 
Igor and nearly everyone else in the Fleet. 

As the party comes aboard, Igor is sitting in 
one of the storage holds of the Fair Wind, the 
market ship at the center of the ball of ves-
sels that is the rafted Fleet. He has been awake 
for almost two clocks straight and is several 
sheets to the wind as well. He sits on his one 
remaining trunk of salvage, with a bottle of jot 
in one hand, a hot-wired spark bottle in the 
other and an open keg of arc powder at his feet 
— one of a couple dozen stacked around him. 
Igor swears he will detonate the powder stash 
if anyone comes near him or starts casting off 
ships. The community, taking him at his word, 
has abandoned the Fair Wind and most of the 
surrounding vessels. For most of the last clock, 
he has been shouting various drunken de-
mands through the open hatch in a desperate 
bid to escape the threats arrayed against him. 

Armed, vigilant crew from most of the ma-
jor gangs aboard the Fleet have surrounded the 
Fair Wind — albeit at a respectful distance — 
as Igor is in egregious violation of several of 
the most important Mandates of the Fleet. In 
addition, the Red Captain, Captain Wind and 
the Veiled Viscountess are in attendance with 
their crews as each wants the chance to kill 
him — personally. 

Chapter 1: The Eye
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Finding Igor One Last Time
Lucky for the journeymen, it takes them about 
as long as a fathom of rope to catch wind of 
the standoff going on at the core of the Fleet. It 
might take a little longer for them to learn that 
Igor’s at the center of it, but not much. The 
focus of this part of the adventure is not finding 
Igor, but getting the smuggler out alive so they 
can arrest him and recover the stolen salvage

If they are still in pursuit, the Delver negoti-
ators, Espen and Tove, have extensive criminal 
contacts and so could have learned the loca-
tion of the Vagabond Fleet and arrived several 
clocks before the journeymen. If the modera-
tor wants to further complicate Igor’s plight 
and the lives of the characters, feel free to have 
the agents’ plans directly conflict with, or oth-
erwise undermine, whatever the party tries to 
do. The determined agents are the perfect foils 
for practically any counter stakes proposed by 
the players.

From Under Their Noses
At this point in the campaign, even players new 
to Upwind should have a good understanding of 
the game’s tropes and a solid working knowl-
edge of its mechanics. Moderators should 
therefore give them every opportunity to de-
vise their own plan, keeping in mind it has to 
address four things: first, they must retrieve 
Igor; second, they must recover whatever sal-
vage he still has with him; third, the plan has to 
give the party an opportunity to safely with-
draw; fourth, and perhaps most importantly, 
any plan needs to minimize the threat to civil-
ians as, unfortunately, there are many spouses 
and children living aboard the Vagabond Fleet. 
The deaths of known criminals by their own 
misadventure is one thing, but the Guild’s te-
nets are clear about avoiding negligent harm 
to civilians. 

Should the moderator be compelled to of-
fer suggestions, she could start by reminding 
the players about their characters’ Academy 
lessons on the Guild’s rules of engagement as 
described in the Upwind corebook — diploma-
cy, subterfuge, force — in this order, and only 
after exhausting all previous options. 

Diplomacy: The party could approach one 
of the more powerful leaders — or a conclave 
of them — to parlay and negotiate a deal. They 

would likely not have enough money to tempt 
the big players, but the characters could likely 
offer uniquely valuable services, favors or even 
information. 

Subterfuge: The journeymen could use a 
clever ruse or distraction to sneak Igor off the 
Fleet. They could bluff a raid by the authorities 
or use their Potential in ways the locals would 
not see coming. 

Force: The Guild members could simply 
draw their weapons, fight their way through 
the cordon and bust Igor out. They could at-
tack with the Decisive backed by their offensive 
Potential. They could take some of the key 
leaders hostage, and make their own threats 
until the pirate skippers called off their crews 
and gave up the smuggler. A final option would 
be to simply assassinate Igor instantly from 
a distance with a sniper or Potential ability, 
thereby preventing him from detonating the 
powder stores.

Whatever they choose to do, there will 
likely be a play or two needed to resolve the 
standoff. 

Player Stakes

•	 The characters manage to get Igor off the 
Vagabond Fleet mostly unharmed with mi-
nor collateral damage and injuries among 
the party.

•	 The negotiations go so well, the journey-
men now have a useful underworld contact 
aboard the Fleet. 

•	 The party makes good their escape before 
most of the locals even know they were 
there.

•	 The characters manage to bring most of 
Igor’s remaining stash of salvage out with 
them.

•	 Igor is so grateful for being saved that he co-
operates fully in the escape, and does not 
even try to get away during the voyage back 
to Skyreach. 

•	 Captain Gorry is so impressed with the 
party’s actions that she recommends them 
for commendations, and sends them back 
to Highstone with a little extra 
leave before their graduation 
ceremony.

Tempests and Warlords
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Moderator Stakes (3)

•	 The party escapes, but only after a running 
battle that kills a dozen locals and costs one 
of the party a major wound. 

•	 The characters are revealed as members of 
the Guild, and the entire Fleet turns against 
them.

•	 The entire party takes minor wounds.

•	 The party fails to recover Igor’s stash.

•	 The boat crew’s actions lead to the detona-
tion of Igor’s arc powder — or some other 
catastrophic damage — killing dozens, crip-
pling the fleet and earning them an armada 
of dangerous enemies. Thugs and assassins 
will hound their steps for cycles to come. 

•	 Igor is mortally wounded in the fighting 
and does not survive the voyage back to 
Skyreach.

•	 Captain Gorry is furious at what appears 
to be a string of failures and recommends 
that the journeymen’s graduation be delayed 
pending remedial training. 

Aftermath
One way or another, the characters eventually 
make it back to the Guild House in Skyreach 
and report to Captain Gorry. If they succeed-
ed in capturing Igor the Under without too 
many mishaps or calling negative attention to 
the Guild, she is pleased with their work, and 
reports favorably on the journeymen to the 
Academy. If they somehow botched the man-
hunt, or caused undue mayhem, she is disap-
pointed, possibly furious; their last round un-
der her command is a slog of menial tasks and 
remedial training. 

If things went bad enough — including any 
negligent violations of the Knights’ Pledge — 
the moderator should consider a play with 
stakes that include expulsion from the Acad-
emy for the most culpable characters. Such an 
outcome would, of course, require the intro-
duction of some new PCs, but it would set a 
clear standard for Knightly conduct. 

Igor is eventually interrogated by Guild ex-
perts, and then turned over to Skyreach au-

thorities. It turns out that he had 

no knowledge of the provenance or nature 
of the salvage he stole; he assumed only that 
since the Guild was interested in it, it must 
be particularly valuable. Any recovered items 
are passed through channels to Guild experts 
and assessed; several objects in particular go 
by special courier directly to the workshop of 
Academy Professor Captain Phineas Truk — 
noted navigational technologist. 

As moderators know from the campaign 
backstory, Truk suspects several items from 
the stolen lot are components of a relic known 
as the Eye of the Navigator. One is the strange 
harness-like device, the second is the partial-
ly melted visor-like mask of laminated circuits 
and the third — and most important — is the 
dull-blue, elemental glass sphere, three inches 
in diameter and studded with arcanoelectrical 
leads.

Regardless of the actual outcome of the 
chase, assume that enough of the artifacts Igor 
stole were recovered along the way, so that 
the singular items described above eventually 
make it to Captain Truk at the Academy. Even 
if circumstances lead to the loss of all of Igor’s 
stolen salvage, the critical and only function-
ing component of the Eye — the blue spheroid 
lens — can still be recovered. Having caught 
the thief’s fancy, he attached the pretty, blue 
bauble to a thong and hung it about his skin-
ny neck as a keepsake — and as a stashed re-
serve should he need to flee empty-handed. 
At a dramatic point during their cruise back to 
Skyreach, moderators can make sure the char-
acters spot the Eye and make the connection.

Coincidence or 
Prophecy?
It is with the discovery of the components 
of the Eye that this campaign truly begins — 
the revelation initiating the series of unlikely 
events that may ultimately lead to the recov-
ery of the Grand Amplifier. It may appear 
contrived, however, that the player characters 
are Truk’s protégés and play the central role 
in beginning this story. Recall, therefore, that 
this is the tale of a grand prophecy, and in such 
tales coincidence abounds and the hand of fate 
is often an uncanny guide.

Chapter 1: The Eye
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CHAPTER 2: 
THE MASK

Synopsis

The chapter opens with the boat crew’s 
long-awaited graduation from the Ex-
plorer’s Academy. To their surprise, 

the characters are subsequently assigned to 
lead a small salvage mission to Rubble Field 
#43, deep in the Twilight Frontier, with their 
onetime mentor — and Embassy conspirator 
— Captain Truk. The characters are asked to 
orchestrate the mission, including all security 
measures; this is practically unprecedented 
for recent graduates. The operation soon be-
gins to suffer a series of increasingly troubling 
mishaps, and just as Truk locates the ruins he 
came to find, the situation turns dangerous.

When a liegeman technician disappears, the 
characters find him while continuing to oper-
ate the camp, help Truk with his excavation 
and fend off a dark dragon attack. The chapter 
culminates with the discovery of the Mask of 

the Navigator, at — thanks to the dramatic 
timing of plot — the very moment the camp is 
attacked by a Child of the Dark patrol. The at-
tack and subsequent skyship battle is the very 
one the characters experience in the prologue 
of the campaign. Assuming all goes well, the 
expedition returns to Verdant with a work-
ing version of the Mask of the Navigator, and 
the characters one step closer to joining the 
Embassy.

This chapter is intended to provide a quint-
essential Upwind adventure, with a crew of 
young heroes being given exceptional respon-
sibility and the chance to explore lost mys-
teries. The scenario connects the characters 
to Captain Truk, provides one of the story’s 
McGuffins and introduces the Children of the 
Dark; but at its core, the chapter provides a 
classic RPG adventure: exploring dark places, 
fighting monsters and recovering lost treasure 
— with an Upwind twist. This scenario could 
also readily be played as a standalone adven-
ture, independent of the rest of the events of 
the Grand Amplifier.

As moderators prepare to run chapter 2, it 
is helpful to keep the following in mind: 

•	 Despite the presence of Captain Truk, the 
characters are in charge of the mission. 
They have been given a huge responsibili-
ty for their experience level; moderators 
should be sure to emphasize this, offering 
tough leadership challenges and hard choic-
es at every opportunity. The players should 
feel their characters are truly in command.

•	 The chapter introduces the players to their 
characters’ mentor, Captain 
Truk. It is important that, 
by the end of the chapter, 

Foreshadowing
As a mysterious, foreshadowing 
prologue to this chapter and rest of 
the campaign, the moderator should 
read aloud the opening text of this 
book’s introduction to the players — 
up to the section marked Modera-
tor’s Eyes Only. If players have ques-
tions, the moderator can impart that 
this is the gist of the common Kin 
lore around the legend of the Grand 
Amplifier, but she should resist pro-
viding any further information or ex-
planation, allowing the characters to 
think whatever they may about this 
interlude and the information. 

Chapter 2: The Mask
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both the characters and the players con-
nect emotionally to the brilliant and kindly 
old man. Their respect and loyalty to Truk 
are primary motivators for later parts of the 
story, so moderators should play him as a 

uniquely likable, caring, grandfatheresque 
teacher, and do everything they can to elicit 
said loyalty, a need to protect the professor 
and the desire to make him proud.

PART 1: GRADUATION 
EXERCISES

Play opens just over a round after Igor 
the Under’s capture, with the boat 
crew preparing for their long-awaited 

graduation from the Explorers’ Academy. The 
ceremony is detailed in the Upwind corebook, 
but moderators should emphasize the excite-
ment and anticipation of the graduates, the so-
lemnity of the event and its significance in the 
lives of the characters. As happens leading up 
to every graduation, the mood of the Acade-
my becomes increasingly celebratory, and the 
energy and pride of the cohort is exceptionally 
high. Family members and dignitaries from var-
ious homelands travel to Verdant to attend the 
ceremony, and the Academy is crowded with 
visitors.

Perspectives
Ask each player to describe any specific prepa-
rations or activities his character is engaging 
in prior to graduation. Are they partying with 
friends or finishing up some last-moment proj-
ects? Seeking a chance for solitary reflection 
or a last liaison with a lover before shipping 
out? Celebrating with visiting family or discuss-
ing career ambitions with a favorite professor? 
As each player offers his description, ask the 
other players around the table to temporarily 
take on the roles of any NPCs in those scenes 
and roleplay through short vignettes with the 
intention of creating the emotional weight of 
the moment and emphasizing the different 
personalities of the player characters, their 
friends and their families.

Pomp and Circumstance
The actual graduation scene can be a challenge 
for moderators to orchestrate, but it can be a 

fun and worthwhile part of the story. 
As presented in the Upwind core-

book, page 71, describe the 
Well of Heroes, the crowd of 

spectators, the inner circle of mentors holding 
newly forged Knights’ blades and the suddenly 
anxious ring of journeymen ready to become 
Knights. Detail how the wind blows up through 
the baroque grate of the floor, rustling fine 
clothes and carefully combed hair. Describe 
how the cohort sneaks glances at each other 
across the circle, how they can’t believe they’re 
about to finally be knighted.

As important as the ceremony is, the event 
is quite simple. At a signal from Steward Dan-
forth, a hush comes over the crowd. For a mo-
ment, the only sound is the wind rising through 
the floor. In unison, the inner ring of profes-
sors, Knights, parents and other mentors 
speaks the first line of the Explorer Knights’ 
Pledge, and the waiting ring of journeymen 
step inward together.

The moderator should ask her gaming group 
to play along. As she dramatically recites each 
declaration from the Pledge, the players should 
respond in unison from around the table with 
the sacred phrase, “I so vow.”

Moderator: To honor the Guild 
Players: I so vow

Moderator: To seek the Knowledge 
Players: I so vow

Moderator: To defend the Kingdoms 
Players: I so vow

Moderator: To defy the Dark 
Players: I so vow

Depending upon the nature of the group, this 
may feel a little hokey, but since it is a roleplay-
ing game after all, most players will be into it. 
“Taking the vow” can be a surprisingly solemn 
way to experience the scene and commit to 
the premise of being an Explorer Knight.

Play through Academy Flashback FB1 — 
New Students, page 140.
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As the echo of the final vow blows away on 
the wind, the characters come back to them-
selves and to the fact that they have become 
Knights. As the Well erupts into boisterous 
cheers, tears and heartfelt congratulations 

all around, ask the players in turn to describe 
their characters’ reactions to the emotions of 
the event and how they would express them 
at the moment.

PART 2: GRADUATION CRUISE

Moderators are encouraged to run 
whatever post-graduation celebra-
tory antics their particular group 

cares to roleplay through. Depending upon 
character concepts, this may range from a 
sober time of preparation to a raucous cel-
ebration. Alternatively, feel free to have any 
celebrations occur offstage and leave the char-
acters wondering how they woke up in the 
EGS Dominion’s crow’s nest, wrapped only in a 
launch’s sail.

There is a long-standing practice at the Acad-
emy that the newly Knighted Guild members’ 
first assignments are publicly posted the clock 

after graduation. Traditionally called gradua-
tion cruises, the Knights are generally aware 
well in advance of what their assignments will 
be, as it takes time to work out such logistics. 
Even so, there is always excitement, and some 
anxiety, around the announcements; these as-
signments sometimes change unexpectedly at 
the last moment.

Whatever their post-graduation states, the 
party members should be surprised to discov-
er that their various cruise assignments have 
all changed. The posting simply reads “Com-
mand Cadre — EGS Faithful. Report 
to Captain Truk, Navigational 

Graduation Cruise
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Sciences.” Let the player’s stew over the mean-
ing of this unexpected change of plans, and hint 
that new Knights are never given command of 
anything. Imply this is either an uncommon 
show of faith in their abilities, or some kind 
of mistake. Encourage them to debate in char-
acter the likelihood of either option as they 
make their way to the Academy workshop of 
the honorable Captain Truk. 

As the party enters the familiar workshop, 
they are reminded of the countless bells they 
spent working here — at first only cleaning 
up after the older students as punishment for 
some transgression in Basic Navigation class, 
but later as protégés of the famous Captain 
Phineas Able Truk. Moderators should em-
phasize this relationship, making it clear to the 
players that Captain Truk is a beloved mentor, 
and their characters owe him much; therefore, 
they should be ready to do whatever he is 
about to ask. If the players reflect this under-
standing in their roleplaying, award the party 
a 4-card story cache they can use in any play 
serving Captain Truk’s direct orders. 

Captain Truk is detailed in the NPC section 
of the Upwind corebook.

Play through Academy Flashback FB5 — 
Captain Truk, page 141.

No Mistake
Truk greets the party like the old friend he is, 
and — with a glint in his eye — intentional-
ly dithers around getting to the topic of the 
assignment in order to watch the characters 
squirm. Finally, he tells them it’s no mistake; 
they are being given command of the small frig-
ate EGS Faithful. With uncharacteristic furtive-
ness, he then tells the characters the mission 
is a salvage operation to the Twilight Frontier, 
and that he will provide them with course de-
tails once they are underway. He says a small, 
handpicked crew is already outfitting the ves-
sel, and that they can leave as soon as the par-
ty members have seen to any final, personal 
preparations. 

Truk provides no further details of note, 
no matter how hard the characters press, 

but promises to tell them everything 
they want to know once un-

derway. Any characters with 

EGS Faithful 
The Faithful is an aging but service-
able ship, small for her class at only 
110 feet with 48 guns and a crew of 
180. She has two sets of main wings, a 
pair of large keel gates and is painted 
with a bright red and black checkered 
waistband. Her only apparent breaks 
with standard specifications are the 
arc cannon chaser in her bows and a 
captain’s skiff in addition to her two 
launches. 

The ship’s master is a surprising-
ly young Ascentian woman by the 
name of Ki, and though some on her 
command crew are twice her age, 
they clearly respect the thoughtful 
liege woman. Her first mate, a man 
known around the fleet as Serious 
Mr. Beedle, holds the official active 
duty record for most voyages into 
the Frontier at 72 and counting. The 
crew consists primarily of Dimmish, 
Ascentians, Verdani, and Vaultish 
sailors — the last perhaps making the 
party a little skeptical, especially as at 
least three of them are named Igor.

Ship and Crew
For the unique competence of Truk’s 
handpicked crew, award the party a 
1-card innate cache for use when plays 
depend on that competence. Despite 
the ship’s name, assign a 1-card innate 
challenge cache to any plays that in-
volve her reliability or performance, 
due to the Faithful’s age.

appropriate social attributes realize that Truk’s 
reluctance lacks its typical mischievousness, 
and instead seems uncharacteristically anxious. 
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Clandestine Course
Allow the party members to make whatever 
reasonable preparations they wish. Truk swore 
them to secrecy, so test them with pressing 
questions about their unlikely assignment from 
jealous other members of their graduating 
class. If any of them share the plan, this is just 
the kind of leak a moderator could use to jus-
tify the involvement of the Cabal agents de-
scribed in the introduction. 

Right before the crew begins casting off, 
Truk meets the party at the docks with two 
journeymen assistants in tow — Randel and 
Min. Randel is a tall but tubby son of the Do-
minion, while Min is a lean Brightlander with an 
aloof air. At the moment, both are trying very 
hard to look brave in the face of a voyage into 
the Twilight Frontier. In addition to their own 
small kits, they are carrying a large trunk be-
tween them containing Truk’s personal effects 
and equipment to maintain his arcanoelectrical 
body parts. Truk tells the party to sail well up-
wind and out of sight of any potential observers 

before setting a course for the Frontier to 
“avoid giving anyone the wrong idea.”

Once well away from land Truk provides the 
party with sphereometer needles, waypoints 
and charts for their destination — he is one 
of the Guild’s greatest navigators, after all. He 
explains they are headed to Rubble Field #43, 
a Masters’ site deep in the Frontier, one that 
most believe to have been picked clean long 
ago by previous expeditions. Recently, how-
ever, he learned from an old colleague in the 
Delvers’ Society that there are apparently still 
secrets to be found there.

Truk reminds the players about recovering 
some artifacts from the smuggler Igor, produc-
es the small, blue sphere described in chapter 
1 from a padded case and passes it around. He 
explains that he believes it is one of a long-lost 
group of relics known as an Eye of the Navi-
gator. He stops short of explain-
ing exactly what it does, even 
if pressed by the characters, 
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but he does go on to describe how he has been 
seeking just such a device for much of his ca-
reer. He claims that the little glass ball is the 
closest he has gotten in his search, and that its 
recovery has produced a viable new lead. 

He says that, with the help of his contact, 
he was able to trace the Eye’s origin to Rub-
ble Field #43, where it was apparently found 
by a Delver crew. Despite his waning clout, 
Truk was able to convince the Office of Sal-
vage Operations to fund this current mission; 
though, in an effort to husband resources, they 
authorized only the single ship and a limited 
compliment. Truk ends his story by claiming a 
complete and functioning Eye could prove vital 
to the defense of the Kingdoms in the Light. 

Although much of what he said sounds like 
fairytale, he is so earnest that the party should 
at least believe that he believes. 

If the players have questions, encourage 
them to ask Truk in character and roleplay the 
conversation. The old man is torn, and though 
he trusts the party, he is under oath to keep 
the Embassy a secret. Let his answers imply 
there is more to what’s going on, but don’t give 
away too much to the players, as some mys-
tery will likely to keep them more interested 
than full disclosure. 

The trip to Truk’s target skyland takes nine 
downwind clocks. Moderators wanting to 
complicate the voyage should include one or 
more of aerial encounters during the trip. 

PART 3: LEADERSHIP SKILLS
Security Concerns

Once the Faithful reaches the skyland, 
ask the players to describe how they 
want to set up the salvage camp and 

what security precautions they want to take. 
Do they want to unship cannons and emplace 
them to defend the camp directly? How do 
they want to deploy the ship — have it float-
ing overhead or standing off somewhere in the 
dimness? Do they set up roving pickets, deploy 
arc lamps or build defense works? As they de-
scribe their plans, award 1- or 2-card story 
caches for particularly clever plans; if they are 
lazy or leave obvious holes, assign challenge 
caches instead. 

Assume setting up the camp takes a couple 
clocks, during which the party is busy super-
vising and establishing security. Emphasize the 
nature of working in the cold, dank dimness of 
the Frontier and try to leave the players feeling 
oppressed by describing the bleak and ominous 
nature of the environment. Moderators look-
ing to provide additional drama could have one 
liegeman injured in a rockfall, requiring medical 
attention from a Potential healer, and another 
needing rescue from a pack of meat crickets. 

Surveying the 
Situation

Truk and his assistants begin 
surveying as soon as they 

Rubble Field #43
First surveyed in Cycle 181 UC, ex-
cavations at the site were abandoned 
after only a few turns as productivity 
quickly tailed off. The skyland is small 
and roughly peanut-shaped, with an 
extremely rugged upcountry com-
posed of low hills riddled with twisting 
gullies. Erosion has exposed countless 
outcroppings of mostly buried ruins, 
the majority of which are inaccessible 
due to structural collapse.

When first discovered, the skyland 
was notable for two reasons: first, it 
had a uniquely empty Wind shadow 
for an island of its small size; second, 
there was heated debate over wheth-
er the site was a natural island with 
lots of underground structures, or if 
it was actually an artificial structure 
of some sort that had accumulated 
enough dross to become buried.

Periodic privateer operations have 
revisited Field #43 at various times 
since its initial excavation, but appear 
to have produced little of value — 
until the Delvers visited.
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Salvage Operations
Salvage operations are essential to the economy of the Kingdoms and a primary mission 
of the Explorers’ Guild. Though each operation is adapted to specifics of the given Mas-
ters’ cache, they do share some essential elements. 

Standard salvage missions typically include one or more freighters, an equal number 
of heavily armed frigates and associated crews of up to 200 Kin per ship. The camps are 
positioned on the edge of the worksite and arranged in defendable rings. Barrack tents 
are put up in the center, workshop pavilions and stores in the first ring, and industrial 
equipment, defense works and cannon emplacements on the periphery. 

Hundreds of cycles of continual deadfall and the accumulation of dross mean that 
most operations involve some amount of excavation — either to gain access to buried 
structures or to expose entire ruins. With powerful Ore adepts, this excavation is fast 
and accurate, but it risks inadvertent damage to Potential-sensitive salvage. Mundane 
excavation is hard work — some done with excavators and derricks but most is done 
with hand tools and backbreaking labor. The cold, wet, dark conditions make the effort 
even more difficult; the constant vigilance against dangerous discoveries and sudden 
attacks takes a grueling toll.

Camps are protected by round-the-clock guards, roving pickets and ready gun crews 
and — if appropriate to the terrain — lookouts, snipers and scouts in the surrounding 
high ground. Rotating crews man the frigates, which — Wind shadows permitting — 
closely guard the airspace above the camp against flying predators and Child patrols.

By comparison, Truk’s expedition is very small, operating on a meager budget with 
limited personnel and equipment — only the one old ship and a handful of inexperi-
enced Knights.

disembark. Unfortunately, his reckless enthu-
siasm and limited mobility make this problem-
atic. He has not been in the field for many cy-
cles; though once a great explorer, Truk is well 
past his prime, so play up the poignant decline 
of the once-vital man. Unless one of the party 
members stays with Truk to keep him out of 
trouble, assign a 2-card story challenge cache 
that can be used in any play where an unsu-
pervised Truk could complicate the encounter.

Truk begins surveying the site in an attempt 
to locate the exact spot where the Delvers 
found the Eye. His contact provided some of 
the salvager’s notes, but they are not as thor-
ough as Guild surveys and so prove problem-
atic, slowing down the process. Three clocks 
go by as Truk moves from quadrat to quadrat, 
looking for the right section of ruins in which 
to begin searching. Almost as soon as this work 
begins, problems start to plague the camp. 

PART 4: ONE PROBLEM  
AFTER ANOTHER

As soon as the camp is established and 
work commences, the crew begins 
to experience a series of encounters, 

problems and challenges that become increas-
ingly troublesome, worrying and dangerous, 
until they culminate in dramatic revelations 
within the ruins and in a lethal confrontation 
with a Child of the Dark patrol. 

Running the Encounters
Each challenge is an independent event, with 
separate encounters that lead to its resolution. 
The list below, however, interlaces these sepa-
rate threads into an intentionally 
harried narrative, and mod-
erators are encouraged to 
present them in increasingly 
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rapid succession so the party is unable to ful-
ly resolve the last issue before having to deal 
with the next. The purpose is to pull the char-
acters in too many directions at once, forcing 
the players to frantically prioritize threats, 
manage resources and deal with the ultimate 
responsibilities of command.

Moderators should call for plays when ap-
propriate, and try to honor any player re-
quests for plays. Use the stakes suggested for 
the resolution of each event thread either as 
written or as inspiration for unique outcomes. 

To facilitate running these encounters, each 
event is marked with a two-letter abbrevia-
tion indicating the thread of which it is part, 
and a number indicating its place within that 
sequence of that thread’s events. The series is 
also listed by clock to help moderators “sched-
ule” the individual occurrences.

Technical Difficulties 
— TD

Unbeknownst to anyone on 
the mission, the target ruins 

are far more extensive than previous expedi-
tions discovered. In fact, the ruins are a large 
section of a wrecked Masters’ vessel of some 
sort that still contains a few intact — and ac-
tive — systems. Additionally, a sizable tribe of 
dwellers lives in the wreckage, and the crea-
tures have taken an interest in the salvage 
camp and crew. Always in search of food, they 
are immediately attracted to the provisions 
tent, and aware that their “home” is malfunc-
tioning, they recognize that the strangers have 
both the tools and the expertise to fix things. 

Brooding Parents — BP
A pair of breeding dark dragons have estab-
lished a den in a shallow cave within the ruins, 
not far from the camp, well within range of any 
roving pickets. One of the pair is off hunting 
when the Faithful arrives and the other is de-
fending the young. The guarding parent won’t 
stray far from its brood, but should any Kin 
venture too close, it will kill to defend its nest 
and carry the unexpected but welcome meal 
back to its young. When its mate returns, the 
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Guardian Cables
This automated, combination tool 
and defense system is a common 
and dangerous feature of many Mas-
ters’ facilities, vessels and machines. 
Presumably serving dual purpose as 
derrick-like manipulators and an-
ti-boarding countermeasures, these 
alloy constructs consist of flexible, 
segmented limbs up to 300 feet long 
and strong enough to restrain small 
ships. Inactive tentacles sit retracted 
in burrow-like housings within the 
structures they defend, out of which 
they can shoot with blinding speed 
when attacking. The working end of 
the tentacle can have one of sever-
al manipulating or weapon append-
ages. Most are equipped with three 
opposed, claw-like prongs that can 
be used as strong grippers or, when 
closed, as an armor piercing spear-
head that can penetrate the thickest 
ship’s hull.

Arc Lenses
Arc lenses are small, intricate hemi-
spheres of elemental glass and Mas-
ters’ components attached to the 
bulkheads of some cache sites. Less 
common than guardian cables and 
usually inert, arc lenses sometimes 
still have functioning power sources 
and can be lethal defenses when they 
do. Using some sort of trigger or sens-
ing device (how it works remains a 
mystery), lenses detect the approach 
of potential targets, somehow classify 
them, and then choose to fire or not, 
accordingly. If a target is rich in Po-
tential — an experienced Knight for 
example — the lens goes untriggered. 
If a target is Potential poor — say an 
average liegemen or salvager — the 
lens blasts the target with a spray of 
arc fire that turns the person into ash.

Attempts to salvage and weapon-
ize arc lenses have met with mod-
erate success, but they require a 
magazine of large spark bottles to 
generate more than a single blast.

creatures will attack in earnest, in an effort to 
drive off the interlopers while simultaneously 
taking as much prey as possible. 

Active Defenses — AD
Truk and his journeymen assistants are able re-
searchers, but it’s been awhile since Truk has 
been in the field, and this entire experience 
is new to Randel and Min; thus, all three are 
a little out of their depths. Accordingly, their 
overenthusiastic and incautious actions should 
make the party anxious, and when it’s learned 
that the subterranean complex they ultimately 
decide to explore still has active defense sys-
tems, escort duty of the three researchers 
suddenly turns hazardous. 

Out of the Dark — OD
Two Child ships are patrolling this region of 
the Twilight Frontier, seeking Kin intruders as 
well as a suitable location for a forward base to 

support the pending invasion. When the Chil-
dren of the Dark discover the ship, camp and 
crew, they give no warning and attack to kill.

Contriving the Climax
To create the most dramatic and challenging 
pacing for the various encounters, modera-
tors should contrive the timing of each of the 
individual events so that they overlap. Ideally 
there are characters tracking the dweller in-
truders, while others are discovering signs of 
the dark dragon den. Some should be delving 
after the missing technician while others are 
chasing after Truk, fighting the dragons or pur-
suing the Child scouts.

Each series of events ends with a resolving 
encounter, labeled with the tag “Resolution” 
in the sequential descriptions be-
low. Though moderators can 
ask for plays during any of 
the lead-in encounters, they 
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should definitely ask for plays to resolve each 
of these final events. To facilitate these plays, 
each of the descriptions of these resolving 
events is followed by suggested stakes.

It is likely that the party will split up, and 
moderators should encourage them to do 
so. Accordingly, roleplaying can rotate from 
sub-party to sub-party to keep tension up and 
players engaged, ending each event thread and 
the rotation with final plays.

Though a challenge to orchestrate, finding the 
Mask and the dark dragon attack should happen 
at the same time so that the characters have 
to deal with simultaneous challenges, and the 
players believe they have reached the dramatic 
climax. Then, just as the players think they have 
finally succeeded — or are recovering from var-
ious failures — hit them with the real climax 
of the chapter: the Child patrol attack. Stage 
it as described under the OD3 heading below, 
making allowances for however the scene end-
ed in the flash-forward prologue with which the 
group began the campaign, making any addition-
al plays or narrative segues as needed.

Encounter Sequence: 
Clock 1

TD1 — Several dweller scouts are observing 
the camp from the surrounding shadowed hill-
sides, but they are observed in turn by roving 
pickets, who report spotting furtive movement 
in the ravines leeward of camp. Sensing they have 
been seen, the dwellers quickly flee. If anyone 
conducts a search, no matter how thorough, all 
they will find are their own tracks and a number 
of small or dead-end, cave-like spaces.

BP1 — Shortly after the Faithful arrives, the 
brooding parent dragon leaves the shelter of 
the den and makes a few distant passes around 
the ship as it begins to unload. Several crew-
members report seeing a large, flying creature 
on the edge of sight, disappearing in and out of 
the clouds, but are unable to identify it. 

Clock 2

TD2 — Dweller scouts, tracking strange, new 
food smells to the camp’s pantry tent, make off 

with several sacks of essential pro-
visions. “Cookie,” the ship’s surly 

head cook, is irate when he re-
ports to the party that “vital” 

food stores are unaccounted for. He swears he 
inventoried them himself when they came ashore 
and is now overtly suspicious of the whole crew. 
A careful examination of the provision tent and 
the surrounding area reveals strange marks in 
the dross, but their origin is uncertain. 

BP2 — Some roving guards come upon a 
midden of bones at the bottom of a steep gully, 
scattering a bunch of mean, toothy scavengers. 
They are the discards from the dark dragon 
den that have been washed down the ravine 
into a pile by the frequent rain. 

TD3 — A band of dwellers, feeling threat-
ened by a guard patrol working its way up a 
ravine, attacks by dropping rocks from above. 
A couple guards are badly injured and must be 
carried back to camp for medical attention.

Clock 3

BP3 — While out with the survey team, Ran-
del strays too far from the group and too close 
to the den. The protective parent silently attacks 

Mobile Fortresses
Though rare, there are a number of 
well-known Masters’ caches — such 
as the Gray Hull and Wreckage #6 — 
that are not buildings as they seem, 
but instead the hulks of once-vast 
vessels or moving fortresses. None 
of those yet discovered have been 
undamaged; most are little more 
than scrap. Of those with some in-
tact sections, many are badly bent 
and canted, implying either crash 
landings or ground that has since tilt-
ed under their hulls. 

Most of these vessels were dark 
and inert. Some, however, still have 
functioning systems that suddenly 
activate when connected to spark 
bottles or arc generators. A few, 
drawing from still-energized sources, 
retain limited power and automatic 
capabilities to this clock. These sites 
have proven the most dangerous, as 
most such systems include lethal de-
fensive armaments.
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and kills the unfortunate journeyman, and feeds 
him to its hungry young. Initially reported as 
missing, it will not be until the next clock that any 
search party finds the cave and his remains. 

OD1 — If the characters were cautious 
enough to put out a patrolling launch as an ear-
ly warning picket against Children of the Dark, 
the Children find it and kill its crew before they 
can sound the alarm. The characters should 
suspect something is wrong when the launch is 
overdue reporting in.

TD4 — Believing they are in need of parts 
with which to repair their home, several dwell-
ers make off with a case of spare arcanoelec-
trical bits and bobs. Though less outwardly 
upset than Cookie, it is clear that Chief Tech-
nician Ernst is concerned when he reports the 
missing items. He does not suspect any of the 
crew, as that does not make any sense to his 
logical mind. The situation becomes even more 
curious when several of the missing parts are 
later found on the ground beyond the leeward 
perimeter of the camp. 

Clock 4

BP4 — A party out looking for Randel 
comes across the den and are attacked by the 
aggressive mother. Some of the young dragons 
and two liegemen are killed in the resulting 
fighting, but the group manages to escape. If 
any characters are with the search party, make 
a play to determine the outcome of the fight 
with the creature. 

AD1 — Eventually, after several clocks of 
careful but frustratingly slow survey work, 
Truk and his team of excavators expose a 
large, hatch-like blister on the surface of a 
buried bulkhead. It takes some time to figure 
out how to get it open, but when they hook 
up a large spark bottle to the apparatus, it 
breaks into four quarters that lift up and back, 
exposing a wide passage or corridor running 
at a sharp angle into the dark. Truk insists on 
immediately descending into the ruins, and his 
enthusiasm is such that the party is unable to 
restrain him with only words.

TD5 — Resolution — Convinced that the 
strangers can fix their “broken” home, the 
dwellers abduct a liegeman excavation special-
ist name Lyon, who is reported missing at din-
ner. If the party investigates his last worksite, 

Masters’ Kiosks
“Kiosk” is a general term used by sal-
vagers across the realms; it refers to 
a broad class of apparatus common-
ly encountered in the ruins of larger 
Masters’ caches. Kiosks are always 
integrated parts of larger devices or 
structures, and they come in a variety 
of sizes, designs and functions. They 
are usually inert when discovered, 
but a rare few have still had power 
when first encountered. Technicians 
can sometimes reactivate them using 
spark bottles, but such jury-rigged 
repairs seldom last long. 

Active kiosks provide a variety of 
functions. Some appear to be control 
or monitoring stations for larger de-
vices. Some provide light, heat or even 
cooling functions. Some have been dis-
covered that appear to extract water 
from the air or to process waste into 
arc. Unfortunately, kiosks usually per-
manently cease to function when they 
are removed from the larger struc-
tures to which they are attached.

all they find is his hat, some strange tracks and 
drag marks that lead off into the hills. Follow-
ing the tracks lead searchers to a nondescript 
cave that opens into a complex interior struc-
ture. Searching the structure takes time and is 
a tense, suspenseful undertaking. Search par-
ties are attacked by harrying bands of dwellers 
that are trying to keep the interlopers out of 
their home, with the resistance growing more 
desperate the deeper the searchers descend.

The characters can either withdraw and 
abandon the search, attempt diplomatic com-
munication or use force. If they withdraw, 
Lyon is lost, as the dwellers won’t let him go. If 
they succeed in a parlay, or even befriend the 
creatures, the dwellers eventually lead them 
to Lyon and the malfunctioning kiosk in hopes 
they can repair it. 

If the party chooses to fight 
their way through the dweller 
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defense, the characters do so at a bloody cost 
to the creatures and their own consciences. 
When they penetrate the heart of the dweller 
territory, the characters find a warren packed 
with young, pregnant, infirm and elderly dwell-
ers, all of whom are terrified by the invaders. 
Those who can, flee, but many simply cower 
in fear. 

The party find Lyon, a little worse for wear, 
but otherwise unharmed. In fact, he shares 
that he believes the dwellers brought him 
here to fix the ailing Masters’ kiosk on which 
they have been depending for heat and water. 
Of course, as an excavation specialist, Lyon’s 
technical skills are limited and he has been un-
able to affect repairs. 

The characters can simply rescue Lyon and 
leave the dwellers to their fate. They can try 
to befriend and communicate with the crea-
tures, or even make the repairs. They could 
also decide to chase off or even kill the rest of 
the dweller tribe as a brutal security precau-
tion. Moderators should not stop them from 
assaulting the dwellers, but afterwards they 
should assign a 1-card innate challenge cache 
for carrying out what amounts to a needless 
massacre. The cache may be used in any play 
where the characters’ own heavy consciences 
could be relevant to the outcomes.

Unfortunately, if they succeed in repairing 
the kiosk and its local systems, the rescuers 
end up having to fight their way out of the 
depths of the compound against the newly re-
activated complex defenses. Simultaneously, 
those same systems begin attacking any party 
members trying to recover the Mask in anoth-
er section of the ruins. 

TD Player Stakes

•	 The party finds Lyon and rescues him from 
his predicament.

•	 Lyon is rescued without having to seriously 
injure any members of the dweller colony.

•	 The group successfully parlays with the 
dwellers.

•	 Someone in the group is able to successfully 
reactivate the dwellers’ life-support kiosk.

•	 The kiosk is reactivated 
without also activating the ru-
ins’ active defenses.

•	 Several of the dwellers seem to imprint 
on the characters and refuse to leave their 
sides, apparently attaching themselves to 
the Knights’ “tribe.” 

TD Moderator Stakes (2) 

•	 The rescuers fail to locate Lyon.

•	 Lyon is killed in the rescue attempt.

•	 The party is forced to kill a number of dwell-
ers to escape. 

•	 The party members all suffer minor wounds 
in the fighting. 

•	 The moderator receives a 1-card innate 
challenge cache she can use whenever a par-
ty member’s guilt over the slaughter might 
influence the outcome of a play.

OD2 — The Children of the Dark may be ag-
gressive, but they are not stupid, and they have 
their own battle tactics. As soon as the Child 
commanders discover that there are Kin on the 
skyland, they deploy their own scouts onto the 
island with orders to find out what the Kin are 
up to. At some point, the scouts run afoul of 
camp guards and there is a loud, bloody skir-
mish. The guards are killed, and the Children 
retreat before anyone can come to their aid. By 
the time the characters get a report and figure 
out what happened, the Child scouts have ren-
dezvoused with their ships and left the island.

AD2 — The interior of the wreck is a dark, 
cold maze of corridors, chambers and bays, 
laced with enigmatic infrastructure and fixtures. 
Under other circumstances, this new find would 
be a priceless trove of archeological information 
and technological artifacts. Truk is focused sole-
ly on finding the Mask; however, and hurries the 
explorers along, ignoring everything else as he 
urgently traces a specific class of conduit, fol-
lowing it from one section to another, deeper 
and deeper into the structure. 

But for a few dispersed systems, the wreck-
age of the Masters’ fortress is without pow-
er, and so most of its active defenses are 
disabled. Anyone exploring the ruins comes 
across inactive guardian cable housings on the 
canted bulkheads, many of which appear dam-
aged or empty, but some still have the lethal 
tool-weapons in place, despite having sat idle 
for countless cycles. 
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Moderators should contrive the timing so 
that the salvage party with Truk is deep in the 
ruins if the active defenses are reactivated by 
the party that went after the missing liegeman. 
When this happens, Truk’s group face added 
challenges when the guardian cables power up 
and they have to fight their way through the 
suddenly lethal maze of corridors. 

BP5 — Resolution — The dragon’s mate re-
turns to the island and the defensive parents 
— enraged by the attack on their den — at-
tack the camp in earnest. Ideally, the dragons 
should arrive after the characters searching 
for Lyons, and those supporting Truk, have all 
descended into wreckage. The deep vibrations 
of the defensive cannon fire can be heard un-
derground and will alert both parties of delv-
ing explorers to the attack, forcing them to 
choose: press on, or race back to the surface 
to face whatever new danger threatens. 

BP Player Stakes

•	 The characters succeed in driving off the 
dark dragons.

•	 The crew takes only limited casualties.

•	 The combined efforts of the camp’s defend-
ers kill both adult dragons. 

•	 One of the dragons is captured alive, sub-
dued and loaded in the hold of the Faithful, 
with the intent of bringing it back to the 
Academy for study. 

•	 Several of the dark dragon hatchlings are 
captured alive. 

•	 The party members gain a 1-card innate 
cache for use in encounters with any species 
of sky dragons in the future. 

•	 The characters are invited to give a workshop 
at the Academy on the proper way to defend 
salvage camps from dark dragon attacks.

BP Moderator Stakes (2)

•	 The dark dragons kill a number of crew 
equal to a random card draw and injure 
twice that many. 
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•	 As determined by a luck draw, one of the char-
acters suffers a major wound in the fighting.

•	 As determined by a luck draw, one of the 
characters sees a liegeman bitten in half. 
This causes the character to suffer frequent, 
terrible dreams of the slaughter ever after. 

•	 The attacking dragons do so much damage 
to the Faithful, she has to be grounded on 
the island for repairs. The crew suffers a 
2-card challenge cache in any play involving 
defense of the camp while she’s down.

•	 As determined by a luck draw, one of the 
characters loses his Knights’ blade as a drag-
on flies off with it still stuck in its tough hide.

Play through FB18 — Injured on the Job, 
page 149.

Clock 5

AD3 — Resolution — Exploring the interi-
or of the ruins should take as long, and require 
as many separate forays, as needed to contrive 
the timing such that the search resolves at the 
moderator’s dramatic moment of choice. Even-
tually, after having to backtrack repeatedly and 
find their way past collapsed corridors and 
blocked hatchways, those exploring the ruins 
find what Truk is looking for: a small chamber 
to which countless conduits — like the one 
they have been following — converge. A large, 
complicated device fills the space from tilted 
floor to canted ceiling and appears to have been 
half-melted by some arcanoelectrical overload. 

A cavity in the middle of the machine con-
tains a complex armature consisting primarily 
of Potential conduits and leads. Dangling from 
the partially melted harness is a gold-colored 
device made of Masters’ alloy. This is the focus 
of Captain Truk’s obsessed search: the Mask of 
the Navigator. 

Truk oversees the careful disconnection of 
the Mask, and then inspects the melted har-
ness. He is clearly frustrated by the irreparable 
damage but is ecstatic about the Mask. Truk 
has little time to brood, however, for — if the 
moderator timed things carefully — the Child 
attack begins at this very moment. 

AD Player Stakes

•	 The party is able to fend off 
the various automated attacks 
with only minor injuries.

Mask of the 
Navigator

This device is an essential component 
of the relic collectively known as the 
Eye of the Navigator. The Mask is 
simple in appearance but complex in 
design. It looks like a plain, gold-col-
ored visor with only the smooth, 
abstracted contours of a face. There 
is a single large hole where the wear-
er’s left eye would be, with a dozen 
small electrical leads lining the rim of 
the socket. There are another doz-
en similar, but larger, leads along the 
outer edge of the Mask. A complex, 
flexible metal harness across the 
back holds the visor on the wearer’s 
head. The Mask has no switches, tog-
gles, lenses or other moving parts.

•	 The characters find and recover the Mask of 
the Navigator intact.

•	 The team is able to salvage a functioning arc 
lens. 

•	 The party learns enough about the technol-
ogy supporting the Mask that they earn a 
1-card story cache they can use in any future 
play associated with similar technology. 

AD Moderator Stakes (2)

•	 The characters make it to the central cham-
ber containing the Mask, but each must 
make a minor wound draw.

•	 The party makes it out again, with the mask, 
but each must make a second minor wound 
draw. 

•	 Captain Truk is gravely wounded by a guard-
ian cable and incapacitated. 

•	 All the liegemen in the explorers’ party are 
killed by the defenses — including Min.

•	 The moderator gains a 1-card innate chal-
lenge cache representing claustrophobic 
dread. It can be used in any future play 
during which the characters are in a con-
fined, underground space. 
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OD3 — Resolution — When the Children 
of the Dark inevitably attack, they try to pin the 
Faithful against the island to cut off her retreat, 
then blast her with cannon fire to reduce resis-
tance before sending over boarding parties.

It is important to remember when staging 
this attack that this event is the same one as 
the flash forward in the opening ship battle of 
this book’s prologue. Accordingly, in anticipa-
tion of finally catching up to this event, mod-
erators should contrive to stage the charac-
ters in the same positions on the island, in the 
camp or on the Faithful as they occupied at the 

beginning of the flash forward scene in their 
first session. If this is not possible, don’t worry. 
Blame any discrepancies on the “fog of war.” 
Recap the outcomes from any play used to re-
solve the battle scene in the prologue, then 
weave them into the ongoing narrative. Role-
play through the resolution to the encounter 
as the characters deal with any ramifications 
of those original outcomes.

OD Player Stakes

The suggested stakes for this encounter are 
provided in the campaign prologue, and the 
play has presumably already been resolved.

PART 5: RETURN TO PORT
Breaking Camp

Should the characters succeed in re-
covering the Mask and defeating the 
Children of the Dark, it is likely they’ll 

have some mopping up to do. They probably 
have injured liegemen to care for and casual-
ties to recover. They might have Child prison-
ers to round up and secure, and they may even 
have a Child ship needing a prize crew. They 
have a salvage operation to complete, a camp 
to break down and a long voyage home. Role-
play though any dramatic or poignant parts of 
the process, and feel free to manage the details 
with or without plays. If, however, moderators 
want to make more of a challenge out of chas-
ing down any Children on the island or rooting 
them out of any captured ship, they should call 
for tactical plays around these events. 

If the party was defeated by the Children, 
then there will certainly need to be some plays 
to resolve the dire situations in which the char-
acters find themselves. They might need to sur-
vive hiding out on the skyland until the Children 
leave, they may need to escape captivity or re-
take their ship. They might need to survive un-
til rescue comes, struggle to repair a damaged 
Faithful or figure out another way to get off the 
island and back to port. The options are as di-
verse as the possible stakes for the ship battle, 
and moderators should base any mop-up plays 
on the specific outcomes of the fight. 

Moderators are encouraged to use any of 
the appropriate aerial encounters from that 

appendix to make the journey home more 
challenging.

Just Rewards
Assuming the boat crew recovered the Mask 
of the Navigator, during the voyage home 
Truk appears a new man. He is energetic and 
excited, rejuvenated even, and barely able to 
contain his academic enthusiasm or his relief 
at the operation’s success. He stops short of 
revealing his plans for the Eye of the Naviga-
tor; however, the characters should realize 
that there is something more going on than 
can be explained by academic vindication. This 
is confirmed when, just before disembarking, 
Truk swears the characters to secrecy, making 
them promise not to say anything about recov-
ering the Mask to anyone — even NPC mem-
bers of their boat crew. He leaves them with 
his deepest gratitude, assurances that there is 
more work to be done and that he will be call-
ing upon them again soon.

As per tradition, after returning from his 
graduation cruise a Knight’s first Blaze of Rank 
— already outlined upon becoming a jour-
neyman — is filled in with the characteristic 
iridescent ink as described in the Upwind core-
book on page 53. When the party members 
report to the Guild alchemists responsible 
for making the rank tattoos, they 
are surprised to learn that 
the alchemists have received 
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orders to apply two Blazes. This is a rare event 
that only happens when Knights perform ex-
ceptionally on their first assignments. 

If the party asks about the anomaly, they are 
informed that the recommendation was made 
by Captain Truk for “exceptional service to the 
Guild.” Rather cryptically, there are no other 
details provided with the orders. 

At this time, each player should record two 
Blazes — the traditional first Blaze for gradu-
ation as listed on each character sheet — as 
well as a second commendation the players 
should label as “Mask of the Navigator.”

Bragging Rights
The uncommon occurrence of being given 
command of a mission as a graduation cruise, 
as well as the exceptionally rare second Blaze 
resulting from such an assignment, means the 
characters’ fellow boat crew members, friends 

and other acquaintances will certain-
ly have lots of questions. In fact, 

the more reticent or cagey the 

characters are in their re-
sponses, the more curious 
and insistent their friends become. 

Roleplay through some of the friendly in-
terrogations, asking the players questions in 
character, then ask all the players to make luck 
draws. Make a play with the losing player to 
determine if her character is able to success-
fully deflect the probing questions, or if she 
gives away any secrets. 

If the player loses, use this opportunity to 
put the Cabal agents identified in the intro-
duction on the trail of the Embassy conspira-
cy, and — more directly — on the trail of the 
party. Pursuit should give the players a sense 
of urgency, and make them feel like there is 
something going on behind the scenes; both 
will enhance their enjoyment of the campaign. 
A play like this is the perfect excuse to initi-
ate such pursuit, and so moderators are en-
couraged to bid to win when resolving this 
encounter. 
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Player Stakes

•	 The character is able to deflect the ques-
tions without giving anything substantive 
away.

•	 Through the sloppy questioning of their in-
terrogator, the character learns a rival or-
ganization has an interest in Captain Truk.

•	 The character manages to create such a con-
vincing alternative version of events as cover 
for the salvage operation that she earns a 
2-card story cache the party can use in any 
play where misdirection about that salvage 
mission is relevant.

Moderator Stakes (2)

•	 The character fumbles through his conver-
sation, and leaves his questioner suspicious 
about what really happened. 

•	 The character thoughtlessly gives away es-
sential details, including the fact they recov-
ered a rare relic that could be important to 
the war effort. 

•	 The character gets drunk, swears his new 
best friend to secrecy and tells her the 
whole story. 

•	 The essential details get back to the Cabal 
and they begin investigating Captain Truk — 
and the characters — in earnest. 
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CHAPTER 3: 
THE HELM

Synopsis

The chapter begins with the characters 
returning from separate Guild deploy-
ments. It has been a round and a half 

since they helped Truk recover the Mask of 
the Navigator, and the boat crew has received 
orders to return to Highstone and report to 
the old Knight. During a subdued and secre-
tive meeting, Truk hints at elements of the Em-
bassy’s plan and asks the characters to carry 
out another dangerous — and possibly illegal 
— mission. 

The boat crew travels to the infamous pi-
rates’ den of Hole and negotiates with the 
current “governor,” the notorious gang leader 
known only as the Metal Man. The Metal Man 
claims to know where a functioning Helm of 
the Navigator may be found, and Truk wants 
the characters to find it and use it to activate 
the Eye they recovered from Igor the Under. 
Once activated, the party is to return to Truk 
to report and receive further orders.

The characters learn that, in exchange for 
the location of the Helm, they must agree 
to extricate the Metal Man’s daughter from 

a Cloud Principality work camp where she is 
being held for piracy — for hijacking salvage 
shipments from the very site where the Helm 
is supposed to be located. Though Cloud is 
not a member of the Convocation, the Guild 
does maintain separate agreements with the 
nation’s government. The characters need to 
decide if their trust in Truk is stronger than 
their reluctance to break these treaties and 
risk major political backlash. They also need to 
decide how far they can trust the gang leader 
and his daughter.

This chapter is intended to highlight some of 
the interesting people, mysterious places and 
dangerous things that make up the Kingdoms 
in the Light. It is also meant to give social char-
acters their moment to shine and sneaky char-
acters their chance to carry the story. 

As moderators prepare to run chapter 3, it 
is helpful to remember that the characters are 
on their own in dangerous skies in a way they 
have not yet been in this story, and their chal-
lenges and consequences should reflect this.

PART 1: HOMECOMING

Though there has been no formal 
declaration, and Guild leadership is 
keeping their specific intentions con-

fidential, scuttlebutt around the Fleet seems 
to agree that the current distribution of Fleet 
resources and increased activity on the Fron-
tier means that the Guild is preparing for 
what many believe may be the beginning of 

a Third Incursion by the Children 
of the Dark. 

Make it clear to the characters that, of-
ficially, all of the various activities are simply 
the Guild going about its duties, and that dis-
patches neither confirm nor deny any rumors 
or broadsheet speculation. Hint, however, that 
anyone with even rudimentary knowledge of 
naval strategy and fleet logistics can’t help but 
see meaning in the pattern of individual squad-
ron operations and troop assignments when 
considered as a whole. 
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Upmanship
Tell the players that their characters have 
each been deployed individually over the past 
round and a half on a variety of assignments, 
cruises and missions. Tell them to take a mo-
ment to decide — based on their characters’ 
concepts and attributes — where and what 
tasks they had been assigned. Tell them to also 
think about the rumors of war that they have 
undoubtedly heard, and whether or not their 
characters believe these stories. 

Open with a roleplaying scene at the Knights’ 
Blade, the famed tavern outside the gates of 
the Academy frequented by members of the 
Guild. The boat crew has been apart for longer 
than any time since their Knights’ training be-
gan, and the members are eagerly catching up 
with each other. Instruct the players to carry 
on this conversation in-character, and chal-
lenge them to include the following character 
information as a part of the discussion.

•	 Where was your character deployed?

•	 What was your character doing there?

•	 Describe the most dangerous thing that 
happened to your character during the 
assignment.

•	 What new nickname did the character earn 
during the deployment and why?

Call for a collective play. Ask each player 
to make an opposed bid using the attribute 
she thinks most applies to the main activity in 
which her character was engaged during her 
recent assignment. The character with the 
highest score may show off a third, still raw, 
Blaze of Rank; she should explain how she 
earned it as part of the exchange of stories. 
She should then record it on her character 
sheet with an evocative name describing the 
encounter. The character with the lowest 
score may show off a gruesome scar, and then 
explain how he earned it.

Working with the moderator, each char-
acter should then devise a new, 1-card innate 
cache that was earned during the circumstanc-
es of their deployment. It should evoke any 
lessons learned during the assignments, and 
players should record them on their sheets as 
permanent additions to their characters. 

Inform the players that their characters have 
been recalled from their various assignments by 
orders instructing them to again report to Cap-
tain Truk. Encourage in-character roleplaying 
and speculation about these orders, but let it 
go on only for as long as it is fun and the players 
are engaged. As a way to close out the barroom 
discussion, ask the players what their individu-
al characters think about the orders and what 
they think they’ll be asked to do next.

New Orders
A couple of clocks after the gathering at the 
Knights’ Blade — wherever they are and what-
ever they are doing — each character is ap-
proached by a tiny, stone golem which looks 
more like a terracotta pot with legs than stone. 
Each golem carries a formal invitation written 
in Truk’s characteristic, hard-to-read scribble, 
and as soon as it hands the paper to the char-
acter, the elemental crumbles into dust. 

The card simply reads: 

I would be overjoyed if you would accept my in-
vitation to dine at my home at low three, aft-clock. 
Come as you are, but please no guests as, though 
an informal gathering, we have work to discuss.

Assuming the characters all attend the 
dinner, they’ll realize they have never been 
to Truk’s home before, despite their role as 
his protégés. Some members may even have 
thought he lived in faculty housing at the Acad-
emy. In fact, Truk is the last scion from a once-
wealthy family, and the stately building in the 
hills above Highstone to which the address on 
the invitation leads was once quite impressive. 
As an only child, and with the death of his 
young bride and daughter long ago, he is the 
last member of his family. As the characters 
make their way through the formerly grand 
grounds, they realize that the grounds are not 
being maintained; as they approach the house, 
the stately impression gives way to one of 
dilapidation.

Guests are greeted at the door by Orum, 
Truk’s apparently ageless batman, who leads 
them into the study. Sealed rooms, sheet-cov-
ered furniture, empty wall hooks and vacant 
shelves enhance the impression of 
neglect and financial troubles. 
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The characters have heard gossip, but it ap-
pears true that Truk has been selling per-
sonal items to fund his increasingly obsessive 
researches. 

The characters should be shocked by the 
noticeable decline in Truk’s health since they 
last saw him. Though aging and increasingly 
frail, he was energetic with a vital gleam in his 
eye when they returned him to the Academy 
with the Mask of the Navigator. Now his face 
is gaunt and his body bowed, as if a great con-
cern is draining the life out of him. He sits in a 
large, overstuffed chair surrounded by stacks 
of books, piles of papers and random map fo-
lios scattered across the floor. The electric 
hearth is sparking with a cherry glow and the 
wood paneled room is close and overly warm. 
Despite his physical decline, the characteris-
tic sparkle is still in Truk’s eye; though by the 
end of dinner, the characters may wonder if it’s 
more the spark of madness than wit. 

The meal is simple but good, and is accom-
panied by several surprisingly expensive bot-
tles of Vaultish wine. Though he is clearly hap-
py to see his old students, Truk’s conversation 
is a little distracted and disjointed at first. As 
the wine flows and he comes to the business 
at hand, however, he becomes more focused 
— perhaps even manic. Throughout both din-
ner and refreshments, including more wine, he 
shares the following information: 

•	 There are those in the Guild who are con-
vinced that the Third Incursion is already 
underway and that the Children of the Dark 
are moving against the realms. Some are 
convinced that the Guild’s defenses won’t be 
sufficient without the aid of the Kingdoms in 
the Light, and there are those who believe 
— Truk refers to them only as colleagues — 
that more drastic action is needed. Truk has 
promised these colleagues a solution; a plan 
to defend the Kingdoms, stave off the pend-
ing war and establish a permanent peace. 

•	 To do this, he needs a working Eye of the 
Navigator, and though the Mask and the Eye 
they have already recovered appear compat-
ible, without a working Helm they are of no 

use. Truk has invited his old students 
here to ask them to take on an-

other mission — a particularly 

unorthodox task that might necessitate 
acting outside what is generally considered 
Guild jurisdiction, or even Guild law. 

•	 Truk has a contact — an ex-pirate turned 
crime lord and the current gangland gov-
ernor of the infamous pirate haven known 
as Hole (both Hole and its ersatz gover-
nor are described in the “Periphery” and 
“NPC, Groups and Factions” sections, re-
spectively, of the Upwind corebook). Truk 
was well-travelled in his younger clocks and 
seems to know Kin in every port — even 
the less reputable ones. Given Truk’s and 
the Metal Man’s similar anatomical anoma-
lies — arcanoelectrical body parts — it is 
less surprising the two are acquainted. 

Knowing that the Metal Man occasionally 
has access to hard-to-find salvage by dint of 
his various “business associates,” Truk provid-
ed the Metal Man with a list itemizing his par-
ticular needs should he happen to ever “come 
across them.” Items recently “brokered” by 
the Metal Man convinced Truk that he had a 
line on salvage that might very well come from 
a site containing a Navigator’s Helm. The Met-
al Man, however, declined to share any specif-
ics, preferring instead to play the middleman 
— that is until only a few clocks ago, when a 
garish, little ship came into Highstone harbor 
and the first mate hand-delivered Truk a letter 
from the Metal Man. Written in large, barely 
legible letters, the note is surprisingly articu-
late, if a little terse. 

Phineas, 

You have asked many times for information 
regarding my sources. To protect my profits I 
have just as frequently refused such information. 
Circumstances have changed. If you still wish to 
know from where I acquire these goods, send able 
agents willing to do what is necessary, and in ex-
change you will have your location. 

A life hangs in the balance. The Harsh Mistress 
and her crew are both capable, and I put them at 
your disposal. 

I suspect time is against us. 

—M

Truk shares the letter with the characters 
and answers what questions he can, though he 
claims he knows nothing more about what the 
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Metal Man may want them to do than is im-
plied by the note. Truk explains that the list 
of artifacts the Metal Man has recently been 
selling on the black market has convinced him 
that the gangster has access to salvage com-
ing from a site similar to one the characters 
helped excavate at Rubble Field #43 (in chap-
ter 2, page 42). Truk admits that what he is ask-
ing is unorthodox, and though he has official 
orders detaching the boat crew to his service, 
sending them off to do a favor for someone 
like the Metal Man would at best be dubious, 
and at worst could be seen as a career-ending 
betrayal of their vows. 

Truk promises he’ll try to shield the charac-
ters from any consequences should things go 
poorly, but admits that his clout is not what it 

used to be and that they could lose everything. 
The professor earnestly tries to convince the 
party that the recovery of a working Eye could 
head off the pending war, and ultimately bring 
a permanent end to hostilities. Whether the 
characters believe the unlikely claim or not, it 
should be clear to them that their old mentor 
does. More than this Truk refuses to say, claim-
ing that at this point, it is better that the party 
remain convincingly ignorant of other details. 

In the end, given the risk he would be forcing 
on them, Truk refuses to order the party to 
undertake the mission. Instead, with a sober, 
but perhaps more telling plea, he asks them to 
take on the mission not as an order or even a 
favor to an old friend, but as a last hope to save 
the Kingdoms in the Light. 

Homecoming



58

PART 2: DOWN THE HOLE

Assuming the party takes on Truk’s 
dubious mission, they can embark on 
the Metal Man’s “courier,” as soon as 

they are ready to depart. Truk provides them 
with a stout, metal case containing both the 
Eye and the Mask and admonishes them not 
to let the objects out of their sight, protect-
ing the artifacts with their lives if necessary. 
His emphasis on this last part should help the 
characters realize they are involved in a very 
serious undertaking. 

Allow the characters to make whatever 
preparations they wish to before leaving port, 
but emphasize that given the questionable na-
ture of their intentions, they should probably 
avoid officially requisitioning any resources 

from the Guild. Truk gives them a 
small cash reserve, apologizing 

for not providing more, but it 

should be enough for incidentals and perhaps 
one significant item or bribe. 

Going Aboard
The crew of the courier are actually notorious 
pirates, and the ship is well-known across the 
realms as the Harsh Mistress. She is in Highstone 
Harbor wearing an uncharacteristically garish 
paint scheme, bright-red sails and an alternate 
nameplate — the Sly Bird — so it is likely that, 
unless the characters investigate, they won’t 
even realize they are joining an infamous pirate 
crew when they first board the ship. 

In Pursuit
The comings and goings at Highstone Harbor 
are a matter of interest to intelligence agents 
from across the Kingdoms, and, accordingly, 
to members of the Cabal. Moderators who 

The Harsh Mistress

The Mistress is one of the Metal Man’s fastest and most heavily armed ships. Not only 
does she have a surprising number of cannons hidden behind camouflaged gun ports, but 
the old pirate has used his considerable Ore Potential to reinforce her hull with metal 
ribbing and even armor plating in key locations. She has a pair of salvaged guardian cables 
mounted fore and aft, retrofitted to the ship’s arc grid. Her crew is particularly adept at 
using them to grapple targets or wreak havoc in the rigging of an enemy ship. 

Small and nondescript, the Mistress has common lines and her crew frequently chang-
es her name plates, paint scheme and sail plan, allowing her to hide in plain sight almost 
as effectively as if she had sky dragon hide. She also has several cleverly hidden cargo 
compartments for evading customs inspections, and the crew dutifully keeps counter-
feit logs and manifests just in case. 

The Mistress is captained by Simion Gray, a notorious pirate and wanted man in more 
than half the Kingdoms in the Light. Since no one knows for sure just what he looks like, 
he and his chameleon ship are able to come and go almost at will. The crew is as compe-
tent as it is ruthless, and as loyal to Gray as it is fearful of him. Notable crew members 
include Din Din, Gray’s first mate and a tiny woman no one crosses twice; Red Jake the 
bosun, a man so large he carries a swivel gun into battle; and the Ruthless Three, a trio 
of Arc-using, knife-fighting brothers from Tempest who were chased off the island of 
murdering warlords for being too fond of murder. 

There are large bounties currently being offered by the Guild and several national navies 
for the capture of the Harsh Mistress and her crew. Gray alone is worth a small fortune. 

The unique speed, armaments and crew of the Mistress grant her a 2-card innate 
cache for plays involving swiftness, battle or skullduggery.

Chapter 3: The Helm



59

want to harry their players with pursuit can 
assume that first, the Sly Bird will ultimately be 
identified as the notorious Harsh Mistress, and 
second, the party will be observed embarking 
and subsequently leaving with the pirates. The 
involvement of the Harsh Mistress quickly con-
nects Truk to the Metal Man, and the Cabal 
dispatches agents to Hole in hopes of discover-
ing what Truk and his proxies are about.

Winning Friends
Once aboard and out of port, it quickly be-
comes apparent to the characters that the 
crew are not common sailors, and that they 
have stepped into a potentially dangerous situ-
ation. It is clear that the crew has a very differ-
ent interpretation of the meaning of “at your 
disposal” and that they are only tolerating the 
party’s presence because of the Metal Man’s 
orders. Accordingly, the party has a choice to 
make. They can meekly stay out of the pirates’ 
way or they can establish themselves in a way 
that does not depend on the boss’s orders. 

Play through FB16 — Townies, page 148.

If the players opt to stay out of the pirates’ 
way, assign them a 2-card innate challenge 
cache representing their relationship with the 
crew; use it in any plays involving interacting 
with or trying to order about the pirates. If 
the players opt to assert themselves, roleplay 
through how they go about winning over or 
cowing the pirates. As they reach the tipping 
point in their plan, call for a play. 

Player Stakes

•	 The crew tolerates the party and follows 
sound orders as long as they do not risk the 
ship or deviate too far from the goal of de-
livering the characters to Hole. 

•	 Captain Gray actually deigns to interact 
with the party members, though he remains 
aloof and suspicious. 

•	 The characters actually befriend a few of the 
less-surly crewmembers, learning a thing 
or two about pirates in the process. This 
knowledge grants one character a 2-card 
story cache whenever thinking like a pirate 
could affect a play. 

•	 The crew and captain become so impressed 
— or intimidated — by the Knights, the 

party earns a 1-card innate cache for plays 
involving commanding the Mistress’s crew.

•	 The Knights learn enough about the crew’s 
habits and bolt holes, that they could easily 
track them down should they want to ap-
prehend them in the future.

Moderator Stakes (2)

•	 The party is intimidated by the pirates, and 
gains a 1-card innate challenge cache repre-
senting their antagonistic relationship.

•	 The pirates hate the Knights, and will betray 
them as soon as it is narratively.

•	 Despite the Metal Man’s orders, one of the 
pirates picks a fight with one of the Knights. 
Call for another play as they duel on the 
deck, and be sure to consider the negative 
consequences if the Knight embarrasses, in-
jures or even kills the angry pirate.

•	 The crew loses it, and despite the Metal Man’s 
orders, attempt to murder the entire party. 

Moderators should feel free to insert an 
appropriate event from the Aerial Encounters 
appendix (see page 150) as part of the 13-clock 
voyage to Hole. In fact, the characters’ roles 
in any such encounter could be the basis for 
whatever play is made to impress the pirates. 

Though ships going in and out of Hole are 
commonly harried by gunboat buccaneers and 
even a clan of gilder-riding raiders living among 
the small, surrounding skylands, the Mistress 
is well known in these skies and is left alone 
by anyone not wanting to challenge the Metal 
Man. An attack on the Mistress by such a ri-
val, however, is up to the moderator. Such an 
attack would give the party the chance to im-
press the Mistress’s crew, and at the same time, 
gain the upper hand in their subsequent meet-
ing with the enigmatic gang leader. 

Heavy Metal
Once docked in Hole, the characters can ei-
ther allow themselves to be escorted to the 
Iron Castle or strike out on their own.

Almost the moment the Harsh Mistress is tied 
to the quay, the Windlass platform meets the 
ship at her moorings, and if the char-
acters acquiesce, the device un-
ceremoniously conveys them 
to a meeting with the Metal 
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Hole
Hole’s general nature and layout are described in the Upwind corebook, page 42, but 
more details are offered here. 

Hole is infamous across the realms as a pirate haven, smugglers’ den and criminal war-
ren. Though rivaled by Haven and the Vagabond Fleet, Hole lacks Convocation mem-
bership, or even the minimalist rules of the “Mandates of the Fleet,” so it is considerably 
more lawless, unpredictable and dangerous than any other settlement in the realms. 

The mine that originally resulted in the eponymous hole through the skyland was 
played out long ago; now the economy is based solely on trade in stolen and smuggled 
goods. As testament, Hole’s large bazaar is openly — and defiantly — referred to as the 
“Black Market.” Infamous for selling almost nothing that was not obtained by nefarious 
means, it is widely believed that anything can be found here if the buyer is willing to pay 
enough. The Market is the only place in the skyland where a tradition of neutral territo-
ry is respected, and anyone caught stealing or fighting there is unceremoniously hanged 
by the governor’s crew from the underside of the Windlass, as an object lesson to all. 

The skyland Hole occupies is only about a dozen miles across at its widest point. Most 
of its surface is dedicated to hardscrabble agriculture and ranching, the products of 
which are insufficient to feed the population of the town, so stolen food cargoes and the 
occasional import are essential supplements. There is a small population of locals, born 
and raised on the island — farmers, ranchers, craftsmen and even a few shopkeepers — 
who pay their protection money but are otherwise mostly ignored by the ebb and flow 
of gang power. That is, until they are caught in an inevitable crossfire between rivals. 

Power and authority in Hole follows a feudal form, with small gangs holding their few 
blocks of territory in exchange for allegiance and support to larger gangs. These larger 
gangs are constant rivals, plotting against each other and often fighting bloody skirmish-
es in attempts to grab territory and resources. Territorial borders are therefore in 
constant flux; survival depends on knowing where the lines and allegiances lie. 

Whether for the money, the pursuit of power or simply for some misguided form of 
prestige, there has always been a constant and bloody game among the toughest gangs 
in Hole as each tries to take control of the whole dung heap. In the past, this has meant 
constant change in the title of de facto “governor,” to whom the larger gangs must in 
turn pay their own protection money. Rarely the same person for more than a round 
or two, the current governor — the Metal Man — has been in power for most of two 
cycles — a testament to his ruthlessness.

Man. If they leave the ship, they are advised 
by Captain Gray that they should be careful, 
as the streets of Hole are “rather dangerous,” 
and that the Metal Man “does not like waiting” 
— pointing out that he has been waiting for at 
least 28 clocks already. 

The Hard Way

If the characters are determined to go into 
Hole on their own, Gray sends a 

few handpicked crewmen to 
follow after them and inter-
vene if they get into trouble. 

If the characters are openly wearing their 
Knights’ blades, the general riffraff give them 
wide berth. If they have hidden their weapons, 
their obvious youth and tidy, foreign dress im-
mediately attracts predatory attention. Either 
way, the party quickly draws attention, espe-
cially as they have openly arrived on the Metal 
Man’s prized ship. 

The Black Market is a round-the-clock af-
fair, unless the errant party members are fo-
cused on a particular goal, it is likely they find 
their way to the infamous bazaar. Once there, 
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encourage some roleplaying and embellish the 
diverse, overwhelming and criminal nature of 
the Market.

A quick-thinking lieutenant in Captain Mai’s 
gang, knowing the newcomers must be import-
ant to one of their rival’s schemes, attempts to 
jam up the gears of whatever the Metal Man has 
planned. Given that fighting in the Market car-
ries a death penalty the governor is expected 
to enforce, the lieutenant — a cagy Horizonian 
named Gul — plans to use practiced subter-
fuge to make it look like one of the characters 
started a fight and killed his opponent. With the 
sacrifice of an unsuspecting stall owner, a sharp 
knife and several coerced witnesses, Gul is con-
fident he can pull off the ruse.

Ask the players to make a group luck draw. 
The character with the lowest score suddenly 
finds himself in a press of bodies near a stall 
selling cog-mounted weapons. There is shout-
ing and someone screams as someone else 
groans in pain. The press clears and the char-
acter is left standing over a dying shopkeeper, 
a large, bloody knife lying on the ground at his 
feet. Call for a play. 

Player Stakes

•	 The player sees the whole thing, and appre-
hends Gul as he tries to slip into the crowd. 

•	 If the party has a member with healing Po-
tential, she can get to the wounded man be-
fore he dies and save him. 

•	 One of the tailing members of Gray’s crew 
backs up the character’s claim that Gul is the 
actual attacker. 

•	 The party is quickly cleared of the killing, 
and Gul is hauled off to the Windlass for 
execution. 

Moderator Stakes (1)

•	 The character is accosted by the Gover-
nor’s thugs, and they are convinced he is the 
murderer. 

•	 The character is dragged to the Windlass to 
be hanged, and the party must fight to save 
him from execution. 

•	 The Metal Man is forced to disobey one of 
the only laws in Hole and must send out his 
Ore golems to pacify the other gangs. He 
is furious with the characters; if he wasn’t 

Major Gangs
Captain Mai’s Crew — Captain Mai 
is a clever pirate with considerable 
Rain Potential and a lot of ambition. 
Her crew is known for hiring out to 
merchant concerns as privateers and 
attacking the ships of their rivals. 
Back in Hole she is as ruthless as the 
best of them, and she plans on be-
coming the next “governor.”

The wHole — This strange group 
is more like a cult than a gang. Its 
members worship the hole itself as 
some kind of deity or power. They 
are known to sacrifice rival gang 
members to it by tossing them into 
the Pit and the sky below.

The Cutters — The Cutters are 
a dangerous band of thugs run by a 
man known only as “The Commo-
dore” and infamous for pirating or 
“cutting out” other pirates. There 
are two reasons why they have not 
yet been wiped out by a coalition of 
other pirate bands: first, any crew 
benefits when its rivals are hit; sec-
ond, pirates are not known for suc-
cessful coalitions. 

The Cannoneers — Famous for 
their uniform predilection for blow-
ing things up, this gang of pyromania-
cal cutthroats is known for its skilled 
gun crews and its tactic of boarding 
target vessels with bombs in hand, 
threatening to blow up everything 
if the crews don’t surrender. The 
general decisiveness of this tactic is 
probably unsurprising.

desperate, he would likely kill them all as an 
example to mollify the other gangs. 

•	 Several gang leaders put out sizable bounties 
on the characters’ heads.

The Easy Way

If the characters simply board 
the Windlass on arrival, upon 
disembarking at the bottom 
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The Iron Castle
This fortress-like structure is made 
entirely out of rusty scrap metal 
and iron plates left over from Hole’s 
clocks as a working mine. The ir-
regular, abstract sculpture of the 
building appeared one still shortly 
after the Metal Man took over and 
was presumably built — and is held 
together — by his considerable Ore 
Potential. The Castle sits on the very 
bottom rim of the hole itself, its ir-
regular windows and crooked balco-
nies looking down into the open sky 
below. As if the battlements and the 
limited approach were not defense 
enough, attempts to take down the 
Metal Man have several times been 
repelled when he turned large por-
tions of the Castle into huge Ore 
golems, and used them to crush the 
attackers like so many bugs.

The Windlass
There is a series of six stout derricks 
around the upper rim of the old mine 
crater that used to run the lift and 
control cables of the massive exca-
vator scoop originally used to dig the 
Pit. The scoop has long since been 
replaced with a baroque metal plat-
form that now serves as a huge, om-
nidirectional elevator that can reach 
any point in town, from the Rim to 
the very bottom of the Pit. Typically 
armed with a number of cannon and 
ready gun crews, the Windlass is a 
useful weapons platform from where 
the governor can bring his power to 
bear across the settlement.

The Windlass is also essential in-
frastructure, allowing the movement 
of Kin and cargoes around the other-
wise maze-like goat paths the locals 
call streets. It is one of the only ways 
pedestrians can move about Hole 
without trespassing in rival territo-
ries; thus, the governor is tradition-
ally expected to provide access as a 
“public service.” Accordingly, there is 
a constant stream of passengers being 
shuttled to all points about the slopes 
of the mostly vertical settlement.

of the Pit, well-armed Kin lead the characters 
into the dark interior of the Iron Castle, which 
proves as haphazard on the inside as it appears 
on the exterior. It does, however, appear em-
inently defensible, and the large numbers of 
heavily armed thugs everywhere about the 
place only enhances that impression. The boat 
crew should therefore be surprised when they 
are taken to a luxuriously appointed hall with a 
well-set table and a waiting feast. 

The room is heated, lit by expensive, filtered 
arc lamps and decorated in elegant, if eclectic, 
furnishings that were undoubtedly handpicked 
from the best of the Metal Man’s ill-gotten gains. 
A Kin-shaped lump of metal on one wall perhaps 
gives truth to the rumor that the Metal Man 
used his Ore Potential to hang the last governor 
of Hole like a piece of art as a warning to those 
with whom he parlays. The Metal Man himself, 
large and intimidating in his half-metal form, sits 
at the far end of the long table and beckons the 
party to sit, eat, drink and take their ease while 

he makes his proposal. 

The Metal Man is detailed 
in the NPC section of the 

Upwind corebook (page 118). Note that given 
his prior physical trauma and his arcanotech-
nological replacement parts, the Metal Man is 
as much cog as he his Kin. He is constantly at-
tended by a mechanic who also acts as a body 
servant, frequently wiping the Metal Man’s 
mouth and emptying the spittle cup strapped 
under his metal chin. With a lower jaw made 
of Masters’ alloy he is a sloppy eater, so when 
he talks, he sounds like he is speaking through 
a mouthful of spit and marbles.

The Deal
The Metal Man is as terse in person as he was 
in his letter, and gets straight to the point. He 
knows Truk wants the location of the salvage 
site from which certain artifacts have been 
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coming. The Metal Man claims to know where 
it is because his daughter, Ilea, is the one who 
has been smuggling those very same items out 
of the Cloud Principality. During her last “ex-
pedition,” however, her ship, the Sneaky Bastard, 
was taken by the Cloud navy, and she was cap-
tured. He explains that he has a sphereometer 
needle that will lead to a lodestone secreted 
on her vessel — one even she did not know 
about — and therefore he hopes the Cloud 
authorities may not have found it. He knows 
she survived the initial capture and that she, 
her ship and her crew are being held at a Cloud 
naval outpost, probably awaiting execution. 

The Metal Man promises that if the party 
agrees to infiltrate the Principality, free her 
from the brig, and ultimately escort her home, 
he will order her, via a letter he will put in their 
hands, to take the party to the Masters’ cache 
in which Truk is so interested. He will even in-
struct her to put her considerable expertise 
regarding the site’s security at their disposal.

It’s a simple proposition. Rescue his daughter, 
find the cache, power up the Eye. Who cares if 

it is a legal violation of the Guild charter and a 
moral violation of the Knights’ Pledge?

Moderators should roleplay through this 
scene, providing characters with social attri-
butes a chance to play to their strengths. The 
Metal Man is clearly at a disadvantage, but he 
also knows he has something the characters 
need. He is a skilled negotiator, an intimidat-
ing crime lord and a master Ore user, so the 
advantage is not all on the Knights’ side. The 
Metal Man is savvy and negotiates hard. He 
won’t give up any more information about the 
site, let alone the sphereometer needle, with-
out the Knights first swearing on their blades 
that they will rescue his daughter. As the ne-
gotiation goes on, the party should eventually 
realize they are stuck in a moral dilemma and 
have only a few options.

Play though FB2 — Family and Friends, 
page 140.

First, the characters could 
agree, swear to the Metal Man 
and thereby secure his coop-
eration. This is the easiest, 
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but definitely the most dubious, option. It is 
the immoral choice in the dilemma and a direct 
violation of Guild laws and their Knights’ vow. 
If the players choose this option call for a play: 

Player Stakes 

•	 The characters convince themselves this 
is for the greater good, and have no moral 
qualms about their decision. 

•	 Barring capture or other serious complica-
tions that involve the party with Principality 
authorities, they aren’t identified.

•	 Word of the breakout or infiltration does 
not make it back to the Guild.

•	 The winner of a luck draw earns a 1-card in-
nate cache that can be used in plays involving 
future acts of subterfuge.

Moderator Stakes (1)

•	 The party is plagued by self-doubt and guilt, 
earning a 2-card story challenge cache that 
can be used in any plays where authority, 
certainty or confidence play a role during 
the rest of the mission. 

•	 If the possibility of being recognized arises, 
the party is identified as Explorer Knights by 
Cloud authorities.

•	 The loser of a luck draw eventually becomes 
so guilt-ridden about the party’s actions that 
should he survive the campaign, he turns 
himself in to the Guild and admits his crimes.

Second, the characters could use their au-
thority as Knights and attempt to simply ap-
prehend the Metal Man on warrants from var-
ious Convocation nations. When he inevitably 
resists, the characters can attempt to take 
him and his crew down, and then try to force 
them to turn over the sphereometer needle. 
They can track the ship, and hope from there 
they can find the site. This is the moral middle 
ground that lets them avoid working with the 
Metal Man, but still has them violating the sov-
ereign borders of the Cloud Principality.

Player Stakes

•	 The party subdues the Metal Man temporar-
ily, and is able to coerce the tracking needle 

for his daughter’s ship from the 
angry crime lord. 

•	 The Metal Man’s crew is beaten and scat-
tered, and they take a clock or two to 
regroup. 

•	 The Metal Man is killed in the fighting and 
the party is lauded by the general populace 
of Hole — innocents and thugs alike — as 
liberators.

•	 The party liberates a number of rare and 
valuable relics and other artifacts from the 
Metal Man’s private stores and confiscates 
them as “criminal gains.” Players and mod-
erators should work together to design any 
such relics, and characters can subsequently 
use them in the game. 

Moderator Stakes (2)

•	 The characters are forced to flee to and hide 
out in a rival crime lord’s territory until they 
can figure out a way off the island. 

•	 The party needs to find an alternative means 
of locating the Masters’ cache in Cloud.

•	 The characters each make a minor wound 
draw as the Metal Man’s Ore golems drive 
them off. 

•	 The loser of a group luck draw must make a 
major wound draw. 

•	 The volatile Metal Man swears he will track 
the party to the Sky Beyond if he has to and 
kill them all. The characters gain a nemesis 
who plagues their future careers until dealt 
with. 

Third, the party could refuse the Metal Man’s 
offer and approach Cloud authorities through 
proper diplomatic channels, requesting ac-
cess to the secret site in question. If the play-
ers choose this option, try as they might, the 
Cloud oligarchy does not acknowledge the ex-
istence of a “secret Masters’ cache,” let alone 
allow the Guild access. Remember — while 
not an enemy, Cloud is not a member of the 
Kingdoms in the Light, and has no obligation 
to cooperate with such a request. In fact, if the 
characters attempt this route, when they ulti-
mately realize there is simply not going to be 
a diplomatic solution, assign the party a 3-card 
story challenge cache that can be used against 
them in any play around finding or infiltrating 
the site. The cache represents the heighten-
ing of security around the Masters’ cache that 
results from the characters suggesting to the 
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Principality authorities that they know about 
the site. 

At this point, the characters either have to 
agree to the Metal Man’s request, abandon the 
mission and return to Truk empty-handed, or 
think of another approach to locate the cache. 
Options could include clever use of a PC’s Po-
tential powers, tracking naval patrol patterns 
to identify a protected region of Principality 
sky or chasing down members of the local un-
derworld and bribing or intimidating a location 
out of them. The exact nature of such a plan is 
up to the creativity of the players; any poten-
tial stakes are left up to the moderator.

If the players chose to cooperate with the 
Metal Man, he once again places the Harsh Mis-
tress and her crew at their disposal. If the party 
managed to build a rapport with the crew, this 
is a good thing and the crew’s smuggling exper-
tise — as represented in their caches — will 
likely prove valuable in the upcoming endeavor. 
If the party failed to earn the crew’s respect — 
or worse, earned their animosity — the voy-
age itself may prove a challenging adventure. 

If the Knights arrested the Metal Man, they 
subsequently have to figure out how to get off 
the skyland. They might commandeer one of 
his ships, and if they do, they have to somehow 
coerce its crew. Alternatively, they could hire 
a ship from one of the Metal Man’s rivals, but 
they must be vigilant against the likelihood of 
betrayal.

Opposition
If the moderator has decided to complicate 
the story by having the party pursued by 
agents of the Cabal or some other clandestine 
organization, assume they had enough inter-
est, clout and time to arrange a pursuit ship. 
These oppositional forces then either followed 
the Harsh Mistress to Hole or learned from one 
of her crew in a shoreline tavern that the ship 
was headed there. Assume, therefore, that any 
pursuit can arrive in Hold shortly after the 
characters and that they have the Mistress un-
der surveillance. 

Cabal agents want to know what is going on, 
but they will also be looking for opportunities 
to disrupt any Guild plans. Accordingly, the 
agents decide that the lawlessness of Hole is 

Operatives  
6, 9 and 11

The Cabal has a rather fluid stable of 
agents, fixers and operatives through 
which it conducts its clandestine ac-
tivities, and refers to them only by 
temporary numbers assigned when 
they are hired for particular jobs. 
Operatives 6, 9 and 11 are suspi-
ciously nondescript, essentially indis-
tinguishable Kin with decidedly crim-
inal backgrounds and skill sets. They 
work for a handler they know only 
as The Marchioness, who in turn is a 
mysterious power within the Coali-
tion of Independent States. 

Operative 6 is a hard woman with 
little emotion and a baton-shaped 
relic she calls “the Fade” that manip-
ulates ambient Rain Potential in such 
a way as to allow anyone touching it 
to go unnoticed. As long as users do 
not do too much or otherwise draw 
attention to themselves, they are es-
sentially ignored. They are not exact-
ly invisible, just unseen.

Operative 9 is a tall, thin, moderate-
ly able Arc adept who can use his Po-
tential to electrocute, stun or torture 
targets, though he is a little squeamish 
when conducting said torture. On an 
odd note, to help him concentrate 
while manifesting his Potential, Oper-
ative 9 must whistle aloud.

Operative 11 is a rather doughy 
man with surprising physical strength 
and a sociopathic desire to hurt oth-
ers. He, accordingly, enjoys torture. 
Operative 11 carries a large pistol, a 
larger knife and an unbreakable gar-
rote made of Masters’ alloy. 

a perfect cover for ambushing the party mem-
bers and stealing whatever it is they 
came to get from the Metal Man. 
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Ambushed
At some point after leaving the Metal Man, but 
before departing Hole aboard the Mistress, the 
party should be ambushed by the agents. They 
want to obtain the case containing the Eye 
and the Mask, and, if possible, kill some of the 
Knights, in hopes of fouling the Guild’s plans. 

For a dramatic tableau, try to stage the 
attack aboard the crowded Windlass as the 
characters ride from one destination to anoth-
er above the Pit. 

The operatives intend to use 6’s Fade relic 
to go unnoticed in the crowd, and pickpocket 
the Mask and Eye case from whomever is car-
rying it. They use the crowd as cover and leave 
the platform at the next stop; however, not 
before setting the clockwork timer on a bomb 
they leave behind with the intent of dropping 
the platform and its passengers — including 
the Knights — into the sky below the Pit.

Roleplay through the start of the encounter, 
and when the agents make their move, call for 
a play. 

Player Stakes

•	 The party prevents the theft but loses the 
thieves in the crowd.

•	 The party learns there is rival interest in 
their activities. 

•	 The party kills one of the agents. 

•	 The characters capture one of the opera-
tives alive and is able to interrogate him. 

•	 The party prevents the bomb from destroy-
ing the Windlass, saving themselves, the op-
erators and any passengers.

Moderator Stakes (2)

•	 Assuming the party is carrying the case con-
taining their relics, the operatives success-
fully steal it.

•	 The agents manage to get away, and disap-
pear into the crowd with their prize.

•	 The agents also steal the sphereometer nee-
dle the Metal Man gave them to track his 
daughter’s ship. 

•	 The bomb detonates and the Windlass be-
gins to plummet toward the open sky at the 
bottom of the Pit. The party must make a 
second play to resolve this new crisis.

If the party loses the Eye, Mask or naviga-
tion needle, they have to track down the Cabal 
operatives to get them back. The agents are 
expert at their jobs and quickly go to ground. 
They use local informants to keep them ap-
prised of what the Knights are doing in re-
sponse to the theft, and move to exfiltrate 
the skyland accordingly. They have arranged 
several options — a private courier, a tramp 
freighter and a local smuggler — and choose 
whichever seems most likely to get them past 
the Knights. As the characters chase down 
the agents, moderators should call for plays 
accordingly. 

PART 3:  
LOST IN THE CLOUDS

This section assumes that the charac-
ters took the easy way and are co-
operating with the Metal Man. If they 

did not, it’s up to the moderator to help the 
players find their way to Cloud and back to 
the plot. This could be managed by the clever 
use of Potential abilities; contacts with sailors, 
freighter captains or even smugglers the char-
acters might know; or by some off-the-books 

access to Guild intelligence about 
the Cloud Principality. Howev-

er, the characters approach it, 

success requires clever planning, legwork and 
social roleplaying. 

Crew Morale
If the party has worked out a deal with the 
Metal Man, he once again puts the Harsh Mis-
tress and her crew at his disposal. If the party 
is still on fair terms with the crew based on 
a previous play, that is good. If their relation-
ship is strained, this should generate some fun 
roleplaying opportunities that can lead to plays 
that either redeem, or further alienate, the 
characters. 
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If the party was defeated, arrested the Met-
al Man, or is on the run from the pirate, the 
characters have to figure their own way off 
the skyland, perhaps commandeering or even 
stealing a ship.

Lethal Stowaway
If she survives an unsuccessful theft attempt, 6 
uses her relic to stowaway on the characters’ 
ship prior to its departure for Cloud. Her in-
tention is to hide out, discover where the par-
ty is going and what they are up to and perhaps 
make another attempt to steal the relic case. 

Skyships have ample locations in which 
to hide from an unsuspecting crew; with her 
training and relic, 6’s chances are better than 
most. Pirates are a paranoid lot, however, and 
they know their ships well. It is inevitable that, 
in the course of the journey, one or two of 
them run afoul of her hiding place, leading to 
a series of events that draw the attention of 
the party. 

Missing Sailor

Three clocks out from Hole, Captain Gray 
comes to the characters and reports a miss-
ing crew member — a man named Rough Duff 
— who is nowhere to be found. If they have 
a strained relationship, Gray all but accus-
es them of having something to do with the 
disappearance and makes threats. If they are 
on good terms, he quietly enlists the party’s 
help in figuring out what happened. Accidents 
happen and drunk sailors fall overboard, but 
Duff was young, able and sober, so an accident 
seems unlikely. 

The facts are that Duff stumbled upon 6 in 
the cargo hold and she killed him. She disposed 
of his body though one of the hatches in the 
underhull, and moved to a new hidey-hole. 
There is simply no evidence of him anywhere, 
other than his well-used harmonica left lying 
on the cargo hold deck.

Stolen Case

At some point, the char-
acter in charge of the case 
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containing the Eye and the Mask vacates quar-
ters — leaving the case unattended — and the 
case goes missing. When this is discovered, it 
should panic the characters and trigger a ship-
wide search. Whether they are on good terms 
with the pirates or not, the party likely sus-
pects a thief among the crew. Any accusations 
or searches of personal effects should lead to 
angry confrontations and hard feelings. 

The fact is, 6 stole the artifacts. She doesn’t 
keep them on her, however, but hides them 
someplace clever in the bowels of the ship as a 
form of insurance should she be caught.

Dead Body 

About halfway through the long journey, 
shouts from below alert everyone to the dis-
covery of the body of Stinky Erik lying on the 
closed bay doors of the ships’ keel gate. His 
throat has been slit; it is clear from the blood 
trail that he was dragged there from some-
where else. 

The facts are that Erik ran afoul of 6, but 
before he could act, she murdered him and 
dragged him to the gate with the intention of 
dumping him like she had Duff. She was inter-
rupted by the crewman who ultimately discov-
ered the body, and was forced to flee and hide 
when he raised the alarm.

Whether at the behest of a well-disposed 
Captain Gray, or in spite of any search the pi-
rates conduct, the characters are likely to con-
duct their own investigation. Roleplay through 
the process, and if they ask clever questions or 
make accurate deductions, give them a cache 
representing foresight they can use in any play 
resolving the search.

At some point, the pirates or the characters 
may suspect a stowaway, and begin a system-
atic search of the vessel. When they do, even 
with the help of her relic, 6 may be unable to 
remain hidden. If she is found, have her cor-
nered in the hold and begin the encounter 
with her opening the keel gate in an attempt to 
dump unwary pursuers into the sky. When she 
then pulls a grenade and threatens the ship’s 
powder stores, make a play to resolve the re-
sulting negotiation or combat. 

Player Stakes

•	 The characters take down 6 without blow-
ing up the Mistress. 

•	 The boat crew talks her down and negoti-
ates a deal — 6 doesn’t blow up the ship and 
tells them why she stowed away, and they 
don’t kill her.

•	 The party is able to recover the hidden arti-
facts — the Eye and the Mask. 

•	 The party learns about the Marchioness and 
that the Cabal operatives are part of a se-
cret effort to foil Truk’s plans. 

•	 Gray thanks the party for their help, and 
makes it clear he owes them a favor. 

Moderator Stakes (2)

•	 Operative 6 is never discovered, and she 
continues her mission when the party ar-
rives in the Cloud Principality. 

•	 Operative 6 detonates the grenade, killing 
herself and crippling the ship, earning the 
Mistress a 3-card innate challenge cache until 
she can be repaired at a fully equipped yard. 

•	 The party can’t initially locate the hidden 
artifacts, and has to negotiate some sort of 
future favor with the pirates to secure their 
assistance and guarantee they won’t keep 
them when found.

•	 Several members of the crew and one of the 
characters tumble into the sky when the 
gate is opened. Another play must be made 
to rescue them.

•	 When the crew finds the artifacts, the party 
has to fight them to get the relics back. 

•	 Any character who fails a luck draw is hurt 
in the explosion and must make a major 
wound draw.

•	 If the party was on good terms with the 
crew of the Mistress before this encounter, 
the deaths and damage lead to a breakdown 
of trust. The boat crew suffers a 2-card 
innate challenge cache representing their 
newly antagonistic relationship. 
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Into the Mists 
The voyage to the Cloud Principality takes the 
characters across the realms, and lasts approx-
imately 28 clocks. Along the way, the modera-
tor is encouraged to use any of the appropriate 
events from the Airborne Encounters appendix. 
The sphereometer needle provided by the Met-
al Man is linked to a lodestone hidden aboard his 
daughter’s ship, and when the Knights approach 
the misty skies of the Principality, the needle be-
gins to indicate a steady course. 

The following events are unique security 
measures taken by the Cloud authorities and 
should be included to complicate the Harsh 
Mistress’s infiltration of the mysterious country.

Play though FB20 — Expertise, page 149.

Feral Air Force
The eternally foggy skies of Cloud are home to 
a clan of feral Kin who live as nomads, travelling 
from skyland to skyland, living off the islands 
and the skies between as hunters, gatherers 
and raiders. Infamous across the region, these 
Kin — known as Eagle Riders — are legendary 
for having domesticated large wind eagles and 
using them as beasts of burden, hunting com-
panions and, of concern to the party, aerial 
combat forces. 

The Eagle Riders have a pact of sorts with 
the Cloud navy. In exchange for weapons, 
tools and other useful manufactured goods, 
the Riders attack any unauthorized vessels that 
approach the particular region of sky contain-
ing the Cascade Cache, harrying them until the 
interlopers are driven off, captured, or until 
the navy can arrive. The strategy has proven 
as effective as it is inexpensive; the Riders have 
taken well to the role of privateers. 

The Eagle Riders’ favored tactics include drop-
ping rocks and firebombs from above, slashing 
rigging and sails and plucking crewmen from 
decks and dropping them into the sky. They are 
particularly effective at slowing ships, demoraliz-
ing crew and ultimately driving them away. 

Player Stakes

•	 The characters manage to drive off the Eagle 
Riders without major damage to the ship or 
injury to the crew. 

•	 The characters manage to capture and 
control a wind eagle mount, and can use it 
during subsequent events. 

•	 The party so impresses the Eagle Rider 
chieftainess with their fighting prowess 
and Potential that, if the characters of-
fer to become allies, she willingly switches 
allegiances.

Moderator Stakes (2)

•	 The characters must each make a minor 
wound draw, and the Mistress loses the 
swiftness component of her innate cache 
until she can be repaired in a proper yard. 

•	 Several of the ship’s crew are killed. 

•	 The loser of a luck draw is taken captive by 
the Eagle Riders; the party must divert to 
save the character or abandon him to his 
fate.

Naval Interdiction
The Cloud Principality has its own small but 
formidable navy that has become particularly 
effective at protecting the nation’s closed and 
misty borders. Once the Harsh Mistress passes 
into the skies of Cloud, it is only a matter of 
time before she is spotted by one of the many 
watch stations scattered among the small is-
lands of the region, or by one of the fast and 
nimble patrol ships that continually sail block-
ade duty between the nation’s borders and its 
protected interior.

The party’s destination is four clocks in 
from the nation’s border. Once during each 
clock spent sailing in Cloud skies, make a luck 
draw against one designated player. Each time 
the player loses, the Mistress is either spotted 
by a watch station and pursued by a pair of 
small but very fast gunboats, or spotted and 
pursued by a patrolling frigate. Once within a 
single clock’s range of the Cascade Cache, the 
moderator draws two luck cards to the play-
er’s one. Each time the ship is spotted, call for 
a play. 

Player Stakes

•	 The Mistress manages to evade the pursuit.

•	 The boat crew earns a 1-card 
story cache representing 
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surprise that can be used when infiltrating 
the Cascade Ruins. 

•	 The rapport between the boat crew and the 
Mistress’s crew improves, as represented by 
a 2-card story cache that can be used when 
they are cooperating in an encounter. 

Moderator Stakes (1)

•	 The Mistress suffers considerable damage in 
the resulting skirmish, and loses her 2-card 
cache for swiftness until repaired in a yard. 

•	 Several crewmen are killed in the fighting, 
and the party earns a 1-card innate chal-
lenge cache for any play involving the crew 
of the Mistress. 

•	 The first mate Din Din and several crewmen 
are killed in the fighting and the crew blames 
the party. Their antagonism reaches a new 
level, and if the party loses a luck draw, the 
crew mutinies maroons the characters on a 
deserted skyland. 

PART 4: JAIL BREAK

Unless she has suffered significant de-
lays, the Mistress should arrive in the 
vicinity of the Cascade Cache four 

or five clocks after crossing into Principality 
skies. The Harsh Mistress is not a large ship, but 
nonetheless, she is in constant danger of being 
discovered by Cloud naval patrols. The char-
acters, or at least Captain Gray, need to be 
thoughtful about how and where to hide the 
ship, and how to signal for extraction if they go 
ashore. Additionally, the looming presence of 
the Torrent makes the skies around Cascade 
a meteorological challenge to navigate; every 
precaution must be taken by the crew to keep 
the Mistress clear of the constant storms, arc 
and shear winds it generates. 

Assuming she is not running from active 
pursuit, the party should have the opportunity 
to formulate a plan for infiltrating the site. As 
they know nothing about the cache, they will 
likely want to do some scouting first, providing 
the perfect opportunity for sneaky or social-
ly adept characters to exploit their strengths. 
This infiltration could be achieved with a 
launch while the Mistress stands off, hidden 
in the clouds. The characters could disguise 
themselves as workers or even Cloud naval 
personnel, poke around the site, and perhaps 
subtly interrogate some of the locals. 

Moderators should make sure to ask the 
players to detail exactly what they do with 
the case containing the Eye and Mask. Do 
they leave it on the Mistress? Do they bring it 

with them when they infiltrate? How 
do they keep the bulky object 

out of sight and secure if they 

disguise themselves? How do they plan to keep 
it safe from desperate prisoners? Make sure 
they specify their plans and precautions as the 
disposition of the artifacts is ultimately key to 
activating the Helm of the Navigator.

Cascade Encounters
The characters are not only sneaking around 
a militarized work camp, they are trying to lo-
cate and extricate a specific prisoner while also 
trying to locate and steal a lost and priceless 
artifact. Accordingly, they are bound to run 
into any number and variety of complications. 
Moderators are encouraged to insert any of 
the following encounters into the narrative as 
fits the circumstances. They are presented in 
the order in which a party is likely to confront 
them; some assume the party is posing as in-
dentured workers, and others assume they 
are secretly infiltrating the site. Moderators 
should pick, choose and edit as best fits their 
story. The single stakes offered for each en-
counter should be used as starting points for 
negotiation and to inspire more consequential 
outcomes. 

Suspicious Guards

The infiltrating characters run into a num-
ber of naval and prison guards in a variety of 
circumstances. The guards are not stupid and 
take their jobs seriously. The characters likely 
sneak past a few and deceive others but, even-
tually they’ll have to fight some. Though most 
guards are professional, a few take advantage 
of their position among the workers. If the 
party is in possession of the Eye and the Mask, 
the guards will assume they are attempting to 
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smuggle artifacts from the dig, and things will 
go badly for the characters. 

Player Stakes

•	 The party subdues the guards, securing 
weapons, uniforms and perhaps some infor-
mation about likely places to look for Ilea or 
the Helm of the Navigator.

Moderator Stakes (2)

•	 The party is captured, stripped of their gear, 
interrogated and thrown in the brig.

Ingratiating Inmate

Demick is a shifty, longtime prisoner who 
says he knows everyone, claims he is able to 
get anything and promises he’s got an in with 
the guards. He is particularly interested in 
chatting up any new arrivals as they have not 
yet had the chance to learn he is full of crap, 
and is trying to take advantage of them before 
they figure that out. If the party is carrying 

around the Eye and Mask case, Demick is par-
ticularly interested in that. 

Player Stakes

•	 A character pegs Demick as a weasel, but 
before they chase him off, the party learns 
that most of the crew of the Sneaky Bastard 
escaped into the hills.

Moderator Stakes (1)

•	 Demick convinces the party to give up 
something valuable in exchange for what 
proves to be a useless map of the camp. 

Bossy Foreman

Mr. Ivan is a no-nonsense foreman with a 
team of brutish overseers. He is not vicious 
or violent, but he has no patience for lazy 
workers or failure to follow orders. He is par-
ticularly attentive to procedures and record-
keeping. If the characters are caught anywhere 
they shouldn’t be, or doing any-
thing they shouldn’t be doing, 
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Cascade Cache 
The Cascade Cache is a large Masters’ cache deep in Cloud Principality territory, some-
where in the downwind half of the nation. It is eternally wreathed in wet mists generat-
ed by the nearby Torrent, creating a fog bank so dense that the site is almost impossible 
to find without a sphereometer needle, even if one knows it’s there.

The ruins consist of half a dozen small skylands and perhaps two dozen tumble downs 
that appear to have once been a single landmass. This mass was so interlaced with 
Masters’ constructions that when it broke apart during the DownFall, the fragments re-
mained tethered together by the original infrastructure. From a distance, the complex 
of ruins now looks like a tangled string of stony beads decorated with broken metal 
structures, shattered foundations and half-exposed tunnels, chambers and pits.

Further complicating the terrain, at some point in the distant past, the upwind sky-
land of the string became permanently snagged on a larger highland, under the flow of 
a large edgefall. Consequently, the islands are awash in countless cascades — large and 
small — that flow, gush or trickle down the interconnected chain, forming lakes, ponds 
and pools in any structure that holds water. As a result, much of the ground level ruins 
are partially submerged, and most of the underground spaces are flooded. In fact, a ma-
jor part of the ongoing salvage operation involves the damming, draining and diversion 
of various cascades and lakes to allow access to submerged structures.

This site contains vast reserves of Masters’ alloy and tons of valuable salvage, while 
being accessible without the dangers inherent in working in the Twilight Frontier. Cloud 
authorities have therefore been ruthless in protecting the site since before the King-
doms in the Light were formed, and have been secretly and systematically exploiting it 
as an essential element of the national economy.

The site is administered and patrolled from Cascade Base, a small but heavily manned 
Cloud naval station built on one of the spent skylands in the middle of the chain. There 
are docks, warehouses, workshops, offices, barracks and other facilities on the island. 
As many as 1,500 naval personnel and a dozen ships — heavily armed freighters and 
patrol vessels — are onsite at any one time.

The salvage camp is a combination of excavation site and worker village — a semi-
permanent sprawl of derricks, digging machines, smelters, barracks, mess halls, transfer 
stations and loading docks. As active exploitation taps out on a given skyland, the camp 
slowly moves upward to the next section and work continues. Currently, the exploita-
tion is about three quarters complete and the work site is nearing the upwind end of 
the string of skylands.

Though the project is supervised by naval personnel, the majority of the labor force 
consists of indentured workers. Many of these are criminals working off sentences — 
not an insignificant number of whom were pirates, thieves and smugglers caught in the 
act of trying to steal from the site. Much of the salvage work is labor intensive and best 
done by hand, so this workforce is large.

The Cascade Ruins are vast, and their strange topography only adds to the complex-
ity of the cache. It is not surprising then, given the constant mists and endless places to 
hide, escaped prisoners have been able to evade even intense searches and have formed 
what amount to bandit gangs living in the remoter parts of the ruins. They conduct 
frequent raids for supplies, and though they are eventually killed or recaptured by naval 
patrols, such bands remain a security and morale problem. 
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he demands explanations and commands his 
overseers to mete out punishment. Ivan has 
even less tolerance for smugglers stealing “his 
salvage” and sends any characters he catches 
with the Eye or the Mask straight to the naval 
station brig to await interrogation and transfer 
to “a more secure prison.”

Player Stakes

•	 The characters ingratiate themselves with 
the foreman and use the relationship to gain 
essential information about the likeliest lo-
cation for the Helm of the Navigator. 

Moderator Stakes (1)

•	 The character or characters carrying the 
Eye and the Mask are detained and the arti-
facts confiscated. Now the party has to free 
their friends and recover the relics from se-
cure holding at the naval station before they 
can continue their mission.

Standard Operating Procedures

From where and when they sleep, to when 
and what they eat, to where and how they 
work, the camp laborers’ lives are strictly reg-
ulated and supervised. If the characters have 
infiltrated as naval staff or workers, they inevi-
tably run afoul of procedure, obligations or ex-
pectations. Moderators should wait until such 
a foul-up is particularly dangerous, hilarious or 
otherwise consequential, then let the party 
roleplay their scramble to get out of trouble. 

Player Stakes

•	 They party is able to infiltrate a survey 
crew headed into the surrounding hills and 
the group is ambushed for supplies by Ilea 
and her men, providing the unexpected op-
portunity to parlay with the Metal Man’s 
daughter.

Moderator Stakes (1)

•	 The party is misassigned to the laborers’ 
mess hall kitchen, where they make such a 
bad meal, the workers riot and several char-
acters end up at the naval station infirmary 
with major wounds. 

Prison Gang

In adverse circumstances, people band to-
gether for mutual support and protection, and 

the Cascade work camp is no different. Gangs 
like “The Smugglers,” “Peach’s Crew,” “Dam-
aged Goods,” and others vie for control and 
resources in the camp, and violence is their 
only real recourse. New arrivals mean new 
members and gangs fight over their loyalties — 
even if it means taking out newcomers before 
they can join up with a rival gang.

Player Stakes

•	 The characters — probably due to aggres-
sive use of their Potential — unexpectedly 
find themselves the dominant “gang” in the 
camp with the rest of the gangs paying trib-
ute and following their lead.

Moderator Stakes (2)

•	 The party unexpectedly finds itself as the 
highest profile gang in the camp, and the 
main target of all the other bands. 

Tradecraft

If 6, the Cabal operative who stowed away on 
the Harsh Mistress, survives the trip, she also likely 
tried to infiltrate the work camp to learn what the 
characters are up to. This is a bold and dangerous 
move, but so was stowing away; if she doesn’t at 
least try, that effort will have been for nothing. 
Once on the skyland, she tries to observe the par-
ty as much as possible. She might even attempt to 
disguise herself as another prisoner, befriending 
the characters as a way to learn more. 

Player Stakes

•	 The agent inadvertently blows her cover, 
but does not know the characters have real-
ized who she is. 

Moderator Stakes (1)

•	 She manages to ingratiate herself with the 
characters, and promises to help them if 
they promise to take her with them when 
they escape.

Fugitive Fight

While searching the warren of ruins for 
Ilea, the party comes across other fugitives 
hiding out in the wet and foggy hills. Wet 
Jack and his mutineers are a hungry a n d 
desperate crew and they vio-
lently ambush the party if 
given the opportunity. Their 
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feral state, knowledge of the terrain, effective 
use of improvised weaponry and some useful 
combat Potential make them particularly dan-
gerous foes. 

Player Stakes

•	 It turns out Wet Jack is actually a pretty nice 
guy, if one is not an oppressive jailor, and 
he knows exactly where Ilea and crew are 
hiding out. 

Moderator Stakes (2)

•	 Wet Jack is a psychotic Rain adept of 
Knight-level power who worships the Tor-
rent as a living god and is sworn to kill any-
one who does not share his devotion.

Flood Damage

The countless cascading falls, rivers, streams 
and creeks tumbling downward along the chain 
of skylands makes for some particularly wa-
terlogged and unstable terrain; drowning and 
landslides are constant dangers. Not only are 
any characters running around in the ruins 
soaked to the skin and chilled to the bone, 
they run the constant risk of falling, sinking and 
drowning, or being swept away into the sky by 
a mudslide. Underground passages, chambers 
and other ruins may be submerged or flood 
unexpectedly if unstable dams or structures 
are disturbed.

Player Stakes

•	 Flooding water washes away the mud con-
cealing an entrance to ruins, accessing most-
ly undamaged corridors that connect to the 
chamber containing the Helm. 

Moderator Stakes (1)

•	 Flooding water exposes the undiscovered 
entrance, but the corridors are completely 
flooded with cold, deep water and protect-
ed by a dozen active guardian cables.

Natural Potential

The quantity of water and the proximity to 
the Torrent means there are more wild Rain 
elementals among the Cascade Ruins than al-

most anywhere else. Prone to random, 
violent behavior, they could 

prove dangerous if the players 
attract their attention.

Player Stakes

•	 Any characters with Rain affinity gain 2 
cards to their Potential hands while in the 
region, due to the powerful elemental forc-
es eddying around the Torrent.

Moderator Stakes (2)

•	 Any characters with Arc affinity lose 2 cards 
from their Potential hands as the constant, 
natural discharges and opposed affinity drain 
their energy reserves. 

Play through FB7 — The Trial, page 142.

Fish Bait 

The skies of Cloud, especially those around 
the Torrent, are famous for their air fish. This 
predatory species can grow rather large, and 
be quite dangerous when they form hunting 
schools. Though mostly fished out by hungry 
prisoners, the farther any character gets from 
the active excavation, the more likely she is to 
run into a formidable fish foe.

Player Stakes 

•	 A large school of air fish inadvertently leads 
the party to discover a hidden entrance they 
had otherwise missed, coincidentally only a 
few corridors away from the Helm chamber.

Moderator Stakes (1)

•	 A large school of air fish is attracted by one 
of the characters, and try as she might, she 
is unable to shoo them away. Unfortunately, 
the school makes it impossible for the char-
acters to hide or sneak anywhere as they 
fly around their heads, swirling in a bright, 
silvery cloud. 

Cross Purposes
The first thing the characters will likely realize 
is that there is no traditional prison or brig at 
Cascade Cache; the hardest part of breaking 
Ilea out will be finding her. Doing so will take 
some clever infiltration, careful interrogation, 
specific Potential powers, or simple legwork. 
When they do finally get a lead on her, they 
discover that she and some of her crew have 
already escaped into the surrounding ruins and 
become raiders.

The second thing the party likely realizes is 
that, though she could be valuable in helping 
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pinpoint the location of the Helm of the Nav-
igator, the characters no longer need Ilea to 
find the cache and so do not need to fulfill their 
agreement with the Metal Man to complete 
their mission. Accordingly, they must decide if 
they are going to break Ilea out, just go after 
the Helm, or try to do both.

If the party opts to leave Ilea to her fate, skip 
the following sections and go directly to part 
5. Note, however, that if word gets back to the 
Metal Man that the characters abandoned his 
only child, not only the party, but the entire 
Guild suddenly gains the crime lord as a ruth-
less adversary. In his grief-stricken rage, he will 
turn his considerable intellect and resources 
toward vengeance. Though there may not be 
opportunity in the course of this campaign for 
him to exercise his wrath — it is coming — 
and the characters can count on having to deal 
with it in the future. 

Ship Sister
If the characters decide to honor their deal 
with the Metal Man — even if it’s only because 
they think Ilea can help them find the Helm — 
they’ll likely decide to locate her before going 
after the artifact. Accordingly, they have sever-
al options: they can infiltrate the camp posing 
as workers or naval personnel and try to inter-
cept her when she raids for supplies, they can 
wait until she raids and follow her into the ru-
ins or they could search the ruins themselves. 
If they opt for searching, the party could im-
prove their chances by gathering information 
about where the guards have already looked 
or think she and her crew might be hiding. Any 
of these avenues of investigation would require 
clever use of mental, social or even specific 
Potential attributes. It is possible that inspired 
use of Potential could simply lead directly to 
Ilea the Ship Sister. 

Moderators should task the players with fig-
uring out how their characters intend to go 
about tracking down Ilea, as there are always 
players who enjoy planning and characters 
with social skills intended for just this kind of 
situation. If the group struggles, however, offer 
the following suggestions. 

The party could infiltrate the camp as work-
ers, eavesdropping, gossiping and gently in-
terrogating their fellow laborers. This would 

Ilea the Ship Sister
Ilea the Ship Sister is a stunningly 
beautiful young woman in a wild-
eyed, wind-tossed, sailor’s tan sort 
of way. She exudes confidence but 
has an impulsive streak that, in com-
bination with her ambition, has got-
ten her in trouble more than once. 
Though not nearly as ruthless as her 
father, she is a demanding ship’s mas-
ter and a formidable smuggler.

Ilea was born to sail a skyship, and 
is only ever truly happy in the air. She 
is a highly skilled sailor and a capa-
ble navigator despite her young age. 
She is an unorthodox but brilliant 
tactician, especially when evading au-
thorities; her crew has every confi-
dence in her ability. Ilea is not a born 
killer, but she fights bravely and has 
dispatched more than a few enemies. 
Despite her experience and captain’s 
responsibilities, Ilea has a temper 
with a cold edge, and the surest way 
to get her to do anything is to tell her 
she can’t. She does, however, have a 
soft spot for the truly innocent and 
loves her ship’s cat, Cannon Ball, 
more than any other living thing.

No one seems to know why Ilea 
got her strange appellation, but her 
father the Metal Man has called her 
that since she first set foot aboard his 
ship and it stuck. Despite her father’s 
potent Potential powers, Ilea has 
only average affinity with Ore. 

require clever roleplaying, however, as the na-
val overseers — for obvious reasons — keep 
careful track of the workforce. The boat crew 
could pose as naval personnel to get access to 
worker manifests, schedules, search logs and 
other records that could provide leads. Do-
ing so would court higher risk but likely gain 
faster, more reliable results. The 
party could infiltrate the Ruins 
and simply conduct their own 
search based on where logic 
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and experience says fugitives would hide out. 
This could prove the most direct route to find-
ing the woman, but it would also risk a bloody 
skirmish before the party members can iden-
tify themselves. 

Whether the party takes any of these paths 
or comes up with its own, moderators should 
eventually call for a play that could lead them 
to their quarry.

Player Stakes

•	 The party connects with a member of her 
crew in the work camp — a tubby man 
named Pik — who knows where Ilea is 
hiding. 

•	 The characters get a look at a map of the 
ruins that shows where the patrols have al-
ready looked for the fugitives. 

•	 The party finds a cave in the hills where it is 
clear people are currently living. 

•	 The boat crew convinces Pik they are allies 
and he agrees to get a message to the Ship 
Sister.

•	 A character overhears a pair of naval offi-
cers as they ready to leave on a raid to “fi-
nally apprehend that crazy pirate bitch.”

•	 The party manages a successful and blood-
less ambush of Ilea and her crew as the pi-
rates return to their hideout. 

Moderator Stakes (2)

•	 One or more party members are identified 
as intruders and are forced to flee into the 
ruins themselves. 

•	 One of the characters gives himself away, 
and the party must attempt to escape the 
naval station as it is locked down and all 
ships currently in port are grounded.

•	 The party becomes hopelessly lost among 
the ruins. 

•	 One of the characters is captured as the 
others escape, and is now a second person 
the party needs to break out. 

•	 The characters run afoul of some active de-
fenses out in the ruins, and at least one must 
make a major wound draw.

•	 The loser of a group luck 
draw is cornered in the na-
val station, and must make a 

mortal wound draw as overzealous security 
personnel attempt to gun him down.

Depending on the style of the players and 
the approach of the characters, additional 
plays may be required to resolve any of these 
new dilemmas.

Daddy’s Little Girl
It is likely that when the party eventually finds 
Ilea, she is hiding out in the ruins with a few of 
her surviving crewmembers, and Ilea either as-
sumes the characters are guards hunting them 
or other fugitives. If caught off guard by sneaky 
characters — granting the party a 1-card cache 
for the skirmish — Ilea and the six remaining 
members of her crew initially fight, then try 
to flee at their first opportunity. If given the 
chance to set up an ambush — granting the 
moderator a 1-card challenge cache against the 
party — the smugglers have the high ground, 
and they drop a slide of mud and rock on the 
party’s heads, then attack in earnest with im-
provised weapons and what Potential they 
can muster. Roleplay through the encounter, 
allowing the party to blunder into a fight if the 
players fail to anticipate such a response from 
their dangerous quarry.

Player Stakes

•	 The party avoids a fight with Ilea and her 
crew of cutthroats. 

•	 Ilea believes her father sent the characters.

•	 The Ship Sister is motivated to help the 
party.

•	 Ilea actually trusts the characters. 

Moderator Stakes (1)

•	 The party must fight the smugglers. 

•	 The party must all take minor wound draws 
as they fight defensively, trying not to hurt 
Ilea or damage her potential goodwill. 

•	 The smugglers successfully flee and hide in 
the surrounding hills. 

•	 Ilea is killed in the fighting. 

If a clever character tries to make the par-
ty’s intention clear at the start of the encoun-
ter — shouting something like “we were sent 
by the Metal Man” or similar, Ilea calls off her 
crew but remains wary. She suspiciously asks 
questions; if the party still possesses the letter 
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from her father, she cautiously cooperates 
with them. If they don’t, she is doubtful, and 
waits for the characters to prove themselves.

Ilea wants to know why her father sent 
strangers (or Knights if the characters have re-
vealed that fact), how they got to the skyland 
and what plan they have for escape. If they re-
veal they came aboard the Harsh Mistress, she 
is excited and wants to leave immediately, and 
the party has to remind Ilea of her obligation, 
by proxy, to help them. 

Fortunately, Ilea and her crew have become 
very knowledgeable about the Cascade site, 
and can tell the crew just about anything they 
want to know about the camp, the guards, 
the excavation procedures and many of the 
actual digs. If the party asks about the Helm 
of the Navigator, she has no idea what they 
are talking about; however, if they describe 
the strange collection of conduit and Poten-
tial leads that marked the location of the Mask 
they possess, Ilea believes she knows where 

something like that can be found. Unfortunate-
ly, it is in the heart of the current, active exca-
vations and so the party will have to infiltrate 
the site and activate the helm right under the 
workers’ noses.  

Ilea and her crew also know who’s who in 
the camp, and they have an understanding of 
how the place works. They also know the ba-
sic layout of the naval station, having been held 
there for several clocks after their capture. 
Therefore, if the characters make allies of the 
smugglers, moderators should award them a 
2-card story cache that can be used when infil-
trating the camp or the station. 

The party has to decide if they are going 
to leave the smugglers to their own devices, 
bring them along on the hunt for the Helm or 
arrange for their extraction to the Mistress. 
Should they choose to send the crew aboard, 
they’ll also have to figure out how to assure 
that the pirate ship does not simply abandon 
them.

PART 5: EYE OF THE 
NAVIGATOR

If the Knights found Ilea and have a work-
ing relationship with her, she and her crew 
can give them a good idea where to start 

their search for the Helm. If they abandoned 
the Ship Sister, the party must narrow down 
the search area on their own, as the Cascade 
Ruins are simply too vast and well-patrolled 
for a clandestine grid search to be an option. 
As with the search for Ilea, the moderator 
should encourage her players to come up 
with a viable plan of their own. The characters 
could attempt to infiltrate the naval station 
and find logs, maps or other documents that 
might pinpoint the kinds of ruins and artifacts 
they are looking for. They could break into a 
warehouse, review manifests and locate the 
points of origin for specific items of salvage. 
They could infiltrate the foreman’s office at 
the dig site and check records or current ex-
cavation plans, or they could even abduct the 
foreman or one of his assistants and coerce the 
information from their captive. Alternatively, a 
party member may have a particularly useful 
Potential power that could lead them more or 
less directly to the Helm of the Navigator. 

Any plays to track down such clues are left 
to the participants to negotiate. See the “Cas-
cade Encounters” section on page 70 for spe-
cific events or inspiration.  

The Conduit  
Convergence Sector
The most likely place for the party to begin 
searching is a place the survey crews have 
identified as the “Conduit Convergence Sec-
tor.” The characters could find mention of it 
in one of the foreman’s files, on an excavator’s 
map, in a warehouse manifest or they could 
even overhear a couple of technicians talking 
about preliminary work on the site. As soon as 
the party realizes the records or maps show 
an array of arcanoelectrical leads converging 
on a small central chamber deep in the ruins, 
they recognize that the layout is similar to the 
structure in which they helped Captain Truk 
recover their Mask of the Navigator.

As it turns out, the Conduit 
Sector is adjacent to the cur-
rent excavation and is next 
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on the foreman’s schedule. In fact, prelimi-
nary work has already begun and water diver-
sion and vegetation removal is underway. As 
a result, the party have to infiltrate past the 
round-the-clock work crews and sentries and 
try to recover the Helm of the Navigator from 
right under their feet.

Once the party is actively searching the ru-
ins, if the moderator does not think the play-
ers have yet had a difficult enough time, she 
should have them encounter a series of active 
defenses, from the arc lenses and guardian ca-
bles described in chapter 2, to ancient sentry 
cogs still actively guarding the buried spaces.

Play through FB17 — Runaway Robot, 
page 148.

Player Stakes

•	 The party gains control of an ancient sentry 
cog, and can use it to defend themselves with 
a 3-card story cache for fighting encounters.

•	 The party gains control of two sentry cogs, 
one of which is armed with a powerful arc 
thrower.

Moderator Stakes (3)

•	 Half of the party — as determined by luck 
draws — must make major wound draws 
as the cog drives them away from the Helm 
and deeper into the flooded ruin.

•	 The party becomes hopelessly lost in the 
deepest parts of the ruins and must make 
a play against crippling fatigue and hunger 
represented by a -2-card Play hand penal-
ties before eventually finding their way out. 
(Please see Hand Size Penalties in the core 
book, page 191)

Timely Complications
At a dramatic moment, moderators should 
make it clear to the players that the boat crew 
is likely being followed, and has to hurry if it 
wants to activate the Helm before the opposi-
tion arrives. The pursuit may consist of camp 
guards or naval soldiers, gang members, more 
sentry cogs, Agent 6 or — better yet — some 
combination of these foes. 

Their imminent arrival should 
force the players to act quick-

ly, without asking too many 
questions, and should coerce 

Sentry Cogs
A rare, but infamous form of Mas-
ters’ defense, these ancient machines 
are simultaneously dreaded for their 
lethality and prized for their value as 
salvage. Of various sizes and designs, 
most sentry cogs are found inert, 
damaged and usually in pieces. Oc-
casionally, however, examples of the 
miraculous technology have survived 
the DownFall and remain powered up 
and active for the long cycles since. 

Usually about twice the size of an 
average Kin, most sentry cogs are 
powered by compact dynamos with 
high capacity, internal spark bottles. 
Most have six to ten appendages, 
used both for locomotion and for 
combat. They have sophisticated, 
integrated circuit boxes — the most 
valuable component when salvaged 
— and are equipped with formida-
ble melee weapons and arc-casting 
firearms. 

A rare few sentry cogs have been 
found that have harnesses or even 
cockpits that allow for riders or pi-
lots. Some are armored, but most rely 
on swiftness and heavy firepower for 
defense. Accordingly, Guild anti-cog 
training emphasizes speed and pre-
cision attacks. Over the cycles, the 
Guild has recovered 13 sentry cogs 
intact, successfully reactivating and 
rewiring them to follow Kin orders. 
Of these, only six survive and remain 
active in the Guild Fleet. 

the characters to take risks as they try to acti-
vate the Helm. The encounter should also cre-
ate a dramatic, exciting chapter climax as some 
characters fight a bloody holding action in the 
corridors outside the Helm chamber while the 
rest work furiously to activate the Eye. 

Right in the Eye
Once in the cramped chamber housing the 
Helm, the characters realize the device has no 
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power and that someone with technical skills 
needs to provide arc from an alternate source 
like a spark bottle, a defeated sentry cog or 
maybe even an Arc adept. The party also real-
izes that Truk was not entirely clear on what 
they were supposed to do with the Eye, Mask 
and Helm once the three were finally brought 
together — either because he was uncertain 
himself about exactly how the relics worked 
together, or because he didn’t want to frighten 
the characters or maybe some of both.

The moderator should describe the Mask, 
Eye and Helm in detail, allowing the players 
to use the obvious cues to assemble the com-
ponents — the Eye goes into the open sock-
et-like hole in the Mask, snapping into the ex-
posed leads; the connectors on the rim of the 
Mask slot onto the conduits connected to the 
Helm. Once this happens, anyone holding the 
Mask notices the Eye lights up with a dull-blue, 
internal glow, as the Mask begins to hum and 
quickly warms to the touch. 

At this point, the only obvious things left to 
do are to put on the Mask and toggle what ap-
pears to be a large activation switch mounted 
on the cowling of the Helm. The characters 
may do either of these things separately, but 
unless someone is wearing the Mask when 
the switch is closed, nothing happens. When 
describing this circumstance, moderators 
should play up the uncertainty and build some 
suspense. It should be clear that something 
dramatic is going to happen to anyone who 
volunteers to wear the Mask and activate the 
switch.

As the characters struggle to defend them-
selves while scrambling to activate the Eye, call 
for a play.

Player Stakes

•	 The characters hold off their attackers until 
they can manage to activate the Eye. 

•	 The characters manage to find their 
way back to the surface with-
out running afoul of any 
more ancient defenses. 
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•	 The members of the boat crew become sep-
arated, and emerge from the ruins in differ-
ent locations, separated by several miles. 

•	 The party runs afoul of another sentry cog 
as they try to escape, and must make a play 
to avoid or fight it.

•	 Powering up the Helm somehow reactivated 
much of the Convergence Sector. When the 
characters emerge, the work camp is in cha-
os as newly deployed active defenses are at-
tacking everyone and everything across the 
dig site. One or more plays must be made 
to escape.

The Helm is a complex device integrated 
into what was once a massive vessel and is 
now the ruins holding together the Cascade 
skylands. Among its many functions, it pro-
vided an interface between a ship’s navigator 
and the Eye of the Navigator artifact, allowing 
the pilot to determine the bearing to any des-
tination in the Mask’s archive. In its damaged 
state, this particular system long ago defaulted 
to its emergency mode. When the characters 
power up the Helm and close the activation 
switch, the system initiates a survival protocol; 
instead of simply interfacing the Eye with the 
volunteer, it implants the relic directly into the 
character’s eye socket, violently and traumati-
cally replacing the character’s actual eye, com-
mandeering her optic nerve and various parts 
of her brain.

This almost instantaneous, brute force sur-
gery is accompanied by a bright flash of light 
and a hot shower of sparks as the Helm shorts 
its jury-rigged power supply and burns out. 
The character screams, takes a major wound 
draw and is left drained and only semicon-
scious. Her left eye has been replaced with the 
arcanoelectrical marble — a lidless, blue ball 
about twice the size of her original organ. The 
socket is initially very painful and weeps blood 
and aqueous fluid for the first few clocks after 
implantation. 

As soon as the character receives basic 
medical care, she starts to come around and 
realizes that she has gained a new sort of visual 
sense. Though she can apparently see normal-
ly through the implanted Eye, when she closes 
her biological eye she can also see thousands 
of tiny, blue lights scattered across her field of 

The Helm of the 
Navigator

Counter to the intentional misrep-
resentation to the players, the word 
“helm” does not refer to a helmet, 
but instead to the steering mecha-
nism of a ship. The helm is a bundle 
of countless conduits and leads that 
run from throughout the ship into 
the cramped chamber. They are sus-
pended in a burnished metal cowling 
with lots of access panels. The bundle 
terminates in a harness-like appara-
tus to which is attached a gimbaled 
bracket clearly intended to hold the 
Mask of the Navigator. Players like-
ly recognize the device from their 
explorations of Rubble Field #43 in 
chapter 1. 

Such helms were essential, central-
ized command centers in most Mas-
ters’ constructs. From such stations, 
technicians could direct essential 
functions, monitor systems, manage 
communications and run navigation. 
Most facilities and vessels had sever-
al such command cradles, but given 
their fragility, most did not survive 
the DownFall.

•	 The party is able to salvage essential compo-
nents from the Helm that prove extremely 
valuable, and may even allow arcanotechni-
cians to activate any other Eyes the Guild 
may find.

•	 The party is able to trick one opponent into 
attacking the other, and slip away unnoticed 
as their foes fight.

Moderator Stakes (2)

•	 The characters are overrun just as they ac-
tivate the Eye, and everyone must make mi-
nor wound draws. 

•	 Characters who lose a group luck 
draw must make major wound 

draws instead of minor.
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Eye of the Navigator
Narratively, all the user needs to do is think of a specific Masters’ location, and a bright 
thread of blue light forms in her visual perception, coursing off into the distance in the 
direction of wherever she is seeking. The course thread pans with the movement of her 
head, and appears to pass through objects and landmasses.

Mechanically, should being able to simply follow the course be insufficient for the 
user’s needs, the Eye also provides a limitless innate cache for any plays involving naviga-
tion to destinations that feature identifiable Masters’ caches or major artifacts.

•	 When the characters realize the potential in the Eye, they’ll likely be full of questions 
and ambitions, so moderators need to know the following: 

•	 The Eye provides courses only to significant Masters’ sites, and only those that the 
user can properly name or for which she can visualize sufficient distinguishing details 
to trigger the Eye, with “sufficient” being at the discretion of the moderator. 

•	 The artifact can’t lead the user to a Masters’ object unless that object can also reason-
ably be considered a noteworthy location, as determined by the moderator. 

•	 If more than one cache can be described with the same name or details, the Eye 
targets the closest location. 

•	 The Eye appears to have no range limit and gives no indication of distance, but with 
practice and triangulation from sufficiently removed points, the user can gain a rela-
tive sense of range — close or distant.

•	 No one but the user can see the course thread — it exists only in her visual perception. 

•	 Activating the Eye instantly costs the user of all her current Potential energy in a 
draining outflow that leaves the character momentarily disoriented and weakened. 
Accordingly, her player must discard all her Potential cards each time she triggers the 
relic. The course thread remains visible until a new one is selected or the character 
dismisses it. The user recovers her spent Potential at the normal rate, regardless of 
how long she maintains a given thread.

•	 When known destinations have sizable Masters’ caches — like Highstone or Sky — 
the Eye eliminates the need to use traditional navigation, reducing travel times up 
to 50 percent depending upon the actual difference between the direct and original 
waypoint-guided routes. This fact alone makes the Eye an exceptionally valuable relic. 

view, which all move in parallax as she tilts or 
turns her head. 

Though it takes some guidance from Cap-
tain Truk once the party returns to Highstone, 
the character eventually learns that these dots 
represent the countless Masters’ sites scat-
tered across the skies; with a little practice, 
she can use them to navigate to any of these 
locations. The character also soon realizes 
that she can’t blink the oversized, artificial eye 
and must use a bandanna or eye patch when 
sleeping.

With her large, distended left eye, the af-
flicted character is now somewhat monstrous 
in appearance; any attributes that describe the 
character’s appearance should be edited or 
interpreted accordingly. For example, “Pretty 
Girl” might become “Pretty Badass Girl” or 
“With A Face Like This” might no longer be 
used as a persuasive, seductive ability but now 
as an intimidating, coercive attribute. 

How the character responds to her new 
condition and abilities is left to 
roleplaying, but the modera-
tor should emphasize what-
ever the player seems most 
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focused on. Is it the strange new powers or the 
intense pain? Whatever the character is mum-
bling in her dazed state, the rest of the party 

likely have to drag her out of the ruins with the 
added burden of having to protect her against 
the cache’s defenses as they do so. 

PART 6: UP THE SPOUT

Whether they sneak back to the 
surface without drawing atten-
tion or lead a patrol of attacking 

guards into an open battle with ancient arca-
noelectrical defenses, the boat crew must es-
cape the skyland. If they have been stealthy, 
the party should have time to use their original 
extraction plan or to come up with a new one 
based on the current circumstances. If they are 
instead skirmishing their way across the dig 
site, their options are limited. They can some-
how signal the Harsh Mistress to come in for a 
hot pick up, or they can hijack a Cloud naval 

launch or even a ship and make a run 
for it. If the characters steal a 

ship, they are quickly pursued 
by a number of naval patrol 

boats and have to survive a pitched air battle 
against overwhelming odds. 

If the party finds themselves fleeing the Prin-
cipality fleet in either the Mistress or a stolen 
vessel, an obvious tactic is to evade them in 
the fog banks and arc storms that surround the 
Torrent. Its raging, unpredictable winds, thick 
mists, constant lightning and wild elemental 
energies make it the perfect place to lose pur-
suit — assuming one is crazy enough to enter 
its dangerous environs.

As the characters make their escape from 
the Cascade Ruins, the Torrent looms omi-
nously over the scene. The moderator should 
contrive to have the boat crew pursued by a 
number of fast Cloud naval patrol boats; given 
their small numbers, and possible unfamiliarity 
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The Torrent
This massive, eternal, arc-wreathed funnel cloud is the source of the everlasting mist 
that gives the Principality its name; it is a constant, ominous, rumbling backdrop to the 
Cascade Cache. Guild meteorologists and elementalists argue over the nature of the 
Torrent, as if whoever is right has purview over the phenomena. In truth, the result is 
an ancient combination of both elemental power and the subsequent weather effects, 
the origin of which was part of the DownFall.

As described in the Upwind corebook, the Torrent is a writhing waterspout of im-
probably massive proportions that extends from an unknown origin deep in the Dark 
to a dispersed, evaporating cloud in the lower Arids. It slowly undulates as it drifts along 
with the skylands, spawning high winds, raging lightning storms, drenching downpours 
and crushing hail all along its length.

There are many old sailors’ superstitions about the Torrent; stories that those who 
have experienced it close up find hard to dismiss. Many claim it’s home to elementals of 
all sorts — especially Rain — and they believe the water from its constant rains curses 
any ship it touches. There are some who claim to hear the voices of the damned in its 
deep, foreboding growl, and are convinced that anyone lost within its twisting, foggy 
confines is doomed to haunt its mists forever after. 

If characters ever approach within a league of the Torrent, they will experience the 
following environmental conditions. If they approach within two miles, the values for 
each condition are doubled and if they approach within a mile they are tripled: 

•	 +1 or -1 card to Potential hands due to the powerful ebb and flow of elemental ener-
gies. Each player determines whether he gains or loses with a luck draw against the 
moderator.

•	 -1 card penalties to Play hands due to the foggy reduction in visibility, the violent 
pitching of the wind and the constant growling rumble. 

•	 The ship earns a 1-card challenge cache as it is damaged by the violent weather 
conditions.

with whatever vessel they may have stolen, it 
should be made clear the characters can’t sim-
ply outrun pursuit. They must therefore come 
up with a clever evasion tactic, giving the mod-
erator the chance to suggest the Torrent, with 
the intent of setting up a dramatic climax to 
the chapter. 

As the characters flee their pursuers, de-
scribe the intimidating scale of the Torrent: 
the howling winds, the constant lightning and 
the deep, booming growl of the churning mass. 
Make the characters question the wisdom of 
approaching the phenomena and raise the ten-
sion with evocative imagery. Describe the pro-
gression of the environmental factors above 
and ask the players how close their characters 
want to get. 

Tell them that any play to evade pursuit has 
a challenge level proportional to the range — 
meaning that the closer they get, the easier 
ditching their pursuers will be. Within three 
miles, ditching the gunboats is a 3-card chal-
lenge level, within two miles it’s a 2-card chal-
lenge and within one it’s a 1-card play. Explain 
to the players that the reduction in hand size is 
due to the chaotic conditions, which will likely 
mitigate some of the advantage of the lower 
challenge level; as the closer they get to the 
Torrent, the more it becomes about combat-
ing nature rather than the navy vessels. 

Elemental Rain
If you wish to generate addi-
tional drama as the boat crew 
approaches the Torrent, 

Up the Spout



84

describe the manifestation of a massive Rain el-
emental, as described in the Upwind corebook, 
but larger and more aggressive than anything 
in the characters’ experiences. It forms out of 
the raging spout and deliberately attacks the 
oncoming vessels. Using skilled piloting, clever 
tactics, or even strong Potential, characters 
could take advantage of the attack by perhaps 
directing it at their pursuers. 

Player Stakes

•	 The boat crew evades their pursuers, but 
has to make minor wound draws in addi-
tion to the damage done to the ship by the 
storm.

•	 The characters manage to lead the elemen-
tal into attacking the Cloud naval vessels and 
are able to slip away in the chaos.

•	 A Rain adept among the crew gains con-
trol of the elemental, and uses it to shield 
their ship from attack. Their growing legend 
gains them another sobriquet: “The Rain 
Shepherds.”

•	 The boat crew escapes unscathed with their 
stolen ship, which turns out to be equipped 
well enough to make the journey back to ei-
ther Hole or Highstone.

•	 If she is with them, Ilea is so impressed by 
the crew that they gain a staunch — though 
criminal — ally, despite what the crew of the 
Harsh Mistress, or her father, may feel about 
them.

Moderator Stakes (3)

•	 The characters’ ship founders in the storm 
and is forced to land on the uppermost sky-
land, but they manage to abandon ship be-
fore their pursuers or the elemental arrive.

•	 The party crash-lands in the massive edgefall 
that douses the skyland. Everyone suffers a 
2-card Play hand penalty while within the 
cascade, as they can barely stand under the 
deluge.

•	 Everyone takes a minor wound draw, with 
the loser of a group luck draw taking a major 
would draw instead.

•	 Several naval vessels land on the island and 
continue their pursuit of the characters. 

•	 The Rain elemental manifests on the skyland 
and stalks everyone on it — fugitives and na-
val soldiers alike.

Hole or Highstone
Once they have evaded the Cloud authorities, 
the party can attempt to make its own way 
home, or they can rendezvous with the Harsh 
Mistress if the vessel was not already part of 
the escape. They can deliver Ilea to her father, 
or, if they opted to abandon the smuggler to 
her fate, they can betray their deal and hope 
the choice does not come back to haunt their 
futures. The decision is entirely up the players, 
but the moderator should help them under-
stand the potential consequences of what they 
choose to do.

If the boat crew has the means to sail di-
rectly home, they have to deal with any of the 
smugglers who might still be with them. If they 
meet up with the Mistress, they could transfer 
Ilea and crew and be on their way. If they are 
in a small or badly damaged boat, they could 
return to the Mistress and catch a ride back 
to Hole. If they did not recover Ilea, or she 
has been lost in the fighting, they should re-
alize returning to the Mistress — let alone to 
Hole — without her could have very negative 
ramifications.

The options depend on the decisions of 
the players, and so the choice of where to go 
should be theirs as well. Groups are encour-
aged to roleplay out as much of the return 
voyage as they wish, including any scenes of 
gratitude or vengeful anger involving the Metal 
Man. The moderator is also encouraged — if 
she thinks her players have not already had it 
hard enough — to insert any of the Aerial En-
counters entries into the return trip for a little 
added excitement (see Aerial Encounters on 
page 150). 

However long it takes to return to the High-
stone, and whatever happens along the way, 
the next chapter begins with the boat crew’s 
arrival at the Academy and the tragic event 
that shortly follows. 
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CHAPTER 4: 
THE EMBASSY

Synopsis

The chapter opens with the characters’ 
return to the Academy, presumably 
with one of them bearing the Eye of 

the Navigator. They find Captain Truk ecstat-
ic at their success, however, he is living in his 
workshop, his health failing and is more con-
fused and paranoid than they have ever known 
him. Shortly after their return, Truk is found 
dead, and his man Orum offers evidence that 
Truk was murdered. Compelled to investigate 
— or perhaps avenge — the death of their 
mentor, the party searches Highstone for the 
killer. After several false leads and a kidnapping 
attempt, the characters confront the assassins 
deep in the Warrens, potentially learning es-
sential information about their opposition.

With no further directives, the boat crew 
is detached from Truk’s apparently suspended 
mission, and reassigned by direct orders from 
Captain Doe to Point Defiance as part of the 
general mobilization being orchestrated by the 
Guild. The characters subsequently experi-
ence a montage of military operations in the 
Twilight Frontier, gaining vital experience and 
intelligence regarding the potential Incursion. 

Satisfied the boat crew is both loyal and 
able, Doe brings them into the Embassy, ask-
ing them to commit treason to save the King-
doms. The characters subsequently have a fi-
nal confrontation with the Cabal agents when 
the operatives again attempt to kidnap the 
bearer of the Eye to obtain the priceless relic.

The characters depart on a mission into 
the Dark to deliver a treasonous message to a 
dead drop that Doe shares with a co-conspir-
ator among the Children — Leader of Killers. 
Surprisingly, they find Leader waiting for them, 
bearing urgent news that the Child military is 
preparing their own mission to recover the 
Grand Amplifier. She believes the Embassy 
must act immediately if it has a chance to beat 
them to the prize. As they debate, Leader’s 
ship comes under attack by a Guild patrol, 
and she is taken prisoner. The characters are 
forced by the logic of their situation to free 
her from their own comrades, compounding 
their treasonous actions.

The chapter closes with the pending Child 
mission, forcing the characters to make a hard 
decision — return to Point Defiance for or-
ders or follow Leader into the deepest Dark. 

PART 1: A DEATH  
IN THE FAMILY

The Toll on Truk

The chapter opens with the party re-
turning to Highstone and reporting to 
Captain Truk. Though they have likely 

been away no more than four turns or so, the 
party finds Truk sadly changed. Time appears 
to have caught up to him with a vengeance, and 

both his physical and mental states have dete-
riorated. Truk is an old man who has pushed 
his broken body and exceptional 
mind well beyond reasonable 
limits, and they are both 
failing. He needs extended 
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rest and freedom from stress, as his concern 
over the Third Incursion, the Embassy and 
the Grand Amplifier has taken a heavy toll. 
His abiding concern for the realms has turned 
from motivation to paranoia, and he is losing 
his hold on reality.

Though his ravaged body has been slowly 
failing over the past few cycles, when the party 
reports to his workshop, they find Truk look-
ing frailer than they have ever seen him. De-
spite the manic energy in his eyes, he is slower 
moving, unstable on his feet and his arcano-
electrical body parts seem to weigh him down 
rather than help him. Mentally, Truk appears 
even more confused. Though he is energized 
and excited to see the boat crew, he confuses 
their names as he welcomes them home. His 
words vary in coherency, and he occasional-
ly trails off as he speaks, as if forgetting what 
he was saying or losing himself in thought. He 
mutters almost constantly between speak-
ing to them, as if his mouth involuntarily says 
aloud whatever he is thinking. Sample phrases 
include: 

“Can’t tell the secret…”

“Embassy must know…must tell...shhh...”

“They’re watching…” 

“Now. There’s no time. There’s no choice…”

“Must be the Amplif ier…”

“Ask the Captain…he will know”

“The Embassy is lost...”

Perhaps most disturbingly, Truk’s head oc-
casionally turns sharply over his right shoul-
der, like he sees or hears something behind 
him, but when he turns to look he only seems 
confused. 

Truk’s man Orum, as always, is in loyal at-
tendance; however, he is looking uncharacter-
istically worn. Though he would never speak 
out of turn, if any of the characters take him 
aside, he confesses his worry over Captain 
Truk’s state, and warns that “his current con-
cerns are taking a terrible toll.”

Truk is still Truk, however, which means he 
is still clever, and as he warms to his interroga-

tion of the characters about their mission 
to the Cascade Cache, he seems 

— for a while anyway — to be-
come the focused, warm and 

clearheaded mentor they have always known. 
When he realizes they have — presumably — 
returned with a functioning Eye he is overjoyed 
at their success and deeply, obviously relieved 
at finally recovering a working version. He 
grills them all, but focuses most of his ques-
tions on whomever ended up in “possession” 
of the Eye. He asks countless questions about 
how it appears to function, and what the char-
acter sees or perceives. He begins a series of 
improvised experiments then and there, test-
ing its abilities and taking copious notes in his 
ever-present notebook. Truk only reluctant-
ly ceases if the characters claim fatigue, or if 
Orum finally trundles him off to bed.

Verification
Another clock or two of experiments, during 
which Truk all but ignores anyone other than 
the character bearing the Eye, should leave 
the boat crew believing two things: one, the 
Eye is an extremely valuable navigational tool; 
and two, it is the obsession of an otherwise 
poignantly confused old friend. However, on 
the third clock after their initial homecoming 
and report, Truk suddenly and simply declares, 
“I am convinced,” and dismisses the party to 
“await further orders.” If the characters press 
him with questions, he puts them off with a 
combination of distracted confusion and 
promises, saying “I will explain everything as 
soon as my dispatches are answered.” Truk 
then buries himself in his notes and can’t be 
coerced to say anything more about the Eye, 
beyond a distracted mutter about “we must 
keep it secret.”

Shadowed
At this point, the moderator should encourage 
the characters to pursue their own business in 
Highstone. It is the largest and most cosmo-
politan city in the Kingdoms in the Light; the 
party members have spent most of their young 
lives here, essentially growing up at the Acade-
my. As a result, they undoubtedly have friends, 
maybe family or contacts and certainly favorite 
places with which to reconnect. Let them at-
tend to their personal lives, projects, research 
or other plans and maybe roleplay a few en-
counters with old friends, other members of 
the boat crew, professors, rivals or old lovers.
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As the characters go about their lives, imply 
to the player who has the Eye that she has a 
feeling that she is being followed, reinforced by 
more than a few passing glances from strang-
ers. If the character reacts strongly and de-
cides to confront any of these people, they are 
surprised, embarrassed or intimidated as they 
point to her Knights’ blade and say something 
apologetic about “curiosity” or “gratitude.” 
One might even ask if her son can “touch it.”

If the character is more suspicious, or the 
moderator wants to make sure the party 
knows something is up, make a play for the 
character to confront or follow their suspect-
ed shadow. 

Player Stakes

•	 The character confirms they were being fol-
lowed, but loses the tail in a crowd or back 
street. 

•	 The character is certain the tail was not 
alone, and despite an effort to look other-
wise, the tail was armed and dangerous. 

Moderator Stakes (2)

•	 The character believes she is still getting 
used to the strange visual effects of the Eye, 
and must be seeing things.

•	 Despite any unsuccessful efforts to sort it 
out, the feeling of being watched occurs ev-
ery time she goes out in public.

Though the moderator might not want the 
characters to know this yet, there is more 
than paranoia at work here. Agents of the 
Cabal have been watching Truk, and upon the 
characters’ return, have taken a keen interest 
in them and the strange artifact they appear 
to have brought back to the old navigator. As 
a result, not only are they watching Truk, but 
they have begun to surveil the boat crew mem-
bers as well.

Suspicious Circumstances
A few clocks after their last meeting with Truk, 
one of the party members is on 
campus when he is offered con-
dolences by an acquaintance 

A Death in the Family
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for the news that his onetime mentor, Captain 
Truk, has passed away. Obviously, this is news 
to the party, and they learn that an official 
obituary has been posted through Academy 
channels. 

After an exemplary life of service to the Guild, 
Captain Phineas Able Truk has passed away. A not-
ed explorer, skilled navigator and beloved professor, 
Captain Truk will be offered to the sky with full hon-
ors at Memorial Point at fore three on clock 378. 

Cursory investigation confirms that Truk re-
portedly died in his sleep, and was discovered 
by his man Orum. 

Assuming the party attends the funeral, the 
characters may be surprised at the number of 
mourners who attend on the strangely foggy 
and cool clock. Hundreds of people — stu-
dents, professors, fellow Knights, liegemen and 
many civilians — crowd the honored grounds 
at Memorial Point. A number of dignitaries 
speak and High Captain Fey himself offers a 
moving and surprisingly personal eulogy. The 
characters should be left with the realization 
that Truk impacted many lives beyond theirs, 
and that he was much respected. The ceremo-
ny ends — as do all Knights’ funerals — with 
Truk’s ashes being released into the wind and 
the traditional mass recitation of the Explor-
er Knights’ Vow, lead in this case by the High 
Captain.

Play through FB10 — Well of Heroes, page 
144.

When the ceremony is over and the mourn-
ers begin to disperse, the winner of a group 
luck draw notices Truk’s batman, Orum, 
standing close at hand, head down, seeming-
ly lost in memories. Under his breath Orum 
whispers: “Do not react. We are watched. He 
was murdered. Come to his home at low one.” 
Without another word, Orum walks away into 
the crowd.

Meeting Orum
Assuming the characters take Orum at his 
word, and meet him at the appointed time, 
they find the old man anxious and distraught 
— emotions they have never seen on the loyal 

servant’s face before. He begins by 
asking if they were followed and 

if they told anyone else where 
they were going; clearly, he 

believes someone has been watching Truk and 
anyone associating with him. 

Orum tells the boat crew that, after Truk 
spent a particularly late still working in the 
shop, he returned to wake the Captain and 
found him dead and cold to the touch. At 
first, Orum had assumed the old man had died 
peacefully in his sleep, as did the Guild healer 
who was called in. It was only after the body 
had been removed that Orum realized Truk’s 
ever-present notebook was missing and he be-
came suspicious. 

The characters recall Truk’s proclivity for 
note-taking and the fact that, for as long as 
they had known him, he always had a small 
leather notebook in his hands, pocket or on 
the desk nearby. In fact, the copious notes he 
recently took while studying the Eye and its 
bearer were made in that very book. Orum 
confirms that for as long has he had known 
Truk, the professor would jot final thoughts in 
the book before going to sleep, and then set it 
at his bedside in case inspiration struck in the 
middle of the still. The fact that is was missing 
— yet his favorite pen was present — may not 
be significant to anyone unfamiliar with Truk’s 
habits, but it is convincing to Orum and should 
be to his protégés as well. 

The cause of death was attributed to age and 
the inevitable complications associated with 
major prosthetics; the Guild authorities were 
satisfied with the determination. Not knowing 
who might be responsible — and therefore 
trusting no one — Orum decided to confide 
in the boat crew because of Truk’s faith in, and 
recent reliance on, them.

Murderers
Orum’s instincts are not wrong; the facts of 
Truk’s death are indeed sinister. Agents of the 
Cabal, after watching him for some time, de-
cided the return of Truk’s minions was a crit-
ical event and they decided to gather direct 
intelligence. A pair of operatives infiltrated the 
campus and his workshop in the early still, and 
surprised the old man. Neutralizing his Poten-
tial with their own, the frail professor was no 
match for the skilled agents physically. Their 
questioning yielded nothing from the stubborn 
Knight, so rather than have their infiltration 
discovered, they stopped Truk’s ailing heart 
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with an electrical shock, posed him in bed, 
searched the workshop and took his note-
book. The operatives have since dispatched a 

report to their superiors, and are hiding out in 
the Warrens of the skyland’s downside as they 
await further orders. 

PART 2: TRACKING A KILLER

With this revelation, the characters 
have a choice to make. They can 
investigate Truk’s death — either 

to assuage Orum’s concern or their own — or 
they can try to reassure the old servant that 
he is overwrought, mourn their mentor and 
move on. If they choose to investigate, they 
are doing so outside the auspices of the Guild 
as it has ruled Truk died of natural causes. If 
they choose not to investigate, their new as-
signments come soon enough, and moderators 
should skip to the New Orders section below. 

Leads
If the characters decide to investigate, there 
are a number of leads they can pursue, and the 
moderator should give her players some time 
to tease these out on their own. If they strug-
gle, offer hints or perhaps suggest a play, the 
outcomes of which could identify a lead or two. 

Witnesses

The murder occurred on the grounds of 
the Explorer Knights’ Academy, and though 
hardly the most secure Guild facility, there are 
over two thousand Kin who work and live on 
the campus, any one of whom may have seen 
something suspicious. If the characters are 
persistent or clever enough in pursuing this 
line, reward them with an account by a cou-
ple of novices — who themselves were out 
of the barracks after curfew. The novices saw 
two figures climbing out of the low basement 
windows of Truk’s workshop. If the characters 
check, the timing corresponds to two foreign 
scholars checking in and then out of the Acad-
emy at the leeward gate. Asking around the 
neighborhood outside that gate, the charac-
ters learn that two strangers were seen enter-
ing the Warrens through one of the countless 
accesses scattered around the city. 

Tailing a Tail

The characters may already have a sense 
they are being followed, and they might turn 
the table on any such tail by capturing and 

interrogating one of them. The better the 
crew’s planning and trickery in their ambush, 
the lower the challenge level of any associated 
play should be. Assuming they are successful, 
the characters learn that their captive is a lo-
cal Highstone gang member whose crew was 
hired by some “scary people” to keep an eye 
on the characters and report their activities. 
This revelation allows the young Knights to set 
up a secondary ambush of the gang’s employ-
er by tailing the gang members. The killers are 
using a dead drop in the upper levels of the 
Warren, and staking out a site in the ancient 
tunnels is relatively easy.

Potential

It is possible that one of the characters has a 
Potential ability that is uniquely useful in track-
ing down lost, hidden or fugitive targets, and 
utilizing such Potential narratively or using it 
in a play could easily lead the characters to the 
agents’ bolt-hole in the Warren.

Kidnapped

The Cabal agents are looking for the op-
portunity to abduct the bearer of the Eye, so 
they can deliver the functioning relic to their 
employers. If the character is ever vulnerable 
during this period in the story — such as mov-
ing about the city alone, or staying in non-Guild 
accommodations by herself — the agents will 
attempt to subdue her and steal her away from 
Highstone. They will use hired thugs, Poten-
tial and any relics they have in a blitz attack, 
as they know taking on even a single Knight is 
dangerous.

Player Stakes

•	 The Knight is captured, but the fracas leaves 
a trail of evidence and witnesses that leads 
to the Warren.

•	 The character fends off her attackers, but 
loses them in the aftermath of the 
fight. 
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•	 The character is able to track the agents to 
the Warren. 

•	 The Knight is able to capture one of the 
thugs and learns exactly where his accom-
plices are holed up. 

Moderator Stakes (3)

•	 The Knight is badly wounded — taking a ma-
jor wound draw — but gets away. 

•	 The Knight dispatches several of the thugs, 
yet is ultimately subdued and dragged off to 
the agent’s hideout in Warren. 

•	 The character is so severely hurt or so ex-
pertly restrained that she can’t even attempt 
an escape. She is therefore wholly reliant on 
her comrades for rescue. 

•	 The Knight gains a traumatic mistrust in oth-
ers that manifests as a 1-card innate chal-
lenge cache; it can be used by the modera-
tor in any circumstances where the Knight’s 
suspicion could complicate otherwise trust-

worthy circumstances. 

Killer Confrontation
Depending upon the characters’ goals — in-
formation, justice, revenge — their plans will 
vary. Ultimately, however, they will likely want 
to capture, interrogate or even kill the Cabal 
agents. They may even need to rescue a miss-
ing comrade if the kidnapping was successful.

The agents, in specific ways, are as compe-
tent as the young Knights, and as such are as 
tough a challenge as the characters may have 
yet faced. They are skilled, organized, vigi-
lant and they outnumber the party two to 
one. They have taken refuge in a vast, empty 
Warren chamber with several escape routes 
— including a large, long vertical shaft that 
connects to several other levels of the subter-
ranean complex. There is a narrower, adjacent 
hall that is exposed to the sky under the island, 
and they have hidden a pair of small, fast skiffs 
here in case they need to make a quick get-
away. They have reasonably up-to-date maps 
of the Warren, and know the immediate en-
virons well. 

The Warren
The Warren is described in the Upwind corebook (see page 24), and is an ancient feature 
of the Vale — one with a well-known folklore of its own. The Warren was excavated 
from the bedrock of the skyland long before the DownFall, and runs throughout much 
of island. Most of the tunnels, shafts and chambers that make up the staggeringly com-
plex network were mapped and salvaged long ago, and they have since been co-opted 
by Vale residents for alternative uses — warehouses, factories, docks, hideouts and 
even residential blocks. New passages are, however, occasionally discovered and re-
ports of valuable salvage hauls make the broadsheets. Accordingly, despite the dangers 
inherent in exploring these dark places — unstable tunnels, unsafe wreckage, criminal 
gangs, hungry animals and lost Masters’ machines — every child in Highstone dreams 
of discovering treasure. As a result, every cycle several children — and more than a 
few greedy adults — go missing in the endless ruins. Accordingly, it is illegal to enter 
undocumented sections of the Warren without official permits; most access points are 
gated or even sealed.

The Warren honeycombs the skyland and is exposed in thousands of places, both on 
the upper and lower surfaces of the island. The majority of the upper entrances have 
either been incorporated into the structures of the city or sealed against unauthorized 
entry. Those on the underside — due to their relative inaccessibility — are more ex-
posed and less secure. As a result, the lower spaces are often claimed — legally or 
otherwise — by those seeking extra security or secrecy. 
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The agents have a couple of technological 
advantages they use to full effect: Morley’s 
Modular Motion Monitor and the Optical Os-
cillator. Accordingly, it is all but impossible for 
the characters to surprise the agents without 
a well-planned and clever stratagem. Individ-
ually, the operatives are armed with swords, 
poison darts and heavy firearms; one agent is 
even carrying a fully charged arc thrower as 
described in the Upwind corebook (page 96). 
Three of them are skilled Potential adepts: 
Wind, Ore and Water; the Ore user in partic-
ular is formidable, especially considering they 
are hiding underground and are surrounded by 
countless tons of bedrock.

By the time characters start hunting the 
agents, the agents have likely gone to ground 
to await further orders, and will only leave 
their hideout to meet with contacts and check 
their dead drops. They have set up a defensive 
watch with each approach covered by as many 
operatives as their numbers allow. They have 
a small camp arranged in one corner of their 
commandeered space; it includes the Monitor 
and Oscillator, food and water, ammunition, 
various other equipment and their bedrolls. If 
the bearer of the Eye has been kidnapped, she 
is secured here, trussed tightly to a convenient 
fixture protruding from the surrounding walls. 

The team is professional and patient, and 
makes effective use of their artifacts. If the 

characters opt for a frontal assault, the opera-
tives will fight and try to kill the Knights, catch-
ing them in cross-fires and Potential attacks. 
Though they fight intelligently and effectively, 
the agents of the Cabal are not fanatics, so will 
not choose to die in service to their paymas-
ters if given other options. If they start to lose 
the skirmish, the team attempts to escape, but 
will surrender if cornered. If the characters try 
to negotiate before attacking, the operatives 
will play for time and try to exfiltrate via their 
skiffs or an unguarded side passage, taking 
Truk’s notebook — and any potential captive 
— with them. Ideally, the players come up with 
a brilliant plan to fool or force the team into 
surrender, so the characters can arrest and in-
terrogate them. The nature of any ruse or at-
tack plan is up to the players, but the following 
stakes could be part of any associated plays. 

Player Stakes

•	 At least one of the agents is captured alive. 

•	 All the agents are either captured or killed 
in the ambush. 

•	 The characters recover one or both of the 
agents’ relics intact.

•	 One of the agents is successfully 
interrogated. 

•	 The characters recover Truk’s notebook.

Morley’s Modular 
Motion Monitor

The Monitor is a trunk-sized device 
that can sense movement in a 200-
yard radius — even down branching 
corridors, through stone and brick 
walls and into the surrounding rock. 
It is powered by a medium-sized 
spark bottle, and is actually cobbled 
together from three unrelated devic-
es; the combined function of which 
is greater than the parts. Morley was 
considered an ingenious, if rather 
haphazard, engineer. 

The Optical 
Oscillator

The Oscillator shrouds everything 
within its 50-yard radius in a confus-
ing optical illusion that makes it ex-
ceptionally difficult to focus, causing 
individual objects — friends and foes 
alike — to look like many, blurry tar-
gets. Uniquely tuned goggles allow 
the users to see normally, but the un-
natural effects created by the device 
causes any other characters within 
its range a 1-card Play hand penalty. 
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Moderator Stakes (3)

•	 The operatives escape, and through Truk’s 
notebook, the opposition gains critical in-
formation about the Eye and the Embassy. 

•	 The characters all take minor wounds in the 
fighting. 

•	 The Monitor and Oscillator are either taken 
by the agents or destroyed in the battle. 

•	 One of the characters takes a mortal wound.

•	 The characters have now identified them-
selves as central players and become the 
focus of the Cabal’s efforts. They are pur-
sued, and attempts may be made to abduct 
or assassinate them.

Interrogation
Unfortunately, even a successful interrogation 
only reveals so much, as the operatives them-
selves are only hirelings — high-priced mer-
cenaries with loyalty to their handlers com-
mensurate with their pay. If suitably coerced, 
the captured agents could reveal any of the 
following information, with exactly how much 
perhaps determined by a play: 

•	 The agents know each other only by numer-
ical designations. Those potentially captured 
here include numbered operatives ranging 
between 17 and 29. 

•	 They get their orders from, and report to, a 
handler they know only as the Marchioness. 
She operates mostly through dead drops 
and messengers; the few times they have 
met, she has always been masked. 

•	 At least one of the agents suspects the Mar-
chioness is actually a cover identity used by 
different people. 

•	 The Marchioness appears to represent a 
larger concern than simply herself; addition-
ally, the objectives of that membership are 
not always aligned.

•	 Other assignments the agents have worked 
seemed politically motivated. 

•	 The organization the Marchioness rep-
resents may have ties to the CIS Expedition-
eers (see the Upwind corebook, page 122). 

The Expeditioneers have provided trans-
port and logistical support for some of the 
missions in which the captured agents have 
been involved in the past.

The Notebook 

If the characters recover Truk’s notebook, the 
information it provides is tantalizing, yet limited. 
It is written in the old man’s familiar scratch, but 
the penmanship is tentative and broken, lacking 
his confident flourishes of clocks past. Though 
not written in an actual cipher, there are many 
passages written in a kind of opaque jargon, 
where the otherwise mundane references make 
sense only to the writer, thus obscuring their 
true meanings. It is clearly not a code meant for 
others to translate, but instead phrasing used 
by a paranoid mind to protect its own secrets. 
Nonetheless, a careful reading can reveal some 
intriguing data. Moderators can hint at or share 
the following, or they can design a play around 
sussing out this information: 

•	 Truk had an ambitious plan that even he 
thought was a bit crazy. 

•	 The professor was part of a secret group he 
refers to as “the Embassy.” 

•	 The Embassy is widespread and seems to 
communicate mostly by coded dispatch.

•	 There are forces both inside and outside the 
Guild who are opposed to whatever Truk is 
attempting. In fact, Truk seems to fear that 
the actions of the Embassy could possibly be 
interpreted as treasonous.

•	 Truk involved the boat crew for two rea-
sons: first, he trusts them; second, he be-
lieves the opposition would be unlikely to 
assume his plan relied solely on a small crew 
of unproven Knights.

At this point, both the characters and the 
players will likely feel they are at loose ends, 
and have no particular direction to go or leads 
to pursue. This is fine and intentional. Both the 
characters and the players should feel like there 
are plans and forces at play that are beyond 
their scope and ability to affect. They should be 
feeling both slightly lost and discouraged when 
their new orders finally catch up with them. It 
seems like they are being carried off in an unre-
lated direction by the current of events.
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It is possible that young Knights will decide 
they are in over their heads and report to, or 
confide in, superior members of the Guild. If 
they are to be convincing, they must provide 
any evidence they have gathered from Truk’s 
missions, including his notebook and proof of 
the assassins sent to kill him. They may also 
decide to reveal the Eye and demonstrate 
what it does. Depending on whom they re-
port to and what evidence they present, the 

Guild’s reaction ranges from dismissal of their 
concerns, to orders to return when they have 
gathered more compelling information or an 
urgent mobilization of resources to take ad-
vantage of the Eye or to pursue the Amplifier. 
If their concerns are dismissed, the charac-
ters soon receive new orders, sending them 
to Point Defiance. If they are swept up in an 
urgent response, Captain Doe eventually be-
comes involved anyway. Either way, following 
orders sooner or later brings the characters 
to the front and Point Defiance.

PART 3: ON THE FRONT
New Orders

After a few turns sitting about High-
stone wondering what to do next, the 
boat crew receives collective orders 

reassigning them to Point Defiance. All mem-
bers of the crew — PCs and NPCs alike — cur-
rently in Highstone are instructed to report to 
the EGS Unstoppable for transport to the Guild’s 
largest military base, where they are to receive 

“further orders.” No additional information or 
instructions come with the dispatches. 

If any of the characters look into these or-
ders, they learn two strange things: first, they 
came directly from the office of Guild Fleet 
command at Point Defiance, which is notably 
unorthodox; second, the orders appear to 
have been issued before word of Truk’s death 
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could have reached Point Defiance. In fact, one 
of the dispatches Truk sent out when the par-
ty returned was to his co-conspirator Captain 
Doe, confirming the crew’s success in acquiring 
a working Eye. Doe immediately sent orders 
to have the characters transferred to Point 
Defiance to undertake part two of Truk’s au-
dacious plan. These orders, and news of Truk’s 
death, passed each other in transit. Since the 
characters could not know this, the timing of 
the orders’ arrival should seem strange. 

Unstoppable Transport
By the time their orders reach the party, they 
have only a clock and a half to report to the Un-
stoppable before her next departure for Point De-
fiance. Showing their orders to the quartermas-
ter, they are brought aboard with no ceremony, 
along with perhaps a dozen other young Knights, 
a couple hundred liegemen and many tons of ma-
teriel. The busy port, cramped ship and mass of 
military supplies should give the party the distinct 
impression that the Guild is preparing for war. 

The approximately 10-clock downwind voy-
age to Point Defiance is quiet and uneventful, 
escorted as the Unstoppable is by two small 
frigates. There is downtime to rest, catch up 
with old friends, and, most notably, collect 
information and gossip from across the fleet. 
Moderators should ask each player to describe 
someone with whom he chooses to engage — 
name, relationship and job. Roleplay through a 
short scene using any of the following in-char-
acter prompts to characterize conversations. 
Encourage the players to react to the informa-
tion by expressing their thoughts, in character, 
to their shipboard acquaintances. 

•	 “War with the Children’s already begun! 
The Kingdoms are denying it to save their 
own coin and protect their own hides. The 
bastards are breaking the Convocation 
apart and leaving us on the pointy end of the 
stick all by ourselves. The greedy cowards!

•	 “Guild leadership is just paranoid. There 
have always been skirmishes with the Chil-
dren and there always will be skirmishes 
with the Children. They are afraid of us and 
there’s no way they can be a real threat. The 

Kingdoms will pull together when 
needed. You’ll see.”

•	 “Old Man Fey’s got himself a secret plan. 
Mark my words he does. That’s why there’s 
all these fleet shenanigans. He’s a crafty one 
and he’s gonna get ’em all in one master 
stroke. It’s a secret plan I tell ya.”

EGS Unstoppable

The Unstoppable is one of the largest 
freighters in the fleet and has been 
sailing the Point Defiance supply 
route for several cycles. She has 
a crew of over 60 and can carry as 
many as 500 tightly packed troops 
along with 400 tons of cargo. Though 
not the fastest freighter in the fleet, 
she has an exceptional range and is 
particularly skyworthy. Unlike most 
freighters, she has more than token 
armaments, with 20 guns and a defen-
sive arc grid built into her freeboard.

The Unstoppable has pair of large, 
open keel gates, each with its own 
cargo derrick and modular, multi-pur-
pose gantries. They can be used to 
quickly load and unload cargo of just 
about any size anywhere the ship 
can reach; they are easily converted 
into bomb bays should the vessel be 
pressed into combat service.

Unstoppable is commanded by Mas-
ter Alice Thomus, as weathered and 
reliable a sailor as can be found in the 
Guild. Mr. Tooms is an old tyrant of 
a first mate, at once loved and feared 
by the crew. Ekhart the navigator, 
Blees the quartermaster and Young 
Tooms — the bosun and only son 
of the first mate — round out the 
standing command crew. 

Perhaps to set themselves apart, 
or maybe as an inside joke, the Un-
stoppable’s crew has given her as ec-
centrically gaudy a paint scheme as 
Guild regulations allow, and make it 
a point of pride to keep said paint in 
perfect, garish condition.
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•	 “The Children have a secret weapon — 
something they found at the bottom of the 
damnable Dark. Dug it up from some old 
Masters’ site we ain’t never seen. It’s a fact 
— heard if from a sky captain with my own 
ears. Going to wipe us all from the skies 
with it. Leadership don’t know what to do 
’bout it. Heads up their asses I say.”

•	 “It’s that Coalition of Independent States. 
They’re the ones behind it. They’ve been 
making back-room deals with every shady 
king, minister and prince. Getting them to 
hold back their support, keep their fleets at 
home. They want the Guild to fail so the Con-
vocation falls apart. It’s all part of their plan. 
Well, it’s not going to happen on my watch.”

•	 “Captain Doe is afraid to commit the fleet. 
Without support, there are not enough 
ships to guard the Frontier let alone hold 
it, so deploying them now just makes them 
vulnerable. Some say he’s lost his edge — 
gotten soft and afraid. They say the clocks 
of decisive old “Grimstone” are in the past.” 

Moderators wishing to extend this jour-
ney should insert any of the Twilight Frontier 
events from the Aerial Encounters appendix in 
the back of this book (see page 150).

The Fort
When the Unstoppable arrives at Point Defiance, 
the scale of the Guild’s deployment is undeni-
ably clear. There are twice the ships in harbor 
than is typical — in fact there are so many there 
is no more room at the docks, and vessels are 
having to put down in parade grounds, training 
fields and in any open land outside the walls. 
The liegemen barracks are overflowing, ship 
crews are living aboard and even the transient 
Knights’ quarters are full, forcing the charac-
ters to seek alternative lodgings, such as one 
of the inns or boarding houses in Wall-Town. 
The fort itself is a hive of activity, from training 
new arrivals and resupplying patrol vessels to 
refitting warships and supporting watch posts 
and other local elements of the Bastion. 

Swift Command
The characters should feel a combination of 
overwhelmed and excited by the activity and 
preparations going on everywhere they look. 
As they make their way from the docks to 

report in, the sense of being part of a massive 
undertaking should be palpable. Upon reach-
ing Headquarters, they have to hurry up and 
wait through half a bell before they are issued a 
large parcel of orders, charts and reports, and 
unceremoniously ordered to take command of 
the Guild patrol vessel EGS Swift. This should 
strike the characters as an unexpected and 
considerable responsibility.

The Swift is a well-found ship 
with a fair crew, but every 
new command staff needs 
to prove themselves, and 

Point Defiance
Point Defiance — usually referred to 
as “the Fort” — actually consists of 
a small cluster of three main skylands 
and a number of smaller islets that are 
chained together by ancient cable-like 
structures that predate the DownFall; 
the purpose of which remains un-
known. Conveniently, however, this 
structure allowed the Guild to stra-
tegically disperse the vital elements 
of the Fortress as defense against a 
concentrated attack. Each islet has 
its own fortifications and harbor, 
and is under the guns of at least one 
other skyland, so only a coordinated 
and overwhelming attack against the 
six main fortifications that make up 
the complex could hope to succeed. 
These six hard-points include the Pri-
mary and Secondary Headquarters, 
the Outer and Inner Harbors, the 
Gunnery and the Second Redoubt 
(the original Redoubt having been de-
stroyed during the last Incursion). 

“The Point,” as those stationed 
there call it, is always busy and often 
crowded. With dozens of her own 
ships and usually twice that many 
other Guild and Convocation ves-
sels in port at any one time, the har-
bor, quartermaster, chandlery, dock 
crews and other support staff always 
have lots of work to do.

On the Front



96

•	 Hidden Armaments — The ship carries 
extra cannon behind camouflaged gun ports 
and has a 1-card innate cache that can be 
used during ship-to-ship ranged combat. 

•	 Maneuverability — The ship is rigged with 
dynamo-driven, auto-trimming motors, so is 
particularly agile. Once per session, without 
a play, the crew may gain superior position 
on any target and act before that target can 
respond. 

•	 Reinforced Hull — The ship’s hull is aug-
mented with Masters’ alloy keels and ribs. 
The ship therefore has a 1-card innate cache 
that can be used whenever the durability of 
the vessel is central to the play. 

•	 Skyworthiness — The ship is particularly 
well-rigged and balanced, so it’s particular-
ly stable in heavy weather. She can navigate 
storms and other turbulence with a 1-card 
innate cache. 

Once they have made their choices, call for 
a couple plays to acquire the necessary req-
uisitions and to properly supervise installation 
or modification. Different members of the 
crew can make each play, and the following 
stakes should provide guidance for possible 
outcomes. Note that at the front everything 
is very hard to come by — wheeling, dealing, 
gamesmanship and perhaps even a little brib-
ery are necessary to get what they want. 

Wall-Town
Wall-Town is the name of the civilian 
outpost settlement that has grown 
up in the empty spaces around the 
Point Defiance fortifications. Sus-
tained by a large population of sailors 
and troops looking for distractions 
in their time off, the town — if it 
can really be called such — provides 
what the Guild does not. It also runs 
a lucrative trade in supporting free-
booting explorers and privateer ex-
peditions working the Frontier.

always seems to want to make a few chang-
es to assert themselves or to make the ves-
sel more to their liking. The characters must 
therefore first decide how they want to es-
tablish themselves with the Swift’s crew, and 
moderators should call for a play to determine 
the outcomes. 

Player Stakes

•	 The crew accepts the change in command 
but with many dubious glances due to the 
characters’ young age and recent graduation. 

•	 The crew admires the pluck of the young staff 
and assumes they wouldn’t be given the com-
mand if they weren’t clever young officers. 

•	 The crew’s last Knight commander was de-
manding and stubbornly traditional. The crew 
is excited to have a young team, and provides 
a 1-card innate cache when their enthusiasm 
and attention to detail are part of a play. 

Moderator Stakes (1)

•	 The last command staff made some poor 
decisions that lead to the deaths of sever-
al sailors, and the crew is suspicious of the 
new leaders’ capabilities.

•	 The crew is distrustful and gives the charac-
ters a 1-card innate challenge cache when-
ever questioning or distrusting orders could 
be part of the play.

•	 At some critical point during a subsequent 
patrol, the crew refuse to follow a danger-
ous order. 

Like many new commanders, the charac-
ters may also wish to refit, rerig or otherwise 
modify the Swift to suit their orders, mission 
parameters or personal preferences. Accord-
ingly, moderators should allow the players to 
choose two refits from the following options: 

•	 Burst of Speed — The ship’s sail plan is 
uniquely optimized for speed. Once per 
session, without using a play, the ship may 
evade a single encounter by using superior 
speed and skymanship.

•	 Extra Lift — The ship’s induction hull is 
particularly well-tuned to the wind, and can 

therefore fly twice as far upcountry as 
other ships in its class before los-

ing power and having to land.
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Player Stakes

•	 The characters are able to obtain the ship 
upgrade.

•	 The crew of the Swift is favorably disposed 
toward the characters.

•	 The characters make a connection at Point 
Defiance who can help with future repairs, 
parts and stores.

EGS Swift 
The Swift is a new boat, less than a 
cycle old, and takes advantage of 
several recent advances in the ship-
wright’s art. Her lean lines make her 
faster, and give her a smaller target 
profile. Her oversized rig makes her 
particularly maneuverable, and her 
low center of gravity makes her more 
stable than other designs in her class.

With dark sails and a dull-gray hull, 
she is colored to stealthily patrol the 
Frontier and the Dark. She features 
a full complement of rifled deck guns 
and fore and aft muzzle rocket tubes. 
The ship is also equipped with a set 
of brilliantly bright, mirrored arc 
lamps that are intended to target and 
blind opposing ship crews, giving the 
cutter either a tactical advantage or 
the chance to escape.

The Swift’s master is a professional 
and unassuming woman named Clark, 
whose crew respectfully calls Skip-
per. The first mate is a woman from 
the Ascent Archipelago named Am-
ina who is a consummate sailor and 
helmswoman. The quartermaster is 
a meticulous and demanding officer 
named Bevo who knows everyone’s 
business. The navigator is a Verdani 
named Franzic who actually owns a 
pet treerunner named Lug Lug. The 
rest of the crew is made up primarily 
of Horizians, with a few Ascentians 
and Leewardians among them.

Moderator Stakes (2)

•	 The resources are unavailable and the up-
grade can’t be made. 

•	 The crew earns a 1-card challenge cache 
representing short stores that can be used 
whenever repairs or the ship’s supplies are 
part of the play.

Orders and Suspicions
If the players are curious or suspicious about 
their characters’ orders, or have learned any-
thing about the Embassy or the forces work-
ing against them, they may try to track down 
the origin of said orders for some answers. 
If they do, Doe’s staff stonewalls them — on 
his instructions — by asking them to make an 
appointment, then rescheduling, then telling 
them the Sky Captain was called out the office 
and so forth. Doe stalls them for two reasons: 
first, the commander wants to observe them 
in action, to learn for himself if they are re-
liable and uncompromised agents; second, he 
wants to make sure they have not brought 
undue attention on themselves and were not 
pursued to the Point. With all the activity and 
comings and goings, it would possible for al-
most any organization to insert operatives into 
Wall-Town, the fleet, or even the Fort. 

If the characters are insistent or particularly 
clever in getting around Doe’s administrative 
defenses, moderators can accelerate the time-
line of their eventual meeting, but make it clear 
at this point that Doe harbors suspicions about 
their insistence and any answers they provide 
to his questions. See the initial section of part 
4 below for guidance on this encounter.

On Patrol
The Swift is sent out on a series of extend-
ed patrol missions, escort and resupply runs 
and even a short search and rescue. These 
missions are presented below as a montage 
of singular encounters. Moderators should es-
sentially use “jump cuts” from one to the next 
to simulate the passage of time and emphasize 
the cumulative challenge of life on patrol. Keep 
each scene self-contained and spend only a few 
minutes roleplaying through it. If 
appropriate, offer a single play 
that provides a minor out-
come that, as they pile up 
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make the characters feel like their duties have 
been of consequence.

Play through FB11 — Boarding Action, 
page 145.

Realistically, since each scene in the mon-
tage is separated by clocks or turns, the play-
ers should have access to their characters’ full 
Potential hands at the start of each encounter. 
If moderators wish to stimulate the wearing 
stress of patrolling the Frontier, and provide 
a little extra challenge, they may opt not to 
allow any Potential hand refresh draws until af-
ter the montage sequence is complete. 

Scene 1: Cat and Mouse

While on a 10-clock patrol along the border 
between the Frontier and the Dark, the Swift 
encounters a Child vessel of similar class. If the 
party chooses to engage, they find themselves 
in a lethal game of cat and mouse in the dark-
ness, where a single broadside could destroy 
either of the ships. 

Player Stakes

•	 The Swift escapes and is able to report the 
sighting. 

•	 The enemy vessel is crippled and apparently 
lost to the abyss. 

Moderator Stakes (2)

•	 A quarter of the Swift’s crew is killed, and 
the ship barely survives the encounter. 

•	 The ship is so badly damaged it must spend 
a dozen clocks in port undergoing repairs. 

Scene 2: Exterminators

The Swift is sent to install a scouting team at 
a downwind observation post in the ruins of a 
vacant Masters’ cache. The team is surprised 
and attacked by a large, previously unidentified 
predator that is denning in the site.

Player Stakes 

•	 The characters drive off the creature with-
out any casualties. 

•	 The characters kill the creature, and bring 
its body back for zoologists to identify.

Moderator Stakes (2)

•	 The fight with the creature 
draws the attention of a Child 

patrol, and the Swift is forced to abandon 
the site and the mission.

•	 The scouts are captured by the Children be-
fore the characters can recover them. 

Scene 3: Moral Dilemma

The Swift is ordered to carry dispatches and 
supplies to a distant outpost on the Bastion. 
Upon arrival, the crew finds the outpost emp-
ty and signs of recent fighting. They discover a 
badly wounded Child of the Dark among the 
dead. This scene resolves when the characters 
decide what to do with the enemy warrior.

Upwind Incursion

At some point before roleplaying 
through the patrol montage, mod-
erators should consider hosting a 
session of Incursion with their players 
instead of the regular Upwind RPG as 
an alternative way to provide added 
visualization, drama and excitement 
to the ongoing story narrative.

Incursion is a print-and-play, “min-
iatures-style” tactical wargame of 
skyship-to-skyship combat in the 
dim reaches of the Twilight Fron-
tier. A target-and-destroy battle of 
sharp-eyed lookouts, daring maneu-
vers and devastating broadsides, In-
cursion brings the war between the 
Explorers’ Guild and the Children of 
the Dark out of the RPG and onto 
your nearest tabletop. The game is a 
fast-playing, tactical encounter that 
depends on stealthy movement and 
decisive actions. Since it’s print-and-
play, you can scale up to fight as many 
ships as you want to put in the sky 
against as many opponents as you 
dare to challenge!

Incursion was funded as a stretch 
goal of the same Kickstarter campaign 
that funded this adventure book, and 
can be downloaded for free from the 
Biohazard Games website.
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Scene 4: Trailing Smoke

The Swift encounters a Child warship that 
drastically outclasses the small Guild vessel. 
She is damaged, however, and appears to be 
limping home for repairs; at least initially, the 
presence of the Swift goes unnoticed. The char-
acters can choose to break off and report the 
wounded ship, tail her to see where she goes, 
or attack in hopes the damage is an equalizer. If 
they break off and report, the Guild dispatches 
a trio of frigates to finish her off. If they pursue 
or attack, call for a play. 

Player Stakes

•	 The ship leads the Swift to a large forward 
staging port the Children have established 
well within the Twilight Frontier. 

•	 A lucky shot from the Swift ignites the tar-
get’s powder magazine, and she explodes in 
a brilliant flash. 

Moderator Stakes 

•	 The enemy ship leads the party beyond the 
range of its sphereometer, where the Swift 
loses them in the Dark. The Guild ship is de-
layed a dozen clocks as she works her way 
back into range and back to the Point.

•	 The damage is a ruse on the part of the Chil-
dren to lure in unsuspecting hunters, and 
the Swift is quickly destroyed by a surprise 
counterattack. Only a quarter of the crew 
escapes in the launch. 

Scene 5: Ghost Ship

The Swift is sent to locate an overdue frigate, 
the EGS Valiant. One of the Valiant’s command 
staff is a member of their boat crew named 
Lek. They have a sphereometer needle from 
the Valiant’s lodestone; once they’re a couple 
clocks out, they quickly pick up her bearing. 
A few more clocks of sailing and they find her 
damaged and drifting, without a 
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soul on board. The ship was attacked by Chil-
dren of the Dark, and the crew was killed or 
captured. If the party investigates the ship, 
they activate a clockwork trigger left behind 
by the attackers, rigged to blow the powder 
magazine. Make a play to determine the fate of 
those caught in the dangerous trap.

Player Stakes

•	 The crew is able to disarm the trigger be-
fore the ship is destroyed, and though the 
dead ship’s crew is lost, the characters re-
cover the Valiant.

Moderator Stakes (2)

•	 The trigger sets off a series of explosions 
that rip the ship apart. Several of the Swift’s 
crewmembers are killed outright. The play-
ers all make luck draws — the losing charac-
ter takes a mortal wound, and the rest take 
major wounds as they barely escape the 
conflagration.

Scene 6: Outgunned

The Swift is assigned to a small squadron as a 
dispatch runner. Five clocks out from Point Defi-
ance, the squadron is ambushed by a much larger 
force, and a bloody ship-to-ship battle ensues. 
The Swift, small as she is, is caught in the thick of 
it. Make a play to determine the outcomes.

Player Stakes 

•	 The Swift is damaged but manages to avoid 
destruction and returns to port with the 
surviving ships. 

•	 The Swift’s unique agility allows her to out-
maneuver a ship twice her size, rake her and 

take the frigate out of the fight, turning the 
course of the battle. 

•	 The crew’s bravery and prowess earn them 
a commendation for “exceptional valor in 
the face of the enemy,” and the Knights gain 
their next Blazes of Rank for what becomes 
known as “The Action at Gray Sky Downs.” 

Moderator Stakes (3)

•	 The Swift is badly damaged in the first 
broadside, and drifts uselessly away into the 
twilight and is lost for eight clocks before 
completing repairs and limping back to port. 

•	 Fully half the Swift’s crew is killed in the 
fighting, and when the survivors finally make 
it back to port the crew is disbanded and 
assigned to other ships. 

•	 The entire party comes through the battle 
miraculously unscathed, save for the loser of 
a luck draw who must take a mortal wound 
draw. 

Moderators wishing to extend the patrol 
montage can insert any of the Twilight Frontier 
or Dark encounters from the Aerial Encoun-
ters appendix at the back of this book (see 
page 150). 

Rumors of War
Throughout the course of the patrol montage, 
moderators should take every opportunity 
to imply that the rumors of a Third Incursion 
are being proven true. If the characters were 
dubious, or if their commanders were uncer-
tain, there should no longer be any doubt, and 
the characters should be loud advocates for a 
Convocation-wide mobilization. 

PART 4: WELCOME TO  
THE EMBASSY

Induction

If the characters pressed for answers earli-
er in the adventure, then perhaps this en-
counter has already occurred and they are 

conducting their patrols while awaiting further 
instructions from Doe. If instead, 

they followed orders and suc-
cessfully commanded the Swift 
through its various missions, 

they have convinced the sky captain that they 
are both capable and trustworthy agents. Doe 
requests their presence at an early still briefing 
in his headquarters office, sending a discrete 
staff member with a short note. He delivers 
it to the Swift’s master who in turn passes it 
to one of the characters. It says only, “Your 
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presence is requested this clock at low two,” 
and is signed simply “G.” 

When the characters arrive, they are ush-
ered through an uncharacteristically empty 
outer office and into the captain’s spare cham-
ber. It is dominated by a large, stone desk 
with intricate Dimmish designs and a massive, 
three-dimensional, arcanoelectrical orrery 
representing the lower Twilight Frontier, with 
Point Defiance at the center and displaying the 
disposition of various fleet elements. When 
they arrive, the large man is studying the de-
vice intently, but breaks off to welcome them. 
His adjutant — an intense-seeming seneschal 
named Lyza Keen — offers the characters 
Dimmish whiskey and then returns discretely 
to her front office.

Doe unselfconsciously sizes up the charac-
ters and then cuts right to the heart of the 
business at hand. Moderators are encouraged 
to run an in-character conversation between 
Doe and the characters that shares the follow-
ing details: 

•	 Like them, Doe was once a protégé of Cap-
tain Truk. He respected the man a great 
deal, trusted him completely and is heart-
broken at his passing. 

•	 Truk had an unlikely but daring plan to save 
the Kingdoms from war with the Children. 

•	 Doe, Truk and a number of other allies — 
both inside and outside the Guild — formed 
a group they have been calling the Embassy, 
in part to carry out this plan. 

•	 The characters have been unwitting — al-
beit increasingly suspicious — agents of this 
conspiracy. Now that Truk is gone, and it’s 
clear that others know about the Eye, Doe 
believes it’s time to bring the boat crew fully 
into the Embassy. 

•	 Doe has been kept apprised of the charac-
ters’ progress since they recovered the Eye 
from Igor the Under, and he has been im-
pressed with their unorthodox, but uniquely 
effective, methods. He shows them the large 
dossiers he has collected detailing their mis-
sions and conduct. 

•	 Doe knows they have already been asked to 
act outside the “traditional jurisdiction of 
the Guild.” He emphasizes that they must 
know going forward that they will be guilty 

of outright treason and will likely be execut-
ed if caught. Doe tells them “it’s now or nev-
er” if they want to just walk away.

Play through FB12 — Words of Honor, 
page 145.

If one or more of the characters refuse to 
knowingly break their vows, this likely makes 
for some dramatic roleplaying, and modera-
tors are encouraged to let it play out. Doe’s 
offer to walk away is sincere, and that char-
acter choice should be supported. If any char-
acters do opt out, Doe asks — not orders — 
them to at least keep what they already know 
to themselves and quietly reassigns them to a 
post of their choice well away from Point De-
fiance. If this happens, replacement characters 
for any who opted out can be drawn from any 
members of the boat crew who may have been 
introduced as NPCs earlier in the campaign, 
most of whom are now also posted at Point 
Defiance.

Doe explains to those who decide to re-
main. Truk’s plan was to find the Eye of the 
Navigator, use it in turn to find the fabled 
Grand Amplifier, then use that all-powerful 
artifact to stave off war with the Children and 
hopefully establish a lasting peace. Doe knows 
this has always been a long-shot, but he is be-
coming desperate.

If the moderator has not yet read aloud the 
opening text of this book’s introduction as rec-
ommended at the beginning of chapter 2, he 
should do so now — up to the section marked 
“Moderator’s Eyes Only” (see page 6). It may 
be worthwhile, if the players have been at the 
campaign for some time, to reread it them as 
a refresher. 

If the bearer of the Eye has not yet attempt-
ed to locate the Grand Amplifier using the 
artifact, what Doe describes about the object 
should be sufficient to allow her to do so now. 
She sees a course thread leading downward at 
a notable angle; it is also lacking any sense of 
parallax, indicating the Amplifier is far away.

Doe is in need of capable agents whom he 
can trust, and is desperately hoping the char-
acters are willing to help. If so, he has an ini-
tial mission for them but makes it 
clear that, by undertaking it, 
the crew is irreversibly com-
mitting to the Embassy. He 
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hopes they will assist him, as — Truk clearly 
believed — it could mean the survival of the 
Kingdoms in the Light. 

Dead Drop
If the boat crew agrees to help, Doe express-
es sincere and deep gratitude; it is clear he is 
relieved. He tells them that he has an initial 
mission, the purpose of which is urgent and 
overdue. He shares that some members of the 
Embassy are not members of the Guild. In fact, 
they are its traditional enemies, and therein lie 
the grounds for treason. He has been commu-
nicating with them through a dead drop, but 
those watching him have become suspicious, 
so he needs the characters to be his clandes-
tine couriers. 

If pressed Doe admits, with extreme hesi-
tancy, that these secret allies are Children of 
the Dark — a woman named Leader of Killers 
in particular. He explains that they, too, are 
dedicated to establishing peace between the 
Kin and the Children. He says that Leader is 
aware of the intent to find the Amplifier, and 
has confided that her people are looking for it 
as well. She claims, however, that if the Eye can 
be used to locate it and assuming (as legends 
claim) it is deep in the Dark, she has promised 
to help the Guild reach it first. 

Assuming the characters are willing, Doe 
gives them a sealed, weatherproof dispatch 
pouch and a sphereometer needle. He tells 
them the site is on a small skyland just over the 
border of the Dark. He tells them he cached 
a lodestone there when they established the 
drop, and explains how to bypass the site’s an-
cient defenses. He says it is a nine-clock down-
wind sail from Point Defiance, and the needle 
should pick up the lodestone after about five 
clocks. After answering what few questions 
he can, with a characteristically grim look he 
offers the crew the sailors’ traditional bless-
ing — “fair skies and following winds” — then 
sends the characters on their way. 

Blink of an Eye
While the characters were commanding the 
patrolling Swift, Cabal operatives were infil-

trating the environs of Point Defi-
ance. Their employers decided 
that this is their best chance to 
take the Eye of the Navigator, 

before the Guild executes whatever plan they 
have for it, and have ordered their agents to 
either kidnap the bearer of the Eye or, barring 
that, kill the bearer and recover only the relic. 

When the moderator thinks the timing is 
right — in the midst of the patrol duties mon-
tage above, while the Swift is in port after the 
Action at Gray Sky Downs, or maybe right af-
ter they have been inducted into the Embassy 
by Captain Doe — she should have the agents 
make their attempt. 

The operatives wait until the character is 
most vulnerable — ideally while away from 
the Swift, other members of the crew and the 
central fortifications of the Point. Maybe the 
Knight is in transit from one location to the 
other, or the character is alone in Wall-Town. 
It is also possible that the agents forge orders 
for a meeting and lure the character off the 
ship into an ambush. However they set it up, 
the agents rely heavily on a relic the possessor 
calls the Draught Capacitor.

When the circumstances favor the opera-
tives, their thugs crash a stolen ship into the 
docks near the Swift, simultaneously detonat-
ing several large kegs of arc powder they have 
put aboard. Their intention is to use the appar-
ent accident as camouflage for the kidnapping. 
They use the burning skyfront as cover for 
abducting the bearer of the Eye. The resulting 
chaos makes the kidnapping an almost certain 
operation; moderators are encouraged to use 
their best cards and an opposition cache to 
make it happen. 

The following stakes could be used for 
kidnapping. 

Player Stakes

•	 The character fends off the attack and 
escapes.

•	 The character’s allies show up at exactly the 
right moment, and not only do they kill most 
of the agents, they manage to capture one 
of them. 

•	 The characters are critical in dousing the 
fire and preventing what would otherwise 
have been devastating losses for both the 
fort and Wall-Town. The winner of a group 
luck draw earns a new Blaze of Rank called 
“Flames of Defiance” for her brave actions. 
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•	 The characters acquire the Draught Capaci-
tor from the defeated agents. 

•	 Subsequent interrogation of the agents 
identifies their purpose and the fact that 
they work for someone known as the Mar-
chioness — especially if effective Potential 
powers are used in the questioning. The in-
formation is substantive enough to launch a 
tangential campaign as Guild counterespi-
onage agents are dispatched to work their 
way up the chain of contacts to the true 
source of the opposition.

Moderator Stakes (2)

•	 The bearer of the Eye is subdued and taken, 
and the rest of the party must now track the 
operatives down and recover the character 
before the agents exfiltrate the Point with her. 

•	 The character takes a major wound in the 
fighting, and is incapacitated until the mod-
erator believes it is dramatically appropriate 
for her to regain consciousness. 

Cabal Operatives
Agent 18 is a big, dark-skinned Kin 
with a dangerous skillset. He is ex-mil-
itary, with extensive tactical training 
and experience; his Arc powers are 
well above average. Agent 19 is a 
short, slight woman who is an expert 
at infiltration, close combat and assas-
sination. Agent 20 is a bright-faced, 
handsome fellow with Rain powers 
that make him a particularly charming 
and uniquely effective front man.

The operatives infiltrated Point 
Defiance aboard a small, but well-
armed, privateer named the Wind 
Witch. Though only three of the crew 
are actual agents, the ship’s compa-
ny are experienced sailors, fighters 
and thugs. They have no love for the 
Guild and are being well paid to fol-
low orders, so they represent capa-
ble support for any plan the opera-
tives may have. 

•	 Hundreds die in what becomes known in 
Guild lore as the “Flames of Defiance,” and 
this section of the port is a total loss.

•	 The attack is so well-timed and unexpected 
that the party has a 2-card challenge story 
cache that can be used against them in any 
play they make while trying to track the 
bearer of the Eye down. 

If the players delay, dither or have bad 
luck, feel free to have the agents escape with 
the bearer. It means the crew have to pur-
sue in the Swift, but a pitched air battle or 
a bloody confrontation in some distant port 
would be a dramatic way to recover both the 
character and the Eye. Either way, unless the 
moderator wants to further complicate the 
plot, this final confrontation is the last en-
counter of the campaign with agents of the 
Cabal. 

If the characters manage to cap-
ture any of the operatives alive, 
and successfully interrogate 
them, the Knights can now 

Draught Capacitor 
The Draught Capacitor is one of 
those relics that has been turned to 
its current use by the clever appli-
cation of the arcanoengineer’s art. 
The Masters’ component is a small, 
spark bottle-like device that, instead 
of storing only arc, is able to store 
all forms of Potential. The oversized 
metal gauntlet into which it has been 
integrated allows the wearer to es-
sentially extract up to 4 cards worth 
of Potential from any adept or device 
containing such energy simply by 
touching it. The energy can then be 
released, but only as a destructive, 
damaging force in the matching ele-
ment. Once discharged, the Capac-
itor can immediately be used again. 
The device is therefore particularly 
useful in rendering Potential adepts 
powerless, or even unconscious if 
that is the intent. 
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corroborate the information they may have 
previously extracted from Truk’s killers in part 
3. If this is their first opportunity to question 
agents of the Cabal, the characters may gather 
that information now. 

Blazes of Rank
If the characters have not been awarded 
new Blazes of Rank as the result of previous 

outcomes, be sure to award them narratively 
at this time. They could be earned for their ex-
emplary service aboard the Swift if that com-
mand turned out to be particularly dangerous 
or effective, or if they played an essential role in 
combating the fire caused by the Cabal agents. 
Make a celebration out of the ceremony, and 
have the players record evocative descriptions 
such as “Holding the Line” or “Flames of Fate” 
under Blazes of Rank on their character sheets.

PART 5: FRIENDS LIKE THESE
Getting Underway

When Doe asked the characters to 
deliver the packet of messages to 
the dead drop, he indicated that 

they were overdue and that time was there-
fore of the essence. Consequently, moderators 
should imply urgency and motivate the charac-
ters to depart quickly. Restocking the Swift and 
prepping her crew should take less than a clock 
or two; barring any complications from dealing 
with the Cabal agents, the Knights should have 
nothing else delaying their departure.

Moderators should reward or penalize the 
boat crew for careful preparation or lack of 
foresight accordingly. If the players make a 
point of thoughtful preparation, award them a 
1- or 2-card story cache they can use whenev-
er such preplanning might be of use. If they opt 
to depart with no or only haphazard prepara-
tion, give them a 1- to 2-card challenge story 
cache that can be used in any play where the 
lack of preparation could be problematic.

Into the Dark
The trip is nine clocks, give or take, and is one 
of increasing tension, stress and cold. If its 
bearer takes advantage of Doe’s description 
of the destination’s Masters’ features and acti-
vates the Eye, the crew can shorten the voyage 
to seven clocks and earn a 1-card cache they 
can use in any play where making good time is 
an advantage.

The crew is extra vigilant, but subdued, 
and by the time they reach the downwind 

border of the Frontier they are 
obviously worn and anxious, 
with everyone speaking in 

whispers, moving quietly and keeping all lights 
well shaded. Rimes of ice form on the deck, 
rails and rigging, so it’s a constant battle to 
free the ship from the crippling weight. Mod-
erators are encouraged to insert any of the 
events from the Dark section of the Aerial 
Encounters appendix to add excitement or a 
sense of consequence to the frigid voyage (see 
page 150). 

Captain Doe’s dead drop is located in the 
windshadow of the largest islet in a small archi-
pelago that can’t be found on any Guild charts 
or in any official records; Doe has seen to that. 
Once in range, the sphereometer needle he 
provided the boat crew, however, leads them 
unerringly there. Although they can’t take 
their ship into the windshadow, if they circle 
the island, the characters can confirm that it 
points toward the very center of the landmass. 

Keeping It From the Crew
At some point, the characters have to decide 
what aspects of their mission they are going 
to share with the crew of the Swift. The ship’s 
complement is loyal to the Guild, so despite 
any respect the Knights may have earned since 
joining the boat, it is unlikely that the crew is 
devoted enough to the characters themselves 
to willingly follow them into treason. Accord-
ingly, the players are going to have to figure out 
how to execute their mission while preserving 
the goodwill of their crew. 

If needed, the moderator could suggest a 
number of possible approaches. The Knights 
could order the ship to stand off while they de-
liver the message by launch, or they could land 
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Abject Archipelago
Most Guild charts of the Dark are 
limited, incomplete, inaccurate and 
even contradictory, and the cluster 
of eight islets that makes up the Ab-
ject Archipelago doesn’t appear on 
any official maps. The islands float 
more or less together, rotating slow-
ly around each other as they drift 
through the blackness. The largest of 
the octet is roughly oval with a rim 
of rugged hills and a frozen lake near 
the middle. It is covered in a scrubby 
Potential plant forest dominated by 
ghost trees. 

The surfaces of several of the is-
lands support dozens of tall pylons or 
towers that protrude like spines from 
a gray cactus. Made of an unknown, 
black material, these Masters’ ruins 
were part of some larger network 
that is now mostly inert. Most still 
stand upright, many lean precariously 
and still others are shattered stumps 
or toppled, broken sections, expos-
ing a fortune in alloy and arcanotech-
nological components. 

Before the DownFall, the network 
was maintained and defended by a 
host of sophisticated cogs. Now, only 
one remains active, but it is large, 
armed, vigilant and very dangerous. 

and leave the crew aboard. They could order 
the ship to drop them off and return at a des-
ignated time. Alternatively, they could make up 
a story about secret orders, double agents and 
counterespionage and try to convince them the 
less they know the better. Ultimately, any sub-
terfuge should be left for the players to devise. 

Monstrous Defense
Once the party determines the disposition of 
their ship and crew, the characters need to fig-
ure out how to either evade or defeat an ancient 
automaton. Doe warned them of its presence, 
and hinted that it was battling this machine that 
made Leader and him allies. He told the party 
that the cog is massive, very fast and cannot be 
outrun. He explained that it has no long-range 
weapons, but that its guardian cables are dan-
gerous to 30 yards or so. He said it appears to 
track movement and heat, and he knows from 
experience that it is susceptible to Potential.

As the party traverses the skyland, divide 
the journey into three legs: the hilly shore, the 
scrubby plains and the lake basin. As the char-
acters begin each leg, ask for a single luck draw. 
If the character fails, the cog finds and attacks 
the party when dramatically appropriate. If by 
luck the cog does not attack them on the way 
in, reverse the process on the way out. If the 
party manages to win six luck draws in a row, 
they deserve to evade the guardian entirely!

Play through FB6 — Zoology of the Dark, 
page 142.

If the party decides to fight the automaton, 
they have to do so without their ship’s guns, as 
the machine is aware enough of the threat to 
remain in the windshadow and therefore out 
of range. If they decide to fight, ask the play-
ers to devise a plan of attack. They can set an 
ambush, lay a trap, try to overwhelm it with 
Potential or even attempt to drive it over the 
edge. If the players are clever or thorough, 
award them a story cache for their effort. If 
they are reckless and simply attack, use a mod-
erator’s cache card in the subsequent play.

Player Stakes

•	 The automaton is so badly damaged that it is 
no longer a threat, but because of the fierce 
fighting the party all makes minor wound 
draws. 

•	 The Masters’ cog is destroyed or otherwise 
incapacitated. 

•	 The party subverts the cog’s detection sys-
tems and essentially becomes invisible to it. 

•	 The party subverts the cog’s controls and 
now has a pet war engine. 

Moderator Stakes (3)

•	 The party barely escapes the combat with 
their lives, and everyone must make major 
wound draws.

•	 The cog continues to hunt 
the party across the island, 
and gains a 2-card innate 
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cache that can be used in any subsequent 
encounters. 

•	 Any NPCs with the party are killed in the 
fighting.

•	 The loser of a luck draw must make a mortal 
wound draw.

If the boat crew tries to completely evade 
the automaton, some combination of Potential 
or mundane cat and mouse tactics can be used 
to lead it on a merry chase. 

Player Stakes 

•	 The characters evade the cog, leaving it 
harmlessly hunting for them elsewhere, 
earning themselves a quarter bell free of its 
threat. 

•	 The party leads the cog over a cliff, and it 
lands on its back. With its malfunctioning 
leg, it takes half a bell for it to right itself and 

reacquire the characters.

•	 Whatever lure the crew 
used to lead the cog astray 
has become its sole target; 

it ignores any 
non-threatening actions by other characters 
in favor of hunting that lure. 

Moderator Stakes (2)

•	 The party zigs when it should have zagged 
and is attacked by the machine. See the 
above stakes for battling the cog.

Meeting in the Dark
The characters have to use a portable sphe-
reometer, but, having dealt with the cog, the 
needle leads them unerringly through the shal-
low, crunchy snow to the parent lodestone by 
the frozen lake. It is hidden in the broken ru-
ins of one of the towers, and when the crew 
enters the rubble they are surprised to find a 
small campsite hidden there as well — pre-
sumably secreted against the prowling automa-
ton. Though no one is present, there are clear 
signs that the site is in use, so the characters 
may realize they are probably being watched. 

The drop is as Doe described — a small, 
weathered metal chest buried under a pile of 
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rubble. The chest is still buried, and if the party 
digs it out and opens it, they find the lodestone 
and a handwritten note that says simply, “Ur-
gency. Must speak. Must act. I am here. Remain.” 
The simple words and crude handwriting imply 
limited experience with the language. 

Unless they approached the site with un-
usual caution, Leader and two of her most 
loyal fighters detected the characters’ ap-
proach, hid and watched from the darker 
shadows. If the party digs up the chest and 
puts their dispatches in it, she decides Doe 
must have sent them and approaches. If the 
characters instead search the camp or oth-
erwise look like they are hunting for her, she 
remains hidden until their actions convince 
her otherwise. Perhaps they call out some 
version of “Doe sent us,” or they openly set-
tle in to wait quietly for someone to return 
to the camp. 

If the characters approach the site with un-
usual stealth and surprise the Children camping 
there, there is likely to be a dangerous skirmish 
before there is any useful exchange of words. 

The Guardian
The automaton is massive and deadly. 
Two stories tall, it uses a spread of 
six huge, spider-like legs to quickly 
move across the island’s rugged ter-
rain; even though one of the legs has 
failed and drags uselessly behind, it is 
much faster than any Kin can move 
unassisted by Potential. Though it 
long ago ran out of rockets for its 
integrated, self-loading artillery, four 
of its six guardian cables remain func-
tional and its legs are equipped with 
heavy, retractable armor-like blades. 
The machine can no longer hear and 
it seems to have limited visual acui-
ty. It is, however, exceptionally good 
at tracking movement and heat, and 
will immediately attack the combina-
tion with irresistible force. Though it 
can’t fly or even jump, the automaton 
could make short work of the Swift if 
it were able to reach the vessel.

If surprised or attacked, all three Child fighters 
respond with Potential, with Leader of Killers 
teleporting into a position of advantage and hit-
ting the crew with a stunning blast of arc. 

If the encounter is resolved with words, 
roleplay through the scene, emphasizing the 
unprecedented nature of the conversation and 
the sense of barely contained violence on both 
sides. If the encounter comes to blows, make a 
play to resolve the high-tension situation. 

Player Stakes

•	 The boat crew gains the upper hand, and has 
the three Children at their mercy, but at the 
cost of minor wound draws all around. 

•	 The party’s tactics take the Children by sur-
prise, and they are quickly subdued without 
significant injury on either side. 

•	 Their competence so impresses Leader that 
the party gains a 2-card story cache they can 
use in any future play where her deference, 
agreement or cooperation is relevant. 

Moderator Stakes (2)

•	 The Children of the Dark flee the fight and 
the party loses them in the black hinterland. 

•	 One of Leader’s fighters is killed, and Leader 
herself is badly hurt in the fighting.

•	 It’s such a pitched battle that afterward the 
party members have only 1 card each in 
their Potential hands. 

•	 The loser of a luck draw takes a major 
wound. 

Dark Diplomacy
Unless things go horribly awry, at some point, 
Leader and the crew have a conversation. With 
halting words in an abjectly out of place Dim-
mish accent, Leader impresses the following 
on the characters with an increasing urgency: 

•	 She has recently learned that the Ethos 
leadership has long possessed an ancient 
arcanoelectrical chart box that may identi-
fy the location of the Grand Amplifier; the 
navy is planning its own expedition to find 
the artifact. 

•	 The navy has built a special ship 
— the Lance of Fate — that 
may allow them to penetrate 
the Wrack Wall. The term 
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means nothing to the characters, but Leader 
does not have the vocabulary to explain be-
yond an inarticulate, “deep barrier, crushing 
stone very dangerous.” 

•	 She impresses on them, however, that the 
launch of this new vessel is imminent and 
therefore time is of the essence. She ex-
plains this is why she camped here — in 
hopes of making direct contact with Doe. 
She demands that the party return immedi-
ately to Doe with this news, and then send 
him back with the promised Eye of the Nav-
igator as the Ethos expedition is departing 
soon. 

•	 She shares her intention to hijack the Lance 
of Fate, evade the inevitable pursuit and use 
it — and the Eye — to pass the Wall and 
reach the Amplifier first.

If the party tells Leader they already have 
the Eye and convinces her of its efficacy, she 
urgently and aggressively insists that they de-
part immediately for Harbor to steal the Lance 
of Fate. Moderators should roleplay her insis-
tence, and engage the players with an in-char-
acter debate about what to do next. Give 
them the opportunity to discuss options and 
plan; however, before they make any final deci-
sion, or if the debate falters, present the next 
encounter. 

Choosing Sides
While the characters are debating with Leader 
of Killers — and likely among themselves — 
distant cannon fire reaches their ears. The na-
ture of the sound tells their experienced ears 
there are at least two different ships involved; 
the characters realize immediately that the 
sounds are definitely not coming from wherev-
er they left the Swift. 

Leader immediately gives orders in Ethos 
and vanishes in a pop of collapsing air as she 
teleports away. Her two soldiers, if unhurt, 
look uncertainly at the characters, then bolt 
windward toward the far shore of the sky-
land. The characters are left to assume that 
the Children believe their ship is engaged in 
battle, and to fear that perhaps it has run afoul 

of their own vessel. Support the play-
ers in responding however they 

wish. They can run after the 
disappearing soldiers, race 

Leader of Killers
Leader is a tall woman. Her natural 
fierceness is apparent in her eyes, but 
her current burden of concern over-
shadows her otherwise handsome 
face. She is clad in imposing armor 
that gives her an insectoid silhouette 
and she bristles with weapons. She 
eschews unnecessary movements, 
and when she acts it is with decisive 
speed and grace. 

Leader is a mid-level member of 
the Lightbringer Clade and an ac-
complished naval officer by disposi-
tion and training. She is a master of 
all four Potential affinities but relies 
heavily on Arc for teleportation 
and ranged attacks. She is an acci-
dental diplomat — an unintention-
al envoy to the Kin — and one of 
the two founding members of the 
conspiracy that has become known 
as the Embassy. Leader is also Cap-
tain Doe’s unlikely lover, and a brief 
softness appears on her face if the 
players say his name or otherwise 
speak of their commander.

Having learned from Doe, Leader 
speaks badly broken and halting Kin 
with a decidedly Dimmish accent. 
She speaks slowly, as if choosing each 
word carefully, and puts unnecessary 
“S” sounds on the ends of most of 
them. Her voice is quiet and gravelly 
— making it intimidating and sensu-
ous at the same time.

Leader loves her people and is 
dedicated to their survival. She risks 
torture and death by allying herself 
with the Embassy only because she 
is absolutely convinced peace is 
the Ethos’ only chance for survival. 
She will not needlessly endanger or 
harm them, and if asked to do so her 
response is always an aggressively 
emphatic statement of, “No traitor, 
no kill!”
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back to the Swift or use their own Potential to 
reach the battle with magical speed.

If and when the characters arrive at the 
shore, they find a small Child vessel and a pair 
of Guild patrol frigates. It appears the Guild 
frigates somehow flushed Leader’s patrol craft 
from wherever it was hiding, overwhelmed it 
and drove it to the ground. The specific cir-
cumstances depend on how soon the charac-
ters reach the battle. 

If any characters use Potential to reach 
the site immediately, they find the child ship 
crash-landing and Leader trying to rally her 
crew to fight off the attackers. If they simply 
run, they find the Child ship a smoking wreck 
being secured by liegemen and Leader being 
taken prisoner along with the few other sur-
vivors. If they wait or are delayed — perhaps 
by reboarding the Swift first — they find only 
a smoking ruin of a ship; the Guild patrol and 
their Child prisoners are gone. If they raced 
off without hesitation, give the characters a 
1-card story cache they can use if they get in-
volved. If they only ran, give them no bonus or 
penalty. If they delayed, give the party a 1-card 
challenge cache in any play to recover Leader. 

As they consider whichever situation they 
encounter, moderators should make it clear 
that the characters must make a choice after 
which they can no longer hide their allegiances. 
They must either leave Leader and her crew 
to their fate, which may very well destroy the 
Embassy and sacrifice any chance of reaching 
the Amplifier, or they must protect or free her 
from their own Guild comrades and become 
traitors in the process.

Moderators should call for a play based on 
the circumstances the characters encounter. If 
Leader and her crew have not yet been cap-
tured, the party can try to fend off the liege-
men to keep Leader from being captured. If 
she is already in custody, they can try to free 
her; if the patrol has already left, they can 
track them and conduct a clandestine recovery 
or attempt to hijack the Guild ship. Regardless 
of what the Knights do, it is likely they will be 
identified as such — either because of their 
Knights’ blades or because members 
of the patrol know one or more 
of them. Moderators might 

Earnest Predator

The Earnest Predator is a patrol-class 
ship built for great speed and maneu-
verability. As a result, she is smaller 
and less durable than most Child naval 
vessels, but she is much faster than 
their generally lumbering craft. With 
just enough armament to help her 
evade enemies rather than fight them, 
she is no match for a Guild frigate, and 
even most Kin patrol ships could take 
her down in a one-on-one battle. 

The Earnest Predator has a matte-
black paint scheme and is more super-
structures and gangways than enclosed 
hull spaces. With a slimmer beam than 
most ships in her class, her crew com-
partments are cramped, holding a max-
imum of 40 sailors and limited stores. 
As a result, she tends to sail under-
manned on longer missions; even then 
her quartermaster must keep careful 
track of provisions and ammunition. 

Lethal Thinker Bullet Maker 
— Bullet is the Predator’s first mate 
and gun captain. She is also Leader’s 
protégé and a recent recruit to the 
conspiracy. 

Able Accomplice Secret Keep-
er — Accomplice is one of Leader’s 
most able warriors, and is a full mem-
ber of the Embassy.

Worthy Bearing Helmsman — 
Worthy is the skilled chief pilot aboard 
the Predator, and as such, has the aloof, 
distracted air that comes from so 
much interfacing with induction hulls.

Last Scion Betrayer — Betray-
er is Leader’s navigator; despite her 
name, she is a loyal Embassy member. 

Steadfast Sailor Dreamkiller — 
Dreamkiller is the Predator’s master 
and a superb aerial tactician, but 
if he knew about the Embassy, he 
would try to kill Leader at his first 
opportunity.
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include such identification even in the winning 
stakes for any associated play. 

If the giant guardian cog is still prowling 
around the island, or if the characters managed 
to co-opt it or otherwise lead it astray, mod-
erators should consider having it attack in the 
midst of the ship battle, adding a fourth faction 
and some extra challenge to the conflict. If the 
characters are in control of it, fighting off the 
Guild is a lot easier, but likely more lethal. If it 
is still autonomous, it is even deadlier.

Whatever the characters decide to do, 
stage the rescue at a dramatic place and mo-
ment — like fighting in the burning wreckage 
of Leader’s ship, on a ship’s gangway over the 
abyss, or aboard a helmsman-less frigate as it 
pitches toward an oncoming skyland.

Player Stakes 

•	 The boat crew extricates Leader from 
the situation, but are identified as 

Knights, though not individually. 

•	 The characters are also able to rescue Lead-
er’s surviving crew. 

•	 The characters are able to hide their identi-
ties, posing either as Children or raiders, or 
some other faction. 

•	 With the clever use of Potential or sub-
terfuge skills, the party is able to extricate 
Leader without the Guild noticing she is 
even missing until the party is long gone. 

Moderator Stakes (3)

•	 The rescue attempt fails and the party has to 
continue the mission without Leader. 

•	 Despite every precaution, the skirmish leads 
to the death of several liegemen. If the guard-
ian cog is part of the fight, a dozen liegemen 
are killed and many more wounded. 

•	 Losers of a luck draw are individually recog-
nized by members of the patrol crew. 

•	 The Knight commanding the patrol is a 
member of the character’s cohort, and calls 
them out as “traitorous vow-breakers!” She 
is killed in the subsequent fight. 
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loyalty that may have been established in oth-
er plays, either likelihood could be problematic 
and lead to some fun and challenging roleplaying 
opportunities with significant consequences. 

The Knights or Leader have three basic op-
tions: they can bring their counterparts aboard 
openly and confide in their crew; they can 
bring them aboard under the guise of prison-
ers or double agents; or they can steal them 
aboard in secret, using subterfuge or Potential. 
However they opt to do it, it could have major 
consequences for the morale, cooperation and 
loyalty of either crew, so moderators should 
call for a play.

Player Stakes

•	 The crew appears to accept whatever their 
commanders say, but will become suspicious 
later given any reason to do so. 

•	 The crew is convinced that their command-
ers are acting within their remit and orders. 

•	 The crew believes that whatever is going on, 
it’s momentous and they’ll all get to say, “I 
was there when,” if they survive. According-
ly, their enthusiasm translates into a 2-card 
story cache for any activities they believe 
are in pursuit of this objective. Should they 
come to believe otherwise, the cache is lost.

Moderator Stakes (2)

•	 The crew is suspicious, wary and anxious; 
as soon as they are able, they report what 
they believe are their commanders’ traitor-
ous actions. 

•	 Depending on which crew it is, someone 
attempts to murder Leader or subdue the 
Knights, at the first opportunity. 

•	 The ship’s officers officially inform the 
Knights that, under regulations, they are 
relieving them of command for “acts of 
treason and base violation of vows,” placing 
them under arrest and returning to Point 
Defiance. Conversely, Master Dreamkiller 
challenges Leader for “betrayal against the 
Ethos” and claims the right to duel her for 
command. 

Potential 
Prisoners

Since all Kin have some level of Po-
tential Powers, it can be problematic 
to successfully imprison them — or 
even hold them temporarily against 
their will. Depending upon their af-
finities and powers, there are various 
recourses, however. Armed and vigi-
lant guards can use their own Poten-
tial to cancel the effects attempted 
by prisoners, or even threaten to 
shoot them if they look like they are 
about to use Potential. Sustained Po-
tential effects or even drugs can keep 
prisoners incapacitated, and there-
fore unable to use their elemental 
abilities. Rare arcanotechnological 
devices and certain relics can be used 
to drain Potential from a subject, and 
even certain facilities can render ad-
epts ineffectual — like an all-metal 
cell built to hold a Wind user. Oth-
er, cruder devices have also been 
devised, like clockwork drug dosing 
armbands, or explosive collars with 
triggers tuned to a particular affinity. 

Regardless of the actual means of 
suppression and control, incarcerat-
ing anyone with even minor control 
of Potential is a labor intensive, ex-
pensive and often dangerous under-
taking, and only Knights have the ca-
pability of holding other Knight — or 
Child — prisoners.

Convincing Crews
One of two things are likely to happen — ei-
ther Leader loses her ship to the battle with 
the patrol, and her crew has to join that of the 
Swift, or the characters save her ship and opt to 
join Leader’s crew in a subterfuge to infiltrate 
Harbor. Depending upon what either Leader or 
the Knights tell their respective crews, and the 
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Doe or Don’t 
Assuming the Knights manage to extricate 
Leader, they still have to decide if they are 
going to follow her lead or delay until they 
can get word to, and orders from, Captain 
Doe. Leader continues to insist that time is 
short and immediate action is crucial if they 
want to find the Amplifier before the Ethos. 
If the characters insist on returning to Point 
Defiance first, the long journey upwind pro-
vides an interesting roleplaying opportunity 
as they build their relationship with Leader 
while simultaneously acting against her rec-
ommendation for immediate action. 

Moderators should also make it clear that 
if any of the Knights were identified and if any 
members of the patrol survived, as soon as 
they return to Point Defiance, the characters 
will be arrested as traitors and the existence 
of Embassy likely uncovered. 

If the party decides to return to the Point 
for orders, the characters must figure out how 
to make clandestine contact with Captain Doe 
as described below. If the characters decide to 
follow Leader directly and attempt to hijack 
the Lance of Fate without consulting Doe, jump 
to chapter 5 and resume play with the “Reluc-
tant Comrades” section in part 1.

If the characters deny Leader and insist on 
consulting with Doe, they face a couple ma-
jor challenges as described below. There are 
various mundane and magical ways they can 
accomplish this, but any plays to resolve the 
contact should have significant consequenc-
es, not the least of which is the 18-clock trip 
back to the Point. If they make effective use of 
the Eye of the Navigator, the crew can reduce 
the voyage to about 12 clocks and in doing so 
earn a 1-card cache for use if an early arrival 
can be turned to their advantage.

Player Stakes

•	 The characters manage to contact Doe, but 
raise suspicion in the local office of Guild 
Intelligence.

•	 The characters manage to beat the patrol 
back to the Point, gaining a short window 
to consult with Doe before their actions at 
Abject Archipelago are reported. 

•	 The patrol runs afoul of a Child squadron 
and never returns to Point Defiance, so are 
unable to report the party’s betrayal. 

Moderator Stakes (1)

•	 The characters are accused upon their 
return to the Fort, and must flee or be 
captured. 

•	 The loser of a luck draw is arrested before 
the Knights can flee. 

•	 Captain Doe is stripped of command and 
taken into custody. 

•	 All the characters are declared traitors, and 
added to the Guild’s fugitive list.

•	 All the characters are imprisoned to await 
trial. 

In addition to clandestinely communicating 
with Doe, the party has to decide what to 
do with Leader and any of her surviving crew 
while they return to Point Defiance. They can 
risk bringing her along in secret or as an ap-
parent prisoner. They can abandon her on a 
downwind island with some supplies and her 
warriors, and hope they can fend off the local 
wildlife while remaining undiscovered by any 
Guild or Child patrols. Whatever they decide 
to do, this complication must be addressed and 
could lead to challenging consequences.
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CHAPTER 5: 
THE AMPLIFIER

Synopsis

The chapter opens either with Doe ask-
ing the characters to trust Leader of 
Killers and follow her into Child terri-

tory, or Leader convincing the characters they 
must hijack an experimental Child vessel and 
use it to reach the Amplifier.

The crew traverse the war-torn skies from 
Point Defiance to the Child port city of Har-
bor, avoiding both Guild comrades and Child 
attack ships. The characters infiltrate the city 
and the Child naval base, stealing the Lance 
from under its builders’ noses.

Fleeing pursuit by Child naval forces and 
following the Eye, the characters sail further 
downwind than any Kin in history, using their 

stolen ship to penetrate the Wrack Wall. The 
passage is terrifying and chaotic, and leads to 
only greater dangers in even stranger skies.

When the crew finally reaches the massive 
Masters’ machine known as the Grand Ampli-
fier, they discover not only its formidable capa-
bilities, but world-changing revelations about 
the Children, the Kin and the Masters them-
selves. As they make these discoveries, the 
Dead Maker — a massive Child dreadnought 
— arrives, badly damaged from its passage 
through the Wall but still lethally dangerous. 
After a climactic confrontation with their pur-
suers, the chapter closes with the characters 
making a choice that determines the future of 
their world. 

PART 1: FOLLOW THE LEADER

If the characters returned to Point Defiance 
seeking orders from Doe, and are still free 
to act on behalf of the Embassy, the captain 

asks them to trust Leader of Killers’ assess-
ment of the situation and follow her into the 
Dark. He tells them to help her steal the Lance 
of Fate and use it to find the Amplifier. Once 
there, if able, they are to bring the Amplifier 
back to Point Defiance; however, if that is not 
possible, they are to cooperate with Lead-
er and use their best judgment about how to 
most effectively use the Amplifier, then exe-
cute that plan.

If the characters are still in command of a 
loyal Swift, they can use her to pursue their 
desperate plan. If they are shipless, under new 
orders or even in custody, they’ll have to act 
accordingly — having to disobey orders, effec-
tively desert their posts or break themselves 
out of prison. If they are shipless, they also 

have to successfully hijack a Guild or civilian 
vessel before they can reach and steal the 
Child ship. 

Note that if the characters opted to take 
the initiative and follow Leader of Killers di-
rectly to Harbor, the moderator should skip 
the following sections and continue play with 
Reluctant Comrades below. 

Lost Advantage
If the characters delayed to consult Doe, the 
loss of time costs them, as Leader feared it 
would. If they eventually decide to steal the 
Lance of Fate, she is already underway with a full 
crew of arcanotechnicians and navy personnel, 
and a three-frigate escort. The party therefore 
has to board and take the ship in 
the open sky while it is actively 
defended by over a hundred 
cannon and three times that 
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number of vigilant warriors. Accordingly, the 
moderators should impose a 4-card challenge 
story cache on the party for any plays involved 
in hijacking the Fate while she is underway. 

Assuming the subsequent hijacking is suc-
cessful, play should resume with Part 2: The 
Wall below. 

Eye of the Storm
Throughout this chapter, the characters can 
be putting the Eye of the Navigator to good 
use, should they choose to do so. When the 
party decides to head for Harbor, if the bearer 
asks Leader enough questions about the Mas-
ters’ ruins there, she is able to trigger the Eye 
and shorten the travel time by several clocks. 
If the party takes further advantage of the Eye, 
offer them a 1-card cache they can use in any 
play where making good time or an early arriv-
al at a given location is an advantage. 

Acts of War
By this time, Guild leadership has become 
unanimously convinced they are in the midst 
of the Third Incursion and that they are at war 
with the Children of the Dark. There are en-
counters, skirmishes and all-out battles every 
clock and the Children appear to be amassing 
attack fleets at several strategic points along 
the Frontier. Guild Intelligence is learning of 
new threats with the arrival of every scout 
ship, and the Guild has formally requested 
naval support and materiel from the Convo-
cation’s member nations. Point Defiance is 
overrun with ships, personnel and activity. Ac-
cordingly, while the characters may have been 
given new orders from new commanders, any 
attempts to mislead, follow their own agenda, 
or steal away with essential equipment — even 
a ship — will be easier. 

If the characters are not under suspicion 
or fugitives, grant them a 2-card story cache 
they can use in any plays that would benefit 
from the chaos of Point Defiance at war. If Doe 
has been relieved of command or they are on 
the run, assign them a 2-card story challenge 
cache for any plays in which suspicion or pur-
suit would make their goals harder to achieve.

Assuming the characters 
eventually gain a ship, one 
way or the other, and leave 

for the Dark, they effectively have to fight 
their way across the frontlines of an active 
war, evading or fending off patrols and pos-
sible attacks from both sides of the conflict. 
Moderators should complicate this trip with 
skirmishes and battle encounters as they see 
fit, and they can use the following situations 
as written or for inspiration. If the characters 
are fugitives, that status should color how any 
of these encounters play out. 

•	 The boat crew’s ship comes upon a Guild 
squadron headed downwind to destroy a 
newly discovered Child outpost. Its rank-
ing Knight orders the characters to rein-
force the tiny fleet and participate in the 
attack. The party has to decide whether 
to comply and if not, how to extricate 
themselves and their ship from the squad-
ron. They likely need to hide Leader and 
any of her crew as they decide what to do, 
and deal with their fury should the charac-
ters choose to participate. 

•	 The party encounters a running ship battle. 
There are burning vessels and dying crews 
on both sides, but the moderator should 
make it clear one side will soon slaughter 
the other, based on how things are going 
among the Knights, their crew and any Child 
guests. If the Knights have the confidence 
of their crew, the Children are losing and 
Leader’s warriors want to intercede. If the 
Knights’ hold on their crew’s confidence is 
weak, the Guild is losing and the liegemen 
desperately want to help. The challenge is 
in convincing either group that the mission 
they are on is far more important than the 
outcome of any one battle. 

•	 The party’s ship is intercepted, outmaneu-
vered and outgunned by a Child squadron. 
Running is impossible, fighting could destroy 
their ship, and capture would certainly end 
the mission. The challenge lies in orches-
trating a decisive tactical advantage, or in 
cleverly leveraging the presence of Leader 
of Killers to make good an escape.

•	 The Knights come across a shipwrecked 
Guild vessel and her crew. Many are badly 
injured, they are running out of supplies and 
they can’t survive the freezing Dark much 
longer. The situation provides a harsh moral 
dilemma in which the players must choose 
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to render aid, significantly delaying their 
mission or dangerously overloading their 
ship and depleting their own supplies; or 
they can choose to abandon their comrades 
to their fate and continue downwind with all 
due haste. If the party stops to lend aid, as-
sume the Lance of Fate leaves Harbor during 
the delay and the party must intercept her 
while already underway as described above. 

In addition to these events, moderators are 
encouraged to include any of the encounters 
from the Twilight Frontier or Dark section of 
the Aerial Encounters appendix to make this 
journey even more harrowing (see page 150). 

Reluctant Comrades
Moderators should emphasize how the shared 
dangers of their unlikely alliance and risky voy-
age builds camaraderie between the Kin and 
Children in any coalition crew — especially 
Leader and the characters — no matter how 
reluctant. From rescuing Leader and protect-
ing the Children through a possible return 
to Point Defiance, to the series of moral di-
lemmas described above, the disparate crew 

members, perhaps inevitably, start to see each 
other differently and may even start to depend 
on each other. 

Moderators with groups that like these 
kinds of roleplaying encounters should use the 
following to set up short vignettes between 
their characters and any Children of the Dark 
crewmembers to represent this increasing ca-
maraderie. Call for plays where appropriate. 

•	 A serious wound incurred during the above 
encounters or in a shipboard accident force 
an injured crewmember and the healer to 
spend considerable time together. A strong 
platonic or even romantic chemistry leads 
to growing friendship and protective behav-
ior between the character and his patient, 
which is tested when one of them is threat-
ened by the other’s crewmates. 

•	 Depending upon which vessel — Guild or 
Child — the party ends up taking to Har-
bor, the provisions are completely 
unknown to some members 
of the crew. The source, 
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appearance and taste of the food, as well as 
any spices or traditions involved, become a 
point of concern and humor for the crew 
when they are served at the first mess.

•	 Sailors are sailors, regardless of whether 
from the Light or the Dark, and the dif-
ferences between the ships, technology, 
practices and traditions of the hosting crew 
inevitably fascinate the visiting crew. Panto-
mimed lessons ultimately save the ship when 
a major malfunction is diagnosed and quickly 
repaired by a visiting crewmember.

•	 Encountering mutually incomprehensible 
languages for the first time leads to fas-
cination, frustration, curiosity and pidgin 
compromises. The process is riddled with 
landmines, but each crew learns a small vo-
cabulary of words and phrases in the other 
crew’s language. Assume that any charac-
ter who makes an effort to learn the Child 
tongue, and whose player then wins an asso-
ciated luck draw during a given interaction, 
successfully communicated her intention.

Cheating Fate
Despite the audacity of the intent, the party 
has several options for attempting to infil-
trate the Child naval base at Harbor. Assum-
ing Earnest Predator survived the attack at the 
Abject Archipelago, they can be smuggled in 
by Leader and her crew, hidden in cargo or as 
captured enemy prisoners. If flying their own 
vessel, they can use subterfuge or skymanship 
attributes to hide their ship and infiltrate by 
launch or glider. Perhaps most effectively, they 
can use Potential to make their supernatu-
ral way past any patrols and onto the heavily 
guarded skyland.

Play through FB15 — Ranking Regatta, 
page 147.

Moderators should give players who like to 
make clever plans the chance to do so, and of-
fer suggestions only if the group struggles or 
dithers. Whatever approach the characters 
decide to use, there are a number of obsta-
cles with which they must contend, and Lead-
er of Killers can provide information about all 

of them. Note, however, that despite 
her name, Leader strongly op-

poses any plan that includes 
the death of any Ethos. 

Though a member of the Embassy, she is dedi-
cated to her people and is betraying them only 
to save them. That said, if it comes down to the 
success of the mission or killing Children, she 
lives up to her name. 

Naval Cordon

The Children are at war with the Kin and 
are well aware that concentrating their fleet in 
one major port is a strategic risk. Accordingly, 
they have a large and disciplined cordon that 
surrounds Harbor in a spherical web of ves-
sels that all but assures interdiction of any ap-
proaching ships. The gunboats are well-armed, 
numerous and their crews very well trained. 
They use their Potential to probe the Dark, fly 
intersecting patterns that are almost impossi-
ble to evade and regularly approach, board and 
inspect ships of all kinds. The cordon is well 
practiced in the tactic of collapsing en masse 
on any potential threats, and their firepower is 
formidable. Getting through the blockade re-
quires uncanny skymanship, clever deception, 
a lot of luck and at least one play. 

Player Stakes

•	 The party’s approach arouses no undue 
suspicion. 

•	 The tactics the boat crew uses are so effec-
tive, they earn a 1-card story cache if they 
use surprise in their theft of the Lance of Fate. 

Moderator Stakes (2)

•	 The party’s ship draws the attention of a pa-
trolling vessel, and its crew decides to come 
aboard and conduct an inspection, necessi-
tating a cascading play for the characters to 
avoid detection. 

•	 The party is forced to subdue the crew, hi-
jack the naval patrol vessel and dispose of 
both in a way that does not draw even more 
attention. Even if successful in ditching the 
ship, the Knights earn a 1-card challenge 
cache representing the heightened alert 
that results when word of the missing ship is 
communicated around the port.

Going Ashore

Harbor is an exceptionally busy port, and 
as such there is round-the-clock activity as 
ships dock and undock, vessels are repaired 
and outfitted, cargos are loaded and unloaded 

Chapter 5: The Amplifier



117

Harbor
Harbor is a wide, crescent-shaped skyland made up primarily of Masters’ ruins and bar-
ren bedrock. The interior is flat; due to its unusual shape, the Wind shadow is virtually 
nonexistent. The ruins here provide most of the infrastructure for the current city and 
almost all of the salvaged materials for the modern construction.

The coast is densely packed with windmills, quays and shipyards, with official naval 
facilities taking up the vast majority of the available shoreline. The rest is held by various 
Clades and consists of commercial docks, warehouses and staging grounds. Massive, de-
fensive gun emplacements loom over the dark sky cliffs positioned to have overlapping 
fields of fire everywhere across the skyland. The fact that any enemy ship attempting to 
land anywhere would have no fewer than three batteries able to fire on it is not overkill 
but political caution in the wake of the Traitor’s Rebellion. Command of the various 
emplacements is held by different Clades, so no single group has sole control of the 
island’s defenses.

Though larger than the Guild’s naval headquarters, the fortifications that house the 
Ethos’ naval command are more compact and almost entirely underground within a 
virtually impregnable bunker-like complex built by the Masters. The rest of the island’s 
interior is crowded with the Clade compounds, foundries, weapon factories, industrial 
workshops, warrior camps and training fields that make up the essential infrastructure 
supporting the Child fleet. As many as 30,000 people permanently live and work in Har-
bor; depending upon deployments and schedules, another 10,000 naval and merchant 
crew members may be in port at any one time.

Like the gun emplacements, control of Harbor and command of the naval fleet is 
shared among a number of the most powerful Clades, insuring that no single power 
bloc can pose a threat to the whole. Accordingly, naval operations are often as political 
as they are strategic. 

and thousands of sailors and support workers 
teem about the massive Masters’ ruin turned 
naval base. As a result, disembarking from a 
ship or sneaking ashore means the characters 
could run afoul of any number of random Chil-
dren who could raise an alarm, or perhaps, 
most being warriors themselves, mount an at-
tack while alerting the base.

In addition, although a city of sorts, Harbor 
is unlike any place the characters have been 
before. The adaptations of the Ethos allow 
them to see in the dark, so the settlement is 
virtually unlit. The cold byways are not exactly 
streets, and the buildings are a confusing array 
of ice-covered structures that make getting 
lost inevitable. Accordingly, even if the charac-
ters are guided by Leader or one of her crew, 
they suffer a -1 card Play hand penalty for the 
strange environment when moving around and 

acting within the city. If they strike out unguid-
ed, the penalty is -2 cards.

Once ashore, the characters need to find a 
hideout where they can rest and perhaps heal, 
and from which they can scout the location and 
security around the Lance of Fate. Leader can 
help with a place to hide, but even her ideas and 
resources are stretched thin in these unusual 
circumstances. Remember — the characters 
are the very first Kin to ever step foot on Har-
bor as anything but doomed prisoners.

Player Stakes

•	 The party evades detection and success-
fully goes to ground in the heart of enemy 
territory.

•	 The party has time to successful-
ly scout their target and gains 
intelligence about security 
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measures that prove useful when they at-
tempt to board the Lance of Fate. 

•	 The party gains insight to the defenses and 
infrastructure of the Children. These in-
sights will make them some of the foremost 
experts on Child defense tactics in the Guild 
— if they survive and return to the Light. 

Moderator Stakes (2)

•	 The party fails to find a bolt hole and must 
immediately attempt to take the Fate with-
out scouting or preparation, for fear of be-
ing caught if they delay.

•	 The party runs into a horde of drunk Child 
sailors; the massive brawl that results draws 
the attention of the Harbor Wardens as de-
scribed below. A second play must be made 
to deal with this new and much more dan-
gerous threat.

Harbor Wardens

The Harbor Wardens are po-
tent adepts who use an army 
of small, observant Potential 

golems to detect suspicious behavior and 
identify errant sources of Potential — each 
sensitive to the use of its specific form of el-
emental energy. The golems constantly patrol 
the harbor, docks and streets of the city — a 
ubiquitous and oppressive presence in the lives 
of the sailors and residents of the settlement. 
Once they identify a threat, the Wardens send 
in larger, more formidable attack golems to 
subdue and capture the target.

Quintessence and Kin elementalism draw 
from the same source, but the purity of Kin 
Potential makes it stand out to the golems’ 
senses against the normal, mixed background 
energy of the city’s inhabitants. Accordingly, 
every time a character uses Potential while in 
Harbor her player must make a luck draw — 
two cards to the moderator’s one. If she wins 
the draw, she goes unnoticed for the moment. 
If she loses, one of the patrol golems reports 
the anomaly. At that point, the moderator 
should send in one or more attack golems as 
soon as dramatically appropriate. 
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Dangerous Environs

Moderators who want to make more out of 
the challenges of infiltrating and hiding out in 
Harbor should use any of the following to set 
up encounters. 

•	 While scouting the naval base, one of the 
characters comes across a group of grubby 
Ethos children playing some variant of Kin 
vs. Ethos. Unsurprisingly, not only are the 
Ethos winning, but the children are shocked 
to see a real “monster,” and it is clear they 
are about to raise the alarm. The encounter 
pivots on the moral dilemma — the choice 
of silencing the children or leaving them to 
alert the authorities that Harbor has been 
infiltrated by the Kin!

•	 One of Leader’s crew betrays the party to 
the authorities, who storm their hideout, ini-
tiating a running Potential battle through the 
strange cityscape and causing security around 
the Lance of Fate to be dramatically increased.

•	 Leader’s civilian allies in Harbor risk their lives 
hiding the party, and the characters’ interac-
tions with them lead the Knights to question 
much of what they once thought they knew 
about the Children. When these allies are un-
expectedly hauled away for interrogation, the 
party must decide if they are going to rescue 
them or leave their new friends to their doom. 

Going Aboard

The Lance of Fate is docked in the shipyard 
where she was built; the yard itself is in the 
middle of a large, busy naval base. The ship is 
still suspended in its construction scaffolding 
and is guarded by a squad of security person-
nel. The only crew onboard is a small band 
of technicians currently outfitting the ship’s 
secondary systems. Infiltrating the base and 
actually getting aboard the Fate without being 
detected are likely to be the hard-
est parts of hijacking the ship.

The Lance of Fate

The Fate is a strange ship, even for a Child design. With lines unlike any other Ethos 
vessel, the ship is a heavily armored, inverted teardrop, constructed for a single pur-
pose. The Ethos built the craft to penetrate the Wrack Wall in hopes of discovering 
much-needed resources beyond the dangerous barrier. The shape and armor protect 
the vessel from the blizzard of rubble that makes up the Wall, and the excessive mass 
and streamlining of her overbuilt hull allows her to descend even against the raging 
upward force of the Wind. 

The ship has two flight modes: lance and salvage. In lance mode, the ship’s armored 
plates create a smooth, almost invulnerable exterior that facilitates penetrating the 
Wall and spearing through the Wind. In salvage mode, sections of armor slide open, 
extend or retract like the carapace of a massive metal beetle, exposing hatches, obser-
vation cupolas, loading gantries, cranes, launches and other equipment. 

A number of deadlight periscopes and a retrofitted Masters’ relic called the Echo 
Sounding Auricular allow the crew to perceive the dark sky outside the ship, even when 
in lance mode. Relatively small, with an intended crew of only 25 sailors, scientists and 
salvage experts, the ship’s interior is cramped and utilitarian, with the majority of her 
volume devoted to cargo holds for potential salvage. 

The heavy construction means that in lance mode the Fate is all but indestructible. 
Since her designers wanted her to be able to defend herself from unknown threats be-
yond the Wall, she can also deploy an imposing array of weapons while otherwise sealed 
up, making her a uniquely formidable little warship as well — one only exceptionally 
heavy, accurate and sustained fire could take down. Accordingly, many among the naval 
leadership supported her construction as much to create a new class of battleship as to 
secure potential resources.
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Once aboard, the characters have to deal 
with the technicians and support staff install-
ing the last of the Fate’s systems and fixtures, 
either luring them off the ship or subduing and 
securing them. Remember that Leader oppos-
es any unnecessary deaths.

Player Stakes

•	 The party sneaks aboard but kills two of the 
technicians in the process, earning a 1-card 
challenge story cache the next time they 
make a play involving Leader or her crew. 

•	 The party sneaks aboard and takes the ship 
without raising an alarm. 

•	 The party so deftly secures the ship and 
technicians, that they learn several key facts 
about the ship’s control systems from their 
captives, earning a 2-card story cache that 
can be used in any play that involves oper-
ating the Fate.

Moderator Stakes (3)

•	 The party gets aboard the ship but some-
how give themselves away. The security team 
sounds an alarm and begins trying to retake 
the vessel. 

•	 Several of the technicians are killed, earning 
the party a 2-card challenge story cache for 
plays involving Leader. 

•	 Some of the Fate’s systems are damaged in 
capturing her, and the ship now has a 2-card 
challenge story cache for any play involving 
her operation. 

Taking Off

As described in the Upwind corebook, Child 
vessels don’t use circuit boxes to modulate 
their induction hulls, instead depending on liv-
ing pilots. If all has gone well, Leader brings a 
pair of trusted pilots from her own crew with 
the hijackers, and she herself has had training 
so can also serve in this role.

Launching the ship requires installing at least 
one pilot, activating various systems, crashing 
out of the construction cradle and running the 
naval cordon. If the alarm has been raised, it 
also means fending off any attempt to retake 

the ship. Given her heavily armored construc-
tion, and the fact that the Ethos do not want 
to damage her, initially that is only a matter 
of securing the various hatches against entry. 
Any skymanship, technological or tactical skills 
can be used to make or contribute to a play to 
launch the Fate.

Player Stakes

•	 The Fate smashes its way through the ship-
yard infrastructure, dragging along the 
ground and toppling over the edge, but get-
ting airborne. 

•	 The characters manage a graceful launch, 
getting the jump on any pursuit and earn-
ing a 1-card story cache to fend off any such 
chase.

•	 The characters punch through the cordon 
and elude all pursuit. 

Moderator Stakes (3)

•	 The Fate stumbles clumsily into the air, leav-
ing destruction in its wake, but not before a 
sizable security force manages to force its 
way aboard. 

•	 Damage from the destructive takeoff gives 
the party a 1-card innate challenge cache for 
any future plays to operate the ship. 

•	 The Child navy descends on the Fate like a 
flock of starving dark dragons and a running 
ship battle ensues. To make good their es-
cape, players must make a cascading play 
with one of the characters taking a mortal 
wound as part of the moderator’s stakes.

Play through FB14 — Going Down, page 146.

Once in the air, if it looks like the Fate is like-
ly to escape, the Children reluctantly decide 
to destroy her and attack with their heaviest 
available warships: the Honorable Hunter and 
the Dead Maker. Assuming she gets away, both 
the Hunter and the Maker pursue the Fate into 
the Wall. The Hunter is destroyed in the at-
tempt, but the Maker, while suffering critical 
damage, successfully follows the Fate’s lode-
stone and potentially reacquires her quarry in 
the climactic close of the campaign.
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PART 2: THE WALL

Assuming the characters have at least 
temporarily eluded pursuit by the 
Child navy and dropped downwind 

as fast as the lightless conditions allow, they 
approach the Wrack Wall in ten or twelve 
clocks. If they have not yet learned all they can 
from Leader of Killers about the phenomena, 
this would be a good time for the characters 
to question her.

This journey will be fraught with suspense 
and uncertainty. Do the characters really 
know where they are going? Are they being 
pursued? Will the experimental vessel survive 
passage through the Wall, and if so, what will 
they find on the other side? Is the Grand Am-
plifier real, and if so, will it be the peacemaker 
the Embassy hopes for? In addition, besides the 
Knights and Leader, there will likely be Kin or 
Child crew members — or both — crowding 
the decks of the Fate; the resulting tension will 
challenge the characters’ leadership abilities. 
If the moderator wants to make a roleplaying 
opportunity out of this potential conflict, she 
should call for a play based on interpersonal 
attributes. 

Player Stakes

•	 The characters quell any unrest among the 
crew, and instill enough confidence that they 
maintain discipline, duty and ship. 

•	 The characters prove so inspiring, they gain 
a 1-card story cache they can use when in-
teracting with the crew.

Moderator Stakes (1)

•	 The characters are unaware of any under-
lying tension until it erupts in a bloody fight 
that leads to the death of several crew mem-
bers on both sides. The party earns a 1-card 
challenge cache for any plays involving the 
crew. 

•	 Several crew members steal one of the Fate’s 
launches and head upwind, abandoning the 
ship and the mission.

In addition to roleplaying through any con-
flicts between crew and characters, modera-
tors are encouraged to include any of the ap-
plicable events from the Dark section of the 

Aerial Encounters appendix during this ten-
sion-filled journey (see page 150). 

Against the Wall
Once the ship’s altitude barometer signals the 
crew that they are nearing the upper margin 
of the Wall, their progress perforce slows to a 
crawl. As they approach the Wall the crew has 
to decide when to enter lance mode and begin 
their descent. If the players make a serious at-
tempt to prepare, describing the precautions 
they take or the drills they conduct, give them 
a 1-card story cache they can use in the fol-
lowing series of plays. If they dive in recklessly, 
assign them a 1-card challenge cache. 

Regardless of the timing or the preparations 
they make, moderators should pick a dramat-
ic moment right before the Fate begins her 
descent into the Wall, to have the Honorable 
Hunter and the Dead Maker appear, guns blazing 
and boarding crews ready to assault the Fate.

Player Stakes

•	 The Fate is able to drop away from her at-
tackers into the relative safety of the Wall 
and escape pursuit. 

•	 The party is able to use the shape and heavy 
armor of the Fate to smash through the Hon-
orable Hunter, breaking its keel and drop-
ping it into the Wall where she is eventually 
smashed into wreckage. 

•	 The characters are able to use the collision 
with the Hunter to convince most of the 
remaining pursuers that the Fate was de-
stroyed in the crash and lost in the Wall. 

Moderator Stakes (2)

•	 The Fate escapes the battle but with dam-
age represented by a 2-card innate challenge 
cache for any plays involving the function of 
the ship.

•	 All the party members must make minor 
wound draws, and the loser of a group luck 
draw must make a major wound draw.

•	 One of the party members must 
make a mortal wound draw 
as the result of a voluntary, 
intentional and very daring 
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act of self-sacrifice that saves the rest of the 
party and allows the Fate to escape their 
attackers.

•	 Leader and any of her crew become despon-
dent at the loss of life incurred in the de-
struction of the Hunter; the characters must 
make a play to successfully refocus them on 
the importance of the mission. 

Through the Wall
The Children of the Dark are not known for 

subtlety, and the Lance of Fate is noth-
ing if not a Child vessel. She is 

not built to dodge, fend-off 
or otherwise avoid crushing 

collisions with the boulders and islets of the 
Wall. She is built to endure them — to sur-
vive impacts and damage that would pulverize 
standard vessels. The teardrop shape is in-
tended to turn direct hits into glancing blows 
and the heavy armor and reinforced frame is 
meant to withstand any harder collisions. The 
redundancies in the essential systems mitigate 
damage that reaches the inner sections, pro-
viding critical durability.

The ride through the wall is a wild one that 
tests the ship’s design, the resolve of her ad 
hoc crew and the luck of the desperate expedi-
tion. For narrative purposes, the trip is divided 
into three parts and moderators should call a 

The Wrack Wall
Every Kin knows that the Wind blows upward from the Dark and that the farther 
downwind one travels, the stronger the Wind and the Potential it bears. Every Kin also 
knows that any stones eroding off the skylands fall forever into the abyss — or so says 
the common lore. In truth, any that don’t hit an intervening island fall downwind until 
they reach an icy region the Children call the Wrack Wall — or more literally translated 
from Ethos: “the lethal barricade of seething sky-wrack.”

For unknown cycles, countless fragments — boulders, rocks, gravel and dust — have 
eroded from larger skylands, so lacking sufficient elemental buoyancy to remain aloft, 
these have tumbled into the Dark. These geological debris continue falling until the 
higher levels of ambient Potential in the deep Dark combine with the stones’ inherent 
elemental buoyancy to slow, and eventually halt, most of these plummeting fragments. 
As a result, over the eons, the stony detritus has collected in a thick, floating ever-surg-
ing geologic wrack line spread across this dark and frozen region of the sky.

The ultimate tumbledown, this thick field of crashing stones is not a solid mass but 
a chaotic maelstrom of tumbling, spinning, colliding ice-covered rocks eternally grind-
ing themselves into frozen dust. Naturally stratified by relative inherent buoyancy, the 
various layers surge and mix as violent collisions occur, causing secondary impacts that 
spread outward like ripples in a stony sea. The resulting sound — the geologic growl of 
countless, continuous impacts — drowns out even the screaming howl of the Wind as 
it rips upward through the tumbling barrier. 

Any normal ship attempting to sail through the Wrack Wall is doomed, and more 
than a few Child expeditions have been lost in the attempt. An alert and lucky crew 
with a nimble ship and an expert helmsman might survive half a bell, but inevitably, with 
the lack of light, the unpredictability and the sheer density of the surging, ricocheting 
debris, the ship will ultimately be destroyed. If not crushed by a single, sudden massive 
collision, then holed by a hundred stony cannonballs that pummel the ship to splinters 
and the crew to death. 

What lies beyond the Wrack Wall is a mystery — the compelling enigma that drove 
the Ethos to first send several, ultimately doomed, missions and then to conceive, de-
sign and build the Lance of Fate.
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Dreadnoughts
The Honorable Hunter and the Dead 
Maker are examples of what the Guild 
designates as dreadnought-class 
Child warships, and these two in par-
ticular are among the most fearsome 
in the Ethos fleet. 

Only the size of a Kin frigate, but 
heavily armored and carrying twice the 
weaponry, a dreadnought is a match 
for any three Kin vessels. Bearing pow-
der cannon, missile tubes, Masters’ 
weapons and crowded with blood-
thirsty fighters, these ships are the ra-
zor-edged backbone of the Child fleet.

As with most Ethos ships, the 
enclosed decks, metal hulls and ar-
mor plating make the dreadnoughts 
uniquely durable targets. These 
vessels carry twice the crew of any 
other class of Child warship, and are 
outfitted with so many redundancies 
as to be virtually indestructible. Many 
are even equipped with retrofitted 
guardian cables they use to grapple 
and reel in enemy ships, and ram-
like boarding gangways they deploy 
to punch into Kin hulls, then use as 
bridges for boarders. 

Fortunately for the Guild, such 
ships demand excessive resources to 
build and crew, so the class is limited 
to only a dozen such vessels across 
the entire Child fleet.

play for each one — with potentially cascading 
outcomes — to determine the final results of 
the passage. 

Moderators should emphasize the drama, 
tension and frightening uncertainty inherent in 
the passage, providing lots of intense, moody de-
scriptions and encouraging roleplaying to match. 

The Plunge

Whether of the crew’s free will or because 
they are being chased in by the pursuing war-
ships, the Fate has to button up in full lance 
mode before entering the Wall. Moderators 

should make a dramatic scene of this, describ-
ing how it takes the untrained skeleton crew 
extra time to seal the ship and how a claustro-
phobic doom envelops the characters as the 
armor closes. 

Moderators should describe an anticlimac-
tic calm following the escape from the Child 
warships, punctuated by inconsequential im-
pacts of smaller stones sounding like a few 
pebbles hitting a shed roof. Then a larger 
impact startles everyone as the ship shakes 
from the crash, but is otherwise undamaged. 
Then, right as everyone begins to think they 
might just make it through the geological 
storm, a massive blow all but capsizes the 
ship and sends it spinning off in a random di-
rection. Call for the first play. 

Player Stakes

•	 The ship and crew survive the collision with 
only bruises and soiled britches.

•	 Despite frequent and loud impacts, excep-
tional piloting by the Child helmsman and 
the unique design features of the ship get 
the crew through the first part of the deadly 
voyage relatively unscathed. 

•	 The ship performs so well to this point that 
any characters with engineering or natural 
sciences attributes can garner enough in-
formation about the ship’s abilities, or the 
Wrack Wall as a phenomenon, that they 
can write monographs that make them fa-
mous in their fields — assuming they sur-
vive the expedition and return safely to the 
Academy.

Moderator Stakes (2)

•	 The ship is holed and howling wind and rico-
cheting stony debris fills the interconnected 
parts of the vessel. Any Ore users in the 
crew may make a narrative Potential spend 
to seal up and reinforce the armor.

•	 Numerous system failures and desperate 
damage control equate to a 1-card innate 
challenge cache for the next play. 

•	 The crew is so stunned by the impact all 
players must discard 1 random card from 
their Play hands to simulate 
their dazed states, and may 
not recover them until af-
ter the next play.
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The Passage

The middle section of the passage is the most 
dangerous as the Fate enters the most densely 
packed region of the Wall. Small collisions are 
almost constant; larger, crushing impacts slap 
the vessel around like an iron keg hit with grape-
shot. Just as the crew thinks they — and the Fate 
— can’t take any more, the ship is slammed from 
below and flipped end over end and a massive 
dose of wild Wind Potential invades the vessel’s 
corridors, blowing out hatches and deadlights 
and blasting crewmembers down hallways like 
bullets in gun barrels. The excess power floods 
throughout the Fate and takes the form of a 
raging Wind elemental. The swirling, ripping 
air leaps from compartment to compartment, 
smashing its way through the ship, attacking ev-
erything it encounters with primal fury.

In this encounter, the party has to deal 
with the damage and injury of the impact, the 

spreading destruction and the 
rampaging elemental. Modera-
tors should call for a play. 

Player Stakes

•	 The crew somehow manages to keep the 
Fate in the air, though she is listing badly and 
has acquired a slow spin. Everyone must 
make minor wound draws.

•	 The damage renders several auxiliary sys-
tems useless but falls short of catastroph-
ic failure. Several of the crew are killed by 
impacts with bulkheads and Wind-blown 
shrapnel.

•	 A Wind user in the party is able to “tame” 
the elemental and use it to deflect a number 
of ship-killer boulder impacts as the descent 
continues. 

•	 The party is able to shield the entire crew 
from lethal damage. 

•	 In an unlikely and harrowing tale that any 
survivors recount to eager listeners for the 
rest of their lives, the party and crew all es-
cape the impact and elemental attack entire-
ly unscathed. 
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Moderator Stakes (3)

•	 The ship is so badly damaged that the crew 
is forced to find a largish chunk of skyland 
on which they can crash-land the vessel into 
a protective ravine or crevasse where they 
can effect repairs, making for a chaotic and 
tumbling shipyard and requiring another 
play. A quarter of the remaining crew is lost 
in the event and every party member must 
make a major wound draw. 

•	 Half the remaining crew is lost. 

•	 Leader of Killers is lost in the Dark when an 
external bulkhead is ripped open, and the 
elemental sucks her out the gaping hole. 

•	 The loser of a group luck draw loses his left 
arm to jagged metal shards that burst from 
an over-pressurized fixture.

•	 The loser of a group luck draw must make a 
mortal wound draw. 

The Breakthrough

As the Fate finally passes through to the down-
wind border of the Wall, the characters have to 
contend with the full force of the Wind for the 
first time in their lives — both physically and 
Potentially. Though no longer pummeled by a 
crossfire of errant boulders, the howling Wind 
outside is so strong the ship could almost hover 
with its induction hull deactivated, held aloft by 
the physical force alone. In fact, if a curious crew 
tries to sail even further downwind, the physical 
force overpowers the Fate own mass and simply 
prevents descent beyond a certain point. 

The Potential in this undiluted Wind car-
ries unprecedented power that neither the 
ship nor the characters were built to contain. 
As the induction hull threatens to blow apart 
from the overload of power, so do the mem-
bers of the party as they hum with excess Po-
tential energy. 

The characters must control the Fate and 
somehow bleed off the glut of energy while si-
multaneously venting their own surplus power. 
To do so, each character must quickly devise a 
way to use or shunt the excess Potential into 
useful or harmless forms or into the black sky 
outside before they burn out. Call for a col-
lective play. 

Player Stakes 

•	 The characters manage to vent both the ship’s 
and their own excess energy into the void, but 
the characters with the two lowest pulls in a 
group luck draw are rendered unconscious 
by the effort. When they eventually come to, 
they suffer a 1-card Play hand penalty for fa-
tigue and confusion for the next clock. 

•	 Any Arc and Ore users on the crew are actu-
ally able to channel some of the excess ener-
gies into repairing the Fate, eliminating up to 
2 cards’ worth of challenge caches that may 
have been assigned as damage to the ship.

•	 Any Rain users with healing Potential are 
able to restore all crewmembers to full 
health as quickly as they can lay on hands. 

Moderator Stakes (2)

•	 The characters’ attempts to vent the excess 
energy result in the deaths of several crew-
members and damage to the Fate that gives 
the moderator a 2-card story challenge 
cache when the crew’s trust or the ship’s 
function is part of the play. 

•	 The Fate is so badly damaged, that despite 
the excess Potential and the physical force 
of the Wind, the crew must take to the 
boats and abandon her. The ship’s systems 
suffer a cascade failure, and she slowly drifts 
into the abyss. 

•	 Half the remaining crew is lost in the pan-
icked abandoning of the Fate. 

Overpowered

While below the Wall, characters absorb 
Potential energy at a dangerous rate and are 
at constant risk of overloading. As a result, re-
charging spent Potential is essentially instanta-
neous and to simulate this, players redraw their 
Potential cards as they spend them, rather than 
at the upwind rate of one per bell of in-game 
time. However, every time a character uses her 
Potential, her player must draw a card from the 
moderator’s deck. If it matches the character’s 
Potential suit, an overload of elemental power 
adds an unexpected and problematic complica-
tion to the outcome of any play or narrative 
action — as determined by the 
moderator. 
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Examples of such effects could include: 

•	 The effect the character created is twice as 
powerful as intended, and whatever he was 
seeking to manifest is twice as fast, volumi-
nous, dangerous, explosive, etc. 

•	 The adept manifests as a wild elemental 
that accompanies her intended effect and 

wreaks collateral havoc in its confusion and 
frustration.

•	 The result is strangely persistent, with usu-
ally instant manifestations — like arc blasts 
—  lingering for a bell or more and main-
tained uses — like golems — apparently be-
coming permanent without draining Poten-
tial cards from the player’s hand.

PART 3:  
THE GRAND AMPLIFIER

Once the aftermath of the passage 
through the Wall has been resolved, 
assuming the crew survived and they 

still have some form of transport, they likely 
continue following the Eye, making haste to-
ward the Grand Amplifier. A reasonably cau-
tious pace brings the Fate to the Amplifier in 
five clocks. 

As they proceed, the characters learn sev-
eral things about this strange, undiscovered 
world. The skies are oddly empty of islands, 
clouds, snow and animals. The wind is so phys-
ically powerful that all of these things appear 
to be blown upward to the level of the Wrack 
Wall or beyond. The air is bitterly cold, exces-
sively dry and the deafening roar of the Wind 
makes every conversation — even in the bow-
els of the Fate — a shouting match. 

Belly of the Beast
Though smaller animals appear absent, 

there are signs of larger beasts dwelling in 
this dark reach — perhaps living on the ex-
cessive Potential. Occasionally, the lookouts 
sight clusters of extremely long, dimly glowing 
strands or tentacles that trail upward in the 
Wind that, if approached, retract quickly into 
the darkness below. If subsequently pursued, 
the characters find nothing but empty sky. 

There are occasionally deep rumbles — 
more vibrations really — that echo through 
the hull and sound more organic than the rip-
ping howl of the Wind or the distant rumble 
of colliding boulders overhead. Especially since 

there are often answering rumbles 
that sound more like responses 

than echoes. 

At some point during the voyage, as the Fate 
passes through a veritable forest of the glow-
ing fronds, a particularly loud rumble sounds 
through the hull and any nearby spark flowers 
suddenly wink out. Long, tension-filled mo-
ments after the rumble fades, the Fate is sud-
denly, violently wrenched back and forth, and 
the helmsman loses all control as a massive le-
viathan tries to swallow the ship. Moderators 
should call for a play. 

Player Stakes

•	 The crew is able to cause enough pain with 
the ship’s cannon and their own Potential 
that the beast spits them out, but not be-
fore doing enough damage that the Fate can 
no longer enter lance mode.

•	 One of the creature’s massive teeth is 
wedged between the ship’s armored plates 
and recovered by the crew. Assuming they 
make it back to civilization, this trophy 
proves a scientific treasure that can make 
someone’s reputation as a zoologist. 

•	 The Fate’s arc cannon stuns the creature 
thoroughly enough that the crew has time 
to actually inspect the creature — and even 
board it to collect samples — should they 
be so brave. 

Moderator Stakes (2)

•	 The ship gets caught in the monster’s gullet, 
and it begins choking on the vessel.

•	 The Fate is damaged beyond use, and the 
crew must abandon her, fleeing in the boats 
while the creature’s mouth is still wedged 
open by the wreckage of the half-crushed 
vessel. 
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Spark Flowers
These enigmatic entities are actually 
the descendants of artificial life forms 
created by the Masters of the Wind. 
Intended as living spark bottles that 
could absorb and store ambient Po-
tential, the creatures were one of the 
many ways the Masters’ attempted 
to directly control elemental pow-
er. Ultimately an experimental dead 
end, during the DownFall these or-
ganisms apparently escaped captivity, 
became feral and survived. 

Not plant or animal, but some-
thing else entirely, spark flowers are 
uniquely strange — large, bulbous, 
entities the size of a small ship. With 
a lower, heavy, ballast-like mass com-
prised of a teardrop-shaped ball of 
soft flesh and dozens of extremely 
long, retractable, upwind-trailing 
tentacle fronds, the whole creature 
glows with a dull-yellow light. It 
spends its life drifting in the howling 
Wind below the Wall, absorbing raw 
Potential through its tentacle strands 
and metabolizing it to meet its phys-
iological needs. When individual 
flowers reach some maximum size 
threshold, over the course of a single 
clock they split into halves, glowing 
much brighter in the moment they 
do, and becoming a pair of descen-
dants without an ancestor.

A staple prey of the leviathans, the 
flowers are sensitive to the massive 
creatures’ vocalizations, and instinc-
tively dim their glows when the mon-
sters approach in an attempt to avoid 
being eaten.

Leviathans
These exceedingly rare creatures 
are perhaps related to the hemoths 
of the higher realms but evolved to 
impossibly vast sizes. Similar to their 
distant cousins, but with longer, 
more eel-like forms, their huge maws 
can easily engulf a frigate, and their 
appetites are as large as their bodies. 
Luckily, there is an ecological balance 
between the natural fecundity of the 
spark flowers and the hungry levia-
thans, with the former making up the 
majority of the latter’s enormous and 
mostly carnivorous diet. Leviathans 
also occasionally engulf and grind 
boulders to gravel from the overhead 
Wall to ingest essential nutrients.

Though the Wall appears to be 
an effective barrier to migration, as 
even a creature the size of a leviathan 
might not survive passage through 
the tumbling rocks, if one of these 
animals were to make it to the high-
er levels, it would be a formidable 
threat to the realms.

Final Destination
As the Fate and her crew — or what’s left of 
it — finally approach the Grand Amplifier, they 
enter a zone of dead calm that surrounds the 
ancient structure, magically holding the fury 
of the Wind silently at bay. The sudden and 
ominous stillness should only raise the tension 
and likely give the group pause as they decide 
whether to dock or ferry aboard by launch. 

Either way, as they arrive at the Amplifier — 
perhaps anticlimactically — nothing happens. 
The dully glowing dome sheds a muted light 
over the icy exterior topography. There are a 
number of hatches to which the characters can 
dock the Fate, and large, open ports through 
which the characters can pilot a launch. The 
clever use of mechanical or Poten-
tial attributes can get them past 
any sealed doors so they can 
explore the interior. 

•	 Only one crewman survives the attack, and 
he is understandably convinced it is only a 
matter of time before he, too, is killed in 
some horrible way by the crazy Knights’ ter-
rifying recklessness. 
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Once aboard and exploring the Amplifier, 
the characters have a number of encounters 
that together serve as the climax of the cam-
paign, and in the end, require them to make 
a potentially world-changing choice. These 
encounters are presented in a recommend-
ed sequence, but moderators should present 
them as best fits the actions of their charac-
ters. The author strongly suggests, however, 
that “Dreadnought” should be staged just as 
the characters act to resolve “Cradle,” so as 
to create the most dramatic and tension-filled 
conclusion.

Defenses

The Amplifier is outfitted with all manner of 
maintenance and guardian automatons, all of 
which recognize the characters as authorized 
users and ignore them — until they begin to 
damage, disassemble or otherwise interfere 
with the normal structure or function of the 
facility. At that point, the guardian cogs at-

tempt to apprehend and restrain 
the characters, and the main-
tenance cogs begin repairing 

The Grand Amplifier
From a distance, the Amplifier looks like a dimly glowing sailmaker’s needle floating 
against the black. On closer approach, however, the artifact resolves into a massive 
structure of Masters’ alloy and elemental glass that thrums with contained power. The 
Amplifier floats vertically in the air, point down, with a squat, baroquely framed glass 
cupola capping the upper end, gleaming from within with the shifting purplish light char-
acteristic of Masters’ artifacts. Under the dome is a series of irregular cylinders con-
taining the complicated workings of the vast mechanism. Extending downward from the 
bottommost of these is a long, tapering shaft that ends in a complex array of web-like 
induction elements that occasionally spits arc into the surrounding sky. 

This structure is not actually the Grand Amplifier; at least not all of it. The Amplifier 
originally consisted of a vast array of similar devices that was intended to work as a dis-
persed network (like a colonial organism) to give all the Masters control over Potential. 
Most of the nodes were destroyed when the Ethos’ ancestors prematurely activated 
the network’s central node — the Confluence — ultimately causing the DownFall. This 
particular node — this specific amplifier — was spared by the fact that it was not yet 
tethered to the rest of the array at the time of the sabotage. It has remained lost — 
untouched and undiscovered — since that time.

The exterior of the structure is pitted, scratched and dented, as if it has spent an 
eternity drifting in a cluttered sky, and is covered in patchy layers of crusty frost. The 
interior is divided into four different sections, each consisting of one or more levels of 
varying complexity and purpose. 

or reassembling whatever the characters dam-
aged or took apart. 

The guardians include small, scampering, spi-
der-like devices with formidable arc stunners 
as well as lean, fast, agile bipeds with multiple 
bladed arms. There is a quartet of large, heav-
ily armored, close-assault cogs with guardian 
cables, electromagnetic punching rams and in-
tegrated arc grid armor. Even the maintenance 
cogs, if ultimately needed to defend the Ampli-
fier, can assemble into larger, more formidable 
opponents, using their various tools as danger-
ous weapons. 

The automatons can attack in a combined 
assault, or they can hassle the characters in 
ones and twos as they explore — especially 
if the characters threaten — the structure. 
There is a large enough number that the mod-
erator can stage numerous attacks if it helps 
keep up the tension. Even attacking in groups, 
the machines should not be a real threat to a 
determined band of Knights. However, if the 
characters are still carrying injuries from their 
hard voyage, the guardians could prove lethal. 
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The Cradle
The Cradle occupies the space under 
the cupola, and if it were not essen-
tially devoid of fixtures, it might be 
considered the main deck for any 
occupants or crew. The only feature 
under the large dome is a complex 
control device — a baroque, cage-
like basin over which hovers, un-
suspended, a mirror-shiny sphere of 
what appears to be, but is decidedly 
not, quicksilver. The ball is about 20 
feet across and featureless save for a 
faint silvery purple glow and a harness 
of several hundred wires protruding 
from its lower hemisphere. These 
connect through an opening in the 
floor to conduits running throughout 
the structure. Several other similar-
ly sized and coverless hatches lead 
through the surrounding floor, deep-
er into the interior of the Amplifier. 

The sphere is the control harness 
for the entire artifact, but more than 
that, it was intended as a sort of in-
terface cradle into which a Master 
of the Wind could be enshrined, and 
from which that entity could manifest 
the limitless powers of the Grand 
Amplifier. It now sits idle, awaiting in-
put from any sentience bearing mark-
ers of the Masters — such as their 
Kin or Ethos servitors.

The Factory
This section includes half a dozen 
levels, most of which consist of auto-
mated factories, storage holds, raw 
material stockpiles, servitor crèches, 
dormitories and workspaces. Char-
acters are baffled by most of what 
they find here, but what they do rec-
ognize is surprisingly, perhaps shock-
ingly, familiar.

The factories can produce a wide 
variety of objects and constructs, 
including tools and arcanoelectrical 
devices. The crèche can create new 
servitors and overseers — Kin and 
Ethos, respectively.

The Transducer
The Transducer is a massive arcano-
electrical device — multiple inter-
linked devices actually — of dizzying 
complexity. Occupying most of the 
structure’s volume, the Transducer is 
contained in the long shaft connecting 
the Factory to the Reticulum and is 
riddled with access tunnels, conduits 
and maintenance chambers, all hum-
ming with barely contained power. 

The singular function of the Trans-
ducer is to convert the Potential 
energy gathered by the Reticulum, 
modulating it into a form usable by 
the occupant of the Cradle. Giv-
en the vast energies at its disposal, 
and the logarithmic way it increases 
the Potential output, the Transduc-
er gives the Amplifier’s controller 
mythical levels of elemental power. 
Nothing is beyond his reach as his 
will becomes elemental reality.

Use the following as inspiration for any plays 
involving the guardians. 

Player Stakes

•	 The characters fend off the attacking au-
tomatons with only minor injuries, but only 
by destroying them as they attack. 

•	 The party is able to somehow convince the 
guardians that they are not threats to the 
Amplifier, inducing the machines to leave 
them alone. 
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•	 The party is able to co-opt one or more of 
the automatons, and order them to provide 
labor and defense for the duration of the 
mission. 

Moderator Stakes (1)

•	 The automatons attack in waves at a rate 
that turns out to be exactly every 1/5 of a 
bell. Each time they attack, another crew-
man dies and everyone in the party takes a 
1-card wound. 

•	 An injured character is captured and in-
stalled in one of the crèche tanks where she 
undergoes five clocks of medical repairs. 
Any attempt to remove her prematurely 
causes a major wound draw. 

•	 Several crewmen and the loser of a group 
luck draw are captured and stored in gel-
filled suspension tanks. Any attempt to re-
move a crewman kills him outright, while 
any Knight is left with a single Play hand card 
after the ordeal.

It is recommended that the moderator keep 
a number of automatons in reserve to heighten 
the drama of the Dreadnought encounter. If 
the characters have not yet engaged the cra-
dle, the cogs can complicate the Children of 
the Dark attack by presenting an additional 

threat. Conversely, if the par-
ty has achieved control of the 

Amplifier, the characters can use the guardians 
to help fend off any boarders.

Origins

While exploring the factory level, the char-
acters come across a collection of strange de-
vices that ultimately provide shocking insight 
that upends their worldview. As described 
in the Upwind corebook, the Masters of the 
Wind created the Kin and the Ethos to be 
their servitors, to control the Potential they 
themselves could not. With the advent of the 
Amplifier, the Masters no longer needed their 
living tools. As they began a genocidal dispos-
al of those utensils, the tools rebelled, sabo-
taged the Amplifier and triggered the Down-
Fall. Though no longer needing large numbers 
of servitors to control Potential, the Masters 
installed production crèches in their Amplifi-
er nodes against the possibility of some future 
need. These crèches assemble living Kin and 
Ethos from component materials, decanting 
them on demand, providing new, self-replicat-
ing servitors as needed. 

When the characters explore the factory 
level, they discover a pair of crèche vats con-
taining partially assembled servitors — one a 
pure Gale Kin and the other a formidable look-
ing Child of the Dark. Neither is yet complete-
ly formed — both are missing parts of their 
extremities and much of their subcutaneous 
tissue and skin. Neither appears to be alive — 
or dead — as both are being held in stasis, sus-
pended in a thick, preservative gel.

Inspection of the crèche system implies that 
the Kin and Children share a common, seem-
ingly artificial, origin and that they appear to 
have been created whole cloth by the Masters 
of the Wind. Anyone with technical or engi-
neering attributes can attempt to activate the 
crèche machinery and complete the assembly. 
Once running, the process takes another clock 
or so to complete. When the individuals are 
decanted, they are fully viable examples of 
their kind. They possess no memories, but 
demonstrate amazing recall and an innate com-
pulsion to learn language — constantly, inces-
santly repeating any words spoken within their 
hearing. Additionally, they strongly imprint on 
whomever is present at their decanting, and 
even without language demonstrate an innate 
desire to serve and please those individuals.

The Reticulum
The Reticulum is a massive, complex 
latticework akin in structure to an 
induction hull, but in the way a Child 
dreadnought is akin to a child’s toy 
boat. The complex, dispersed, frag-
ile-looking structure extends from 
the downwind end of the Transducer 
into the sky. The Reticulum absorbs 
ambient Potential like a massive fish-
ing net, drawing it in and concentrat-
ing it at a rate several magnitudes 
greater than the entire Guild fleet 
could manage — even if every ship 
was wired together.
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Though there is nothing in the crèche that 
expressly describes the Master-servitor re-
lationship between the Masters of the Wind 
and the Kin and Child ancestors, the players 
are likely to catch the implications and moder-
ators should use their description and tone to 
encourage that conclusion. More clues to, and 
confirmation of, these suspicions could be ob-
tained if the characters ask the right questions 
in the “Machine Mind” encounter below. 

Machine Mind

The characters will inevitably explore the 
Cradle, and when they do, since it is the only 
feature under the dome, they will certainly 
investigate the shiny silver control cradle. A 
close visual inspection shows the ball is in fact 
a heavy metallic liquid that somehow floats in 
place over the guardrail-like frame around its 
lower half. The equator of the ball is above and 
congruent with the railing, putting the surface 
of the sphere in easy reach of any curious char-
acter; a small gap in the railing provides easy 
access should anyone want to climb under — 
or into — the ball. 

This encounter should prove one of the 
most important in the campaign, as it provides 
the opportunity for essential, in-character an-
swers and exposition. To avoid the anticlimax 
usually associated with exposition; however, 
the nature of the control harness and the way 
it communicates provides the players with an 
active role in the investigation while maintain-
ing a valuable sense of mystery. 

The ball can communicate but not using lan-
guage as such. It uses a full spectrum of senso-
ry and neural stimulus that effectively implants 
packets of information in the recipient’s mind 
in an instantaneous and overwhelming blast 
that is inaccurately described as a bright flash 
of internalized light and sound. Because of the 
cognitive changes that have developed in the 
Kin since their clocks as conditioned servitors, 
the machine’s means of communication is im-
precise, providing only impressions. 

If a Kin touches the sphere, she experienc-
es what feels like a stunning flash of light, and 
doesn’t exactly hear, but suddenly understands 
she is being asked for “input.” If she then 
thinks of a question or a directive, the harness 

processes it and responds with another sen-
sory flash and information packet. Because it 
is an imperfect translation and interface, the 
character is only able to grasp the gist of the 
complex communication. To model this in 
play, whenever a character touches the sphere 
her player may ask the moderator a question 
or describe an intended action, and if the in-
formation or ability is within the Amplifier’s 
scope, the moderator should respond with 
a single word that provides useful informa-
tion bearing directly on the player’s request 
or command. The characters can ask as many 
questions or give as many instructions as they 
want, but each only receives its one-word re-
sponse. In this way, the exposition is driven by 
the players as they work to bracket whatever 
information or function they seek. 

Though it is impossible to provide respons-
es for all the inquiries or directives the charac-
ters may put to the sphere, the following pro-
vide examples for moderators as well as key 
information the characters can learn. 

Input: What is the Grand Amplif ier?
	 Response: Potential

Input: Why was the Amplif ier built?
	 Response: Control

Input: Is the Amplif ier operational?
	 Response: Marginal

Input: How can I take control?
	 Response: Immersion

Input: Can the Amplif ier be moved?
	 Response: Immersion

Input: How do I use the Amplif ier’s power?
	 Response: Immersion

Input: What is immersion?
	 Response: Integration

Input: What is integration?
	 Response: Control

Input: How do I achieve immersion?
	 Response: Sphere

Input: Did the Masters’ create the Kin?
	 Response: Manufacture

Input: Are the Kin and Ethos related?
	 Response: Siblings

Input: Increase internal lighting.
	 Response: Complying 
<lights come up>
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Input: Increase ambient temperature.
	 Response: Complying  
<all levels begin to warm>

Input: Move upwind toward the Light.
	 Response: Immersion

Input: Activate Amplif ier. 
	 Response: Immersion

Input: Activate defenses.
	 Response: Immersion

Note that the control harness does not know 
everything about everything. It is certainly om-
niscient about its own systems — including the 
crèche — but it is not an archive of everything the 
Masters knew. Accordingly, the players can learn 
a lot about the Amplif ier, but the details of things 
like history, natural science, the Masters and what 
exactly caused the DownFall are beyond its knowl-
edge base. 

Dreadnought

Ideally, as the characters are de-
veloping an understanding of 

their people’s origins and the 

abilities of the Amplifier, but before 
anyone has undergone immersion (see Cra-
dle below), the Child dreadnought Dead Maker 
suddenly arrives, attacking without warning. It 
is horrifically damaged and half her crew was 
killed or maimed by her passage through the 
Wrack Wall, but this trauma only serves to 
make the attack an act of hate-filled vengeance 
as much as a military action.

The officers want to take the Amplifier, so 
they try not to damage it, firing instead on the 
Lance of Fate while sending over a number of 
large boarding parties to secure the artifact. 
They are heavily armed and armored, and 
strongly motivated by fear and anger, repre-
senting as vicious and deadly an enemy as the 
characters have faced in the campaign. Moder-
ators should call one or more plays to resolve 
this climactic battle. 

Player Stakes

•	 The characters fend off the attack, but at 
the cost of their remaining crew and major 
wound draws all around.
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•	 The party is able to co-opt or otherwise 
lead the artifact’s guardian cogs into attack-
ing the invading force, sparing the Fate’s re-
maining crew, and at the cost of only minor 
wound draws for the characters.

•	 The character selected for immersion man-
ages to enter the control sphere and inte-
grate with the system just in time to use the 
Amplifier’s ultimate powers. The character 
can narrate how she deals with the threat — 
anything from burning the Maker out of the 
sky in a flash of arc light, entombing the ship 
in ice, pushing it away with an irresistible 
Wind or mind-controlling the officers and 
ordering a retreat.

Moderator Stakes (3)

•	 The characters fend off the attack but only 
by sacrificing the Lance of Fate and any re-
maining crew in a ramming attack, stranding 
the survivors on the Amplifier. Each charac-
ter must make a major wound draw, while 
the loser of a group luck draw must make a 
mortal wound draw instead. 

•	 The Children of the Dark succeed in their 
attack, taking control of the Grand Ampli-
fier. As their defenses fail, the characters 
must decide whether to use their Potential 
powers to destroy the control harness and 
thereby deny the Amplifier to the enemy. 

Cradle

Eventually the characters should realize that 
one of their number must undergo immersion 
in the control sphere by crawling into the liq-
uid metal harness and fully interfacing with the 
Amplifier. Cautious characters can question 
the artifact to learn about the process and its 
consequences while more reckless characters 
may literally dive right in. It is therefore im-
portant to note several things. 

•	 Full control of the Amplifier’s virtually lim-
itless Potential power and its flight capabili-
ties is not possible without immersion in the 
cradle.

•	 Immersion is a one-way trip. Though the 
process makes the user an effectively im-
mortal demigod, it also permanently wires 
him into the artifact’s systems. Any attempt 
to subsequently withdraw his remains kills 
the character’s consciousness and leaves 

the Amplifier in need of a new controller. 
Therefore, volunteering to be the control-
ler, or choosing which of their number will 
make the sacrifice, is an opportunity for dra-
matic and emotional roleplaying.

•	 Once a character undergoes immersion, she 
effectively gains limitless elemental power 
and control, and is able to do anything she 
can imagine within the scope of Potential. 
She is no longer restricted to a single ele-
ment and her power and effects are unre-
strained. The acquisition of this unprece-
dented and unstoppable power leaves the 
characters with a world-changing choice to 
make and effectively marks the end of the 
campaign. 

Though it is a potent way to create a dra-
matic and emotional climax to the campaign, 
if this kind of permanent character sacrifice is 
not in keeping with their groups’ interests or 
style of play, moderators should feel free to 
make the role of the Amplifier’s controller a 
temporary one, more akin to climbing in and 
out of a cockpit.

Changing the World
Once the climactic battle for the Amplifier is 
resolved, and the characters have chosen a 
controller to take command of the artifact, 
they have a single, potentially world-changing 
choice to make — a choice that could de-
termine not only the characters’ futures, but 
those of all Kin and the Children of the Dark.

The legends are actually true. The Grand 
Amplifier is powerful enough to forever 
change the world. Though the controller can’t 
give a single command that changes every-
thing, she can, in time, fly the artifact from one 
strategic target to the next, demonstrating its 
irresistible power — from freezing fleets in 
their wakes and stunning whole armies where 
they stand, to blasting fortresses to rubble, 
destroying essential resources and mind-con-
trolling commanders or whole cities into 
obeying. Ultimately, the character can demand 
whatever she wishes — ceasefire, compliance, 
obedience, peace, even worship — and get it. 

The characters — more specifical-
ly, the controller ensconced in 
the harness — have a choice 
to make. How are they going 
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to change the world? With force and obedi-
ence? Or with disarmament, knowledge of 
their shared origins and assurances of peace? 
There are basically three options from which 
the characters can choose, and moderators 
should encourage them to discuss, debate and 
decide which in character, as a group. 

The Status Quo

This choice would be made by those who 
believe that the Amplifier is too dangerous 
for anyone to have and requires further and 
greater sacrifice on the part of the controlling 
character. Once the Fate and any survivors are 
away — or better yet, once the controller has 
used the Amplifier to get them safely upwind 
of the Wrack Wall — she uses the Amplifier’s 
power to destroy the artifact — and by default 
herself — keeping it out the hands of any who 
would misuse it. 

A Decisive Victory

This choice would be made by 
most members of the Guild 
and the governments and 

populations of the Kingdoms in 
the Light. The Amplifier can be 
used to destroy the ability of the Children of 
the Dark to wage war by burning their fleets, 
razing their factories and capturing or assassi-
nating their leadership. Most horrifically, the 
Amplifier could be used to pursue a genocidal 
pogrom against the Children of the Dark. Ob-
viously, Leader of Killers — if she is still alive 
and with the party — is opposed to any ver-
sion of this choice, and fights to the death to 
stop the characters if they decide to use the 
Amplifier to destroy her people. 

The author also recognizes this as a dark 
choice for a gaming group and cautions 
moderators against supporting it. Explorer 
Knights are supposed to be paragons after all, 
and with what they likely learned about the 
shared origins of the Kin and the Ethos, a gen-
eral slaughter should seem unconscionable to 
any who took the Vow.

The New World Order

This choice is the goal of the Embassy and the 
one for which Leader advocates — as would 
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Doe and Truk if they were present. Their in-
tention was to find the Amplifier and use it to 
impose a ceasefire, then establish meaningful 
diplomatic relations between the Kin and the 
Children. Knowing that they might be seen 
as treasonous and totalitarian in forcing both 
sides to comply, the Embassy members were 
ready to accept that fate in exchange for even-
tual peace. Whether this could have been done 
under the auspices of the Guild, or they would 
have had to set themselves up outside the Or-
der, is now impossible to know. 

At this point in the game, after the players 
have been given the chance to discuss and de-
bate in character, the moderator should ask 
them for their choice, noting of course that the 
decision is ultimately that of whomever occu-
pies the control sphere. Once the group — or 
the controller — makes their final choice, the 
chapter concludes with the RPG equivalent 
of a cinematic slow fade, and the story moves 
into the epilogue.

The Grand Amplifier
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EPILOGUE: ONE 
CYCLE LATER

Playing through the aftermath of the 
characters’ decision would be a de-
cidedly anticlimactic game to run as 

the Amplifier removes any real challenge from 
achieving their goals. Accordingly, the con-
clusion of the campaign borrows a trick from 
movies and has the aftermath occur offscreen, 
beyond the edges of the RPG table as it were.

Moderators should select the outcome 
from the following options that best matches 
the choice the characters made regarding their 
ultimate use of the Grand Amplifier. They should 
read or paraphrase the description provided, 
and solicit answers from the players for the 
associated questions. This can be done indi-
vidually or collectively as is appropriate to the 
question or group. The intention is to encour-
age the players to collaborate in world-build-
ing the story’s conclusion, collectively crafting 
the ending of their campaign.

If a group devised an alternate, unique or di-
vergent option, moderators should compose 
and read their own appropriate text. 

The Status Quo
One cycle to the clock has passed since your boat 
crew destroyed the Grand Amplif ier. After making 
your way back through the dangers of the Wrack 
Wall and the Dark beyond, you rejoined your Guild 
comrades in defending the Kingdoms against the 
Children, and you fought in the Third Incursion. 
The war was bloody, indecisive and in the end at-
trition was the only victor, with both sides eventu-
ally withdrawing to lick their wounds and regroup. 
So much was lost and yet there is already talk of 
a Fourth Incursion. Diplomatic contact with the 
Children remains elusive and even Captain Doe, 

the strongest advocate, is discouraged 
by the reluctance of both sides to 

seek a lasting peace.

•	 What role did you play during the Incursion? 

•	 What terrible wartime decision did you 
have to make?

•	 Did your character survive the Incursion? If 
not, how did your character die?

•	 If your character survived, what is he or she 
doing now?

A Decisive Victory
One cycle ago to the clock, your boat crew raged 
across the Dark, burning the Children of the Dark 
from the sky. Ships, fortresses, depots, factories, 
cities, towns and farms were all destroyed. You 
used the awesome power of the Amplif ier to scour 
the world of the greatest threat to the Kingdoms 
in the Light. At f irst they called you heroes, but 
the horrible destruction left a deep undercurrent 
of fear. Then, when the Guild could not keep up 
with the countless Convocation member demands 
for access to the Amplif ier, they called you greedy, 
power hungry and corrupt. When the Guild re-
fused — out of fear of its misuse or perhaps fear 
of losing such power — to turn the Amplif ier over 
to the Consul Assembly, they called you tyrants. 
That’s when the civil war began and the Convoca-
tion went up in flames.

•	 Which side did you pick in the Convocation 
War?

•	 What notorious atrocity did you witness, 
and were you part of it?

•	 Assuming you and the Guild survived the 
war, did you remain a Knight or did you 
abandon your vows?

The New World 
Order
One cycle ago to the clock, your boat crew rose 
from the deepest Dark aboard the Grand Amplif i-
er and brought with it a new age in the history of 
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the world. It was not simple. It was not easy. There 
were mistakes. While there was violence, the all-
out war of a Third Incursion did not occur. With 
the Amplif ier as a deterrent, your crew, backed by 
the combined direction of Doe and Leader, was 
able to establish a ceasefire and — eventually — 
initiate formal diplomatic contact between the Kin 
and the Ethos. Some claim it was wisdom that won 
the peace. Others laugh and say: “it’s hard to say 
no when the person asking so politely could burn 
you from the sky.” Not everyone is happy about the 
new world order or his place in it, and the Kin and 
the Ethos remain dangerous mysteries to each oth-
er. Knowledge and understanding grow with every 
clock, however, and with them comes an increas-
ingly stable peace. 

•	 Has the Guild survived? What is its role? 

•	 Where is the Grand Amplifier now, and how 
is it being used?

•	 What role do you play in the new order?

The author recommends that moderators 
not share the outcomes for options the play-
ers did not choose, as maintaining the integrity 
of the character perspective lends more verisi-
militude to the story-building experience.

Final Vignettes
Once the group has talked through the out-
comes of their choice and collectively con-
structed their outcomes, the campaign should 
conclude with final character vignettes. Mod-
erators should use the following prompts 
to set up roleplaying scenes unique to each 
player’s character concept. They should then 
play through them to personally satisfying, 
symbolic or narratively poignant conclusions, 
working their way around the table. If players 
choose, their characters can share an epilogue, 
but that should be left to individuals to decide. 
Additionally, if the participants agree, they can 
play significant NPCs in each other’s 
scenes. 
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•	 When and where is the scene taking place? 
The character’s home? Aboard a ship? While 
receiving a new Blaze of Rank? On a cliff 
overlooking the sky?

•	 Who is in the scene with you and what are 
you doing? Talking with your ship’s officers? 
Playing in the yard with your grandchildren? 
Placing flowers on the memorial of a lost 
comrade — perhaps the character who sac-
rificed himself to control the Amplifier?

•	 What features of the scene indicate how 
much time has passed, and what your char-
acter has been doing during that time? Are 
you holding a baby or the hand of a new 
spouse? Are you reviewing a fleet as it sails 
in formation past your flagship? Are you 
limping around the Knights’ Care Home in 
Highstone with an artificial leg, mumbling to 
yourself? 

•	 What is your character thinking in the mo-
ment?  Dwelling on the past, considering a 
current challenge, or wondering about the 
future?

•	 What emotions are your characters feeling 
in the moment? Pride? Regret? Satisfaction? 
Anger? Loss? Guilt? 

Guidelines
As moderators guide the characters through 
these vignettes, they should be strictly role-
playing encounters intended to leave the char-
acters and players with interesting, satisfying 
and perhaps unexpected endings to both 
their collective story and individual narrative 
threads. Moderators should work to incorpo-
rate the following intentions into these scenes: 

•	 Let the players guide the primary content 
of the scenes, as they focus on what is most 
important and satisfying for them.

•	 Feature an emotional, poignant, symbolic 
or even humorous element, depending on 
character concepts, player types and inter-
ests. It is important to include a substantive 
element to give the scene weight.

•	 Make sure there is a focus to the scene — 
something for the characters to express or 

resolve — and then attempt to narra-
tively move through that arc.

•	 Be sure to include at least 
one hint or example of how 

the choice the PCs made affected the world 
and how they themselves have changed. 

•	 If appropriate, ask other players to take on 
the roles of any NPCs in the scene.

•	 Don’t let the players dither in addressing the 
prompts — go with their first answers and 
build from there. 

•	 Mimic endings common in movies, construct-
ing the scene deliberately, starting it in medias 
res, and then concluding with a descriptive 
version of a soft fade or hard cut to black, 
as best fits the tone of the particular scene.

Example: 

Moderator: You and your young daughter 
stand at the busy main gate to the Academy; 
students, faculty and visitors passing by, obliv-
ious. You see both the excitement and the ap-
prehension in her eyes. You are proud she has 
been accepted as a Novice — but scared, too, 
as you know better than most the challenges 
to come. What do you tell her as she looks up 
at you, trying to hold back her tears?

Featured Player: I mumble something in-
coherent as I try to hold back my own tears, 
and then recovering, say something trite but 
heartfelt, like: “You have always been my little 
Knight, and you always will be. This is the hard-
est thing you will ever do, but there is nothing 
you can’t achieve, and I will always be there 
for you.”

Moderator: A group of apprentices walk 
out of the gate, and you can’t help but notice 
one of them gawk as they pass, and then you 
overhear a few fragments of hushed exclama-
tion: ”I know it’s him” and “the Amplifier” and 
“a hero of the Guild!”

Daughter Player: “Da, are you really a hero? 
I always thought mama just said that to tease 
you. It’s gonna make things harder for me here, 
isn’t it?”

Featured Player: “I’m afraid so, little Knight. 
But everyone who walks out of that gate car-
rying one of these blades is a hero, and before 
you know it, you will be one too. Now wipe 
that tear off your cheek, hug your da goodbye, 
and go grab a bunk before the bottom ones 
are all taken. And remember, listen to your 
teachers, especially the ones who are hardest 
on you…and don’t forget to light a candle for 
Captain Truk at the Armistice Fair.”
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ACADEMY 
FLASHBACKS

Organization

One of the conceits of Upwind is the 
use of Academy Flashbacks to create 
context, foreshadowing and shared 

character histories around the most formative 
time in a Knight’s life — his training at the Ex-
plorers’ Academy. Each of the flashback scenes 
from the Prophecy of the Grand Amplifier is de-
scribed in this appendix rather than within the 
chapters where they occur. This was done for 
two reasons: 

Reducing Complexity — Playing flash-
backs can be challenging, and not all gaming 
groups may be interested in using this story-
telling technique. Listing the flashbacks here 
instead of in the chapters where they occur 
reduces the complexity of the text, eliminat-
ing references that some moderators may 
choose not to use. 

Montage Chapter — Some moderators 
may not wish to run these events as flash-
backs, but still wish to include the content in 
their campaigns. Accordingly, the individual 
flashbacks are compiled here in chronologi-
cal order, so they can be run as a standalone, 
prologue chapter of sorts. Each flashback be-
gins with a descriptive segue that cues it up 
for the circumstances in which it occurs in the 
chapter, but with a little creativity, modera-
tors can modify these and run the flashbacks 
sequentially as an introductory montage rep-
resenting the characters’ time at the Explorer 
Knights’ Academy.

Customize
Flashbacks work best when there is need for 
a segue or a dramatic pause in the storytell-
ing in association with current events that jog 
character memories, or in anticipation of the 
events they foreshadow. Flashbacks should 
rarely interrupt scenes of suspense or action, 
as the shift can reduce the impact of such 
tension-filled moments. They are best used 
when building up to plot, action or suspense, 
and moderators are therefore advised to cus-
tomize the timing, segues and content of these 
flashbacks to best fit the pacing and unique 
events of their individual narrative threads.

Flashback Hands
Remember that since these events represent 
flashbacks, hand sizes should be reduced to 
represent the lower attribute levels of the 
younger characters and less consequential 
challenges of Academy life. See the Upwind 
corebook, page 166, for mechanical guidance 
on running flashback scenes.

Titles
The flashbacks are listed here in chronologi-
cal order to facilitate playing them as a stand-
alone prologue chapter. They don’t occur 
chronologically in the other chapters, howev-
er, so each title contains a number and page 
reference to facilitate running the individual 
flashbacks within the ongoing story. The titles 
also indicate the hand size reductions appro-
priate to each flashback as described in the 
corebook rules — Play hand/Potential hand 
sizes as per Academy rank. 
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FB1 NEW STUDENTS 
— Novice 3/2 — Chapter 2, Page 38

Tell the players that as their characters 
reach the inner circle, extend their 
hands to receive their Knights’ blades 

and say the final “I so vow,” they are each 
poignantly reminded of when they were first 
recruited into the Academy, over three cycles 
ago. Ask them to think about the circumstanc-
es of their recruitment, with attention to the 
mode they selected during character creation. 
Give them a few moments to think about it, 
and then go around the table asking each to 
describe their scene in turn. Assign other play-
ers to play any NPCs who were involved and 

roleplay out those auspicious encounters for 
each player. 

This flashback is intended to help bookend 
the characters’ time at the Academy, and pro-
vide insight into their recruitment and lives be-
fore the Academy. The scenes should be short 
but poignant, and moderators are encouraged 
to help frame them if players struggle. Don’t 
feel obliged to call for plays in each scene, but 
if a compelling opportunity emerges don’t hes-
itate either, and feel free to propose some last-
ing, emotional stakes. 

FB2 FAMILY AND FRIENDS 
— Novice 3/2 — Chapter 3, Page 63

Describe how the Metal Man’s obvious 
affection for his daughter moves the 
characters to think about their own 

families.

Tell the players to describe the scenes when 
their characters left home for the Academy. 
Was it a tearful goodbye surrounded by dozens 
of people sad to see him go, but proud of his 
admittance to the prestigious school? Did she 
have to sneak off because her parents had for-
bidden her to pursue such nonsense? Did his 
little brother cry and clutch his sleeve? Were 
the other kids jealous and threw rocks? Or did 
her grandmother give her a good luck charm to 
keep her safe as she turned to board the ship? 

Encourage the players to make the moment 
poignant, so ask them questions to draw out 
details and feelings. Help load the scene with 
emotion and meaning so that when the flash-
backs are over everyone at the table feels like 
they know something more about the charac-
ters’ families and backgrounds. 

If possible, assign an innate cache to each 
character that can be used both as a bonus and 
a challenge. For example, if the character had 
to leave someone in a bad situation, give her a 
cache that she can use as a bonus when trying 
not to “leave a man behind” or as a challenge 
when forced to do so.

FB3 INTRODUCTIONS 
— Novice 3/2 — Chapter 1, Page 20

Learning the names of the crew reminds 
the characters of the first time they 
learned each other’s names cycles ago.

Ask the players to make luck draws. Have 
the player with the lowest draw establish a 
short roleplaying scene that engages the char-

acter with the second lowest draw 
and explains how the two of 

them met. Then ask the player 
with the second lowest draw 

to set and roleplay a scene explaining how she 
met the character with the third lowest draw 
and so forth, until the player with the highest 
draw circles back around to create and role-
play a scene explaining how he met the charac-
ter with the lowest draw. 

Encourage the players to be funny, serious 
or poignant, and to focus on building a shared 
history for their boat crew.
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FB4 PAINFUL LESSONS 
— Novice 3/2 — Prologue, Page 13

Describe to the players how the sounds 
of the battle take them back to their 
first lesson in close quarters fighting 

as Guild Novices. They stand in the Pit — the 
hand-to-hand training yard at the Explorer’s 
Academy — excited and scared as they watch 
one of their classmates being carried off on a 
stretcher, unconscious and bleeding. Ask the 
players to consider their character concepts 
and backgrounds; then share it by roleplay-
ing with each other what their characters are 
thinking as they await their turns.

Once that interaction plays out, have the 
players make luck draws. With a wry look on 
her face the instructor pits the two characters 
with the lowest cards against each other. She 
admonishes them to remember the lesson and 
avoid the mistakes of the previous students. 
She drops her hand and says in a hard voice: 
“Fight!”

Call for an opposed play between the two 
characters, allowing them to use whatever 

attributes they can justify. Since this is an op-
posed play there is no challenge level or mod-
erator’s stakes.

Player Stakes

•	 The winning character is victorious, but 
only because he was lucky.

•	 The loser suffers a sprain to both his leg and 
his ego, and he is forced to limp around for 
several clocks.

•	 The victor wins handily, surprising both her-
self and the instructor.

•	 Forever after, the loser is a little physically 
intimidated by the winner, so is expected to 
roleplay this consequence going forward.

•	 Since one always learns more from failure 
than success, the loser earns a 1-card story 
cache she may use when the current ship-
board fight resumes in chapter 2. Appar-
ently she learned something useful in those 
combat lessons after all.

FB5 CAPTAIN TRUK 
— Novice 3/2 — Chapter 2, Page 40

As the party enters Truk’s cluttered 
workshop, they recall the first time 
they saw it — the still before their 

first Navigational Science instrumentation 
practical. Motivated by particularly low scores 
on previous exercises (along with some equally 
low reasoning), they attempted to sneak into 
his workshop following one of the favorite 
student rumors that the old man had an Eye 
of the Navigator among his many relics. They 
figured if the device was as powerful as every-
one claimed, how could it not help them raise 
their grades? 

The flashback opens with the characters 
trying to get past the locked door. Roleplay out 
the situation, letting the characters run amok, 
or not, as the players seem fit. As they search 
through the gizmos and gadgets in hopes 
of raising their grades, call for a play as the 
lookout they posted hears the characteristic 

thump, click, buzz, thump, click, buzz of Truk’s 
partly arcanoelectrical body walking down the 
hall. It is likely the party either tries to hide in 
the workshop, escape through the window or 
use Potential to evade detection. 

Player Stakes

•	 The characters succeed (or so they believe) 
in either hiding from Truk or escaping the 
room before he comes in. 

•	 Anyone who can beat a 9 with a luck draw 
finds a useful component, and earns high 
marks on his project.

•	 The party earns a 1-card innate cache they 
can use whenever the repair of navigational 
equipment is central to the play

Moderator Stakes (1)

•	 Captain Truk pretends 
not to notice the hiding 
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characters, but later fails them all on their 
sphereometer projects. He then requires 
them to come in on their own time to make 
up the poor grades. 

•	 Truk catches the party but, in the process 
of scolding them, learns their intent and the 
group spends the rest of the still enthusi-
astically engaged in improving their class 
projects. 

•	 The character with the lowest luck draw 
earns a 1-card innate challenge cache the 

moderator can use in any play where the 
character is trying to break in somewhere.

Roleplay the outcomes — the escape, tu-
toring or detention — ensure the players 
understand the significance of the flashback. 
Through their ongoing association, Truk quick-
ly gains a strong affection for the boat crew 
and they for him. Their relationship becomes 
central to the students’ time at the Academy, 
and they become devoted protégés of the fa-
mous explorer.

FB6 ZOOLOGY OF THE DARK 
— Novice 3/2 — Chapter 4, Page 105

The sound of furtive movement in the 
shadows alerts the characters to the 
presence of a potential danger. In that 

instant, the characters flash back to a memo-
rable clock in Captain Sturm’s notorious “Zo-
ology of the Dark” course.

The typically caustic old Knight is even more 
acerbic than usual as he paces back and forth 
in front of a large crate with a number of small 
holes drilled in the side panels. He lectures 
on about something, but the students find it 
difficult to concentrate on his words because 
of the ominous chittering coming from inside 
the box. 

With a final dismissive remark about “failing 
the lesson if the class is unable to kill and eat 
the meat crickets” (see Upwind corebook, page 
149), he unlatches the lid and dodges out the 
door, slamming it shut. Immediately, half a doz-
en crazed, dog-sized arthropods leap from the 
crate and begin raging around the classroom, 
attacking anyone who happens to be in their 
way.

Player Stakes

•	 The characters lead the class in dispatching 
and cooking the crickets, earning a 1-card 
innate party cache for any play involving sur-
vival in the Dark. 

•	 The name “Cricket Killers” is unofficially 
added to the boat crew’s honors, and offi-
cially becomes part of their bragging rights 
when talking about the good ol’ clocks at the 
Academy.

Moderator Stakes (1)

•	 The characters become laughingstocks 
among their peers, and hated by the Acad-
emy groundskeepers, because the surviving 
crickets establish a breeding population in 
the campus storm sewers.

•	 It turns out the loser of a group luck draw 
has a severe allergy to some aspect of most 
edible species of animal found in the Dark, 
thereby earning a 2-card innate challenge 
cache for surviving in the Dark. 

FB7 THE TRIAL 
— Novice 3/2 — Chapter 3, Page 74

Any potent use of Potential in the eter-
nally foggy environs of the work camp 
reminds the characters of their Trial 

exam on the Academy Proving Grounds.

As heavy fogs drifts across 
the quarry-like arena, occlud-
ing the scattering of cement 

baffles and fortifications making up the training 
yard. The occasional flash of Arc and howl of 
Wind marks confrontations between the other 
testers. Perhaps a dozen other students, and an 
unknown number of journeymen representing 
“the opposition,” stalk the field; only Potential 
may be used in the contest. The delicate, head-
sized glass globe each of the characters carries 
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represents a “critical resource” that must be 
protected from damage, as only those who de-
liver their orb to the central goal undamaged 
pass the exam. 

Moderators should ask the characters to 
make an opposed, group play using only Poten-
tial attributes.

The Winner’s Stakes

•	 This character carries the reputation of be-
ing the strongest Potential adept in the boat 
crew. 

•	 This character is assumed to be the stron-
gest Potential user in the whole cohort. 

•	 The confidence this reputation lends the 
character allows her player to add 1 extra 
card per session to her potential hand.

The Losers’ Stakes

•	 The characters hereafter naturally tend to 
defer to the winner in matters of Potential. 

•	 The characters can only offer 2s in team-
work plays when the winning character is 
using Potential, as they lack confidence in 
the presence of her superior attributes.

FB8 DOWN IS TOWARDS  
THE ENEMY 

— Apprentice 4/3 — Chapter 1, Page 33

As the characters think back, consider-
ing which tale to tell, a favorite comes 
to mind about training in the Acade-

my’s notorious Tactics Chamber. 

Deep in the Warren under the school, the 
massive room is equipped with numerous por-
table fortifications, modular walls and other 
configurable defenses; these are used to train 
apprentices in small unit assault tactics. 

This particular exercise is a critical element 
of the course, and the goal is to be the only boat 
crew occupying the central tower when the fi-
nal signal horn sounds. Four other boat crews 
are competing in the challenge, and though 
everyone is carrying only practice swords, all 
nonlethal uses of Potential powers have been 
approved. As the starting horn sounds, and the 
characters realize there are going to be lots 
of injuries, the bright arclights illuminating the 
chamber are unexpectedly doused. Potential 
powers begin firing off everywhere. 

Player Stakes (2)

•	 The boat crew wins the exercise with style, 
earning a unit commendation. 

•	 The party gains a 1-card innate cache they 
can use whenever at least four of their boat 
crew fights together in an assault.

Moderator Stakes (2)

•	 The entire party is knocked unconscious by 
a stunning blast from a sneaky Arc adept, 
and does not wake up until after the chal-
lenge is over. 

•	 The characters believe their tactics are 
cursed with bad luck. Accordingly, whenev-
er any of the boat crew is required to make 
a luck draw in association with planning or 
executing tactics, the moderator draws two 
cards to his one, and uses the highest.

FB9 DOWN ON THE DOCKS 
— Apprentice 4/3 — Chapter 1, Page 26

The setback reminds the party of oth-
er reversals, and the first time their 
friendship helped them through such 

misfortune. One of the characters flashes back 
to one still, early in their Apprentice cycle, 
when a string of failures in training and bad 

news from home left the character despon-
dent and ready to quit.

Ask the players to make a group 
luck draw. The losing character 
has given up, collected a few 
of his things and snuck out 
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of the barracks in the middle of the still, and 
gone down to the commercial docks in hopes 
of working for passage on a ship headed home. 
Everyone knows that if he misses roll call the 
next clock, he will be drummed out. 

The other characters notice his stuff is miss-
ing, so based on his recent mood, guess what 
he might be up to. A gate guard reports see-
ing him heading toward the docks; after a little 
searching, his friends find him sitting on a crate 
staring off into the hazy sky. 

The player with the highest luck draw should 
describe the problems the losing character is 
having in training. The second highest should 
describe the bad news contained in the letter 
from home. Assuming the whole boat crew 
was out looking for their friend, all the players 
can participate in roleplaying the scene, trying 
to convince their friend to return to the Acad-
emy before it’s no longer an option.

Moderators should encourage the players to 
emphasize the poignancy and camaraderie of 
the scene. Push them to create an emotion-
al moment of character support and bonding. 
Though not necessary, an opposed play would 

be appropriate as the friends work to convince 
the despondent apprentice to stay the course.

Despondent Player’s Stakes

•	 In frustration at his failures, the character 
breaks into sobs and the player has to role-
play a desperate friend begging his class-
mates for help.

•	 The character starts a physical fight with 
one of his friends in an emotional attempt 
to drive them off. 

Concerned Friends’ Stakes

•	 The character is convinced to return to the 
Academy, and with the other characters’ 
tutelage, rededicates himself to his training. 

•	 The character soon discovers a talent for 
a particular discipline and quickly becomes 
the “expert” within his cohort, boosting his 
self-esteem and focus. 

•	 The next letter from home tells the char-
acter his family understands how hard the 
training is, but how proud they are of him 
for doing it.

FB10 WELL OF HEROES 
— Apprentice 4/3 — Chapter 4, Page 88

The heartfelt eulogies remind the char-
acters of the still they snuck down to 
the Well of Heroes (see Upwind core-

book, page 71) after curfew and read the epi-
taphs engraved in its curved walls. Every stu-
dent does it at some point, and doing so has 
become a de facto rite of passage, in particular 
as one approaches her Trial. 

Describe the scene as the characters sneak 
into the hallowed hall, and encourage some 
roleplaying shenanigans. Then, going around 
the table in order, read one of the following ep-
itaphs and ask the player to describe, in-char-
acter, what her character thinks it means by 
telling a common tale known about that hero. 

Encourage them to be as fanciful or as dramat-
ic as a young teenager with visions of heroism 
in her head would likely be. 

Erdmus Gale — “He gave his life so that 
others might keep theirs.”

Tollier Tayl — “Swordsman, scholar, 
soothsayer.”

Nina Summs — “She went to the edge.”

Hideo Hill — “He illuminated the Dark.” 

Saya Prinn — “Call me Brother one more 
time — I dare you.” 

Holand Rays — “Don’t worry — she’ll 
hold.”
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FB11 BOARDING ACTION 
— Apprentice 4/3 — Chapter 4, Page 98

The prospect of ship-to-ship battles re-
minds the characters of their boarding 
action course and the dangerous, yet 

exhilarating, final exam. 

Beyond the old barge lashed to the shore 
extends a flotilla of spent hulls and derelicts 
chained together into an obstacle course 
of swaying decks. Here and there older stu-
dents lie in wait, ready to stop the boarders’ 
attempts at crossing. Though every boat crew 
has been planning for this exercise since they 
were Novices, the instructor reminds them 
that the goal is to be the team that secures 
the last ship without any use of Potential. The 
instructor raises her pistol, and with the sharp 
report of the weapon, six competing crews 
leap the first gap and begin fighting, sneak-
ing or dodging their way across the floating 
battlefield.

Moderators should suggest a collective play, 
asking the players to explain how their com-
bined actions help them secure the prize. 

Player Stakes

•	 The characters win the challenge by clever 
use of their attributes and bad luck on the 
parts of their opponents.

•	 The characters score a decisive victory by 
securing the target vessel in record time, 
doubling the length of time they can exploit 
their bragging rights. 

•	 The boat crew proves so adept at such ac-
tions, they earn a 2-card story cache they 
can use in any plays involving boarding in the 
future. 

Moderator Stakes (1)

•	 The characters fail to even reach the mid-
point of the course before another team is 
victorious. 

•	 The loser of a luck draw has to be plucked 
from the air by some of the Wind adepts 
stationed as spotters below the course. 

•	 The party suffers a 2-card story challenge 
cache for any plays related to future board-
ing actions.

FB12 WORDS OF HONOR 
— Apprentice 4/3 — Chapter 4, Page 101

The moral dilemma Doe’s words pres-
ent reminds the characters of disap-
proving old Captain “Hard-Ass” Har-

digan and his Ethics of Honor course — one of 
the hardest academic classes in the Academy 
curriculum.

The characters flashback to the final exam 
and recall their anxiety as Captain Hardigan 
provides the prompt for the essay. “Are the 
maintenance of honor and the expectations 
of integrity ever in opposition? Justify your 

answers. Extra credit for citing historical prec-
edent. You may begin…”

Ask each player to make a luck draw. If they 
win, their characters made high marks on the 
exam. If they lose, their characters struggled 
and perhaps even failed the test. Give each 
player pen and paper and five minutes to ac-
tually compose their characters’ essays’ thesis 
statements, as per the outcome of their luck 
draws. Then go around the table having them 
each read their “essays” to comical or proud 
effect, accordingly.

Words of Honor
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FB13 MASTER OF ARMS 
— Apprentice 4/3 — Chapter 1, Page 30

Any fighting encounter that takes place 
on Tempest reminds the characters of 
the traditional Tournament of Arms 

in which they all enthusiastically competed 
during their Apprentice cycle. The “Big Fight,” 
as the students usually call the Tournament, is 
a much-anticipated event that not only offers 
bragging rights, but qualifies the most capable 
for advanced training and posts as assistant in-
structors. The Tournament includes rounds of 
sword fighting, marksmanship, hand-to-hand 
combat, small unit tactics and even cannon and 
other heavy weapons challenges. 

Have all the characters compete in an op-
posed, collective play using their best martial 

ability or skill. The character with the highest 
score earns a 1-card innate cache for use in 
plays when he uses this primary combat skill. 
This represents advanced qualifications earned 
after winning this particular category of the 
Tournament. 

Those with scores in the middle must, 
whenever the opportunity arises in future ses-
sions, taunt each other over who is better in 
the martial discipline in question.

The character with the lowest score must, 
by long-standing habit, defer to any other 
member of the boat crew in future martial 
matters. 

FB14 GOING DOWN 
— Apprentice 4/3 — Chapter 5, Page 120

As the Child dreadnaughts close on the 
Lance of Fate, the characters consider 
executing a risky hawking maneuver 

(see Upwind corebook, page 108), and they re-
call a fateful clock when training in that very 
tactic almost ended in disaster. 

The two dozen students look around, wide-
eyed, and take hold of grab rails, secured lines 
and cleats with a combination of excitement 
and fear. The instructor nods, the master calls 
for final readiness and nods to the helmsman, 
who cranks on the order telegraph. Three 
heartbeats pass and then the deck suddenly 
drops out from under everyone’s feet. Several 
apprentices scream — a few in glee, most in 
terror — and one starts to drift free of the 
planks before pulling herself tightly to her 
handhold. One heartbeat. Two heartbeats. 
Three. Four. Five.

Something’s wrong, and the characters only 
realize it when — over the rush of the scream-
ing wind — they see the ship’s master shouting 
orders into the audiograph and waving desper-
ately at the deck crew. Smoke starts to pour 

from the hatches and companion-
ways, accompanied by showers 

of blue sparks. The induction hull has shorted 
out, and a new conduit trunk needs to be en-
gaged before the ship starts to topple or hits a 
downwind object. 

In keeping with Upwind’s theme of young he-
roes, call for a play around skymanship, arca-
noelectronics or mechanics to see if the char-
acters can save the ship. 

Player Stakes 

•	 Some of the characters manage to bypass 
the shorted conduit and reactivate the hull 
in time to save the ship. 

•	 Other characters are able to save the crew-
members trapped by the fire and douse the 
flames. 

•	 The party is also able to prevent panic 
among their fellow students. 

•	 The characters earn the highest student 
honor — the Cross of Courage — for their 
decisive actions. 

Moderator Stakes (3)

•	 The characters panic and are of no use un-
til the crew finally succeeds in halting the 
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uncontrolled fall. They boat crew is embar-
rassed and suffers a 2-card story challenge 
cache for any risky ship maneuvers. 

•	 Several crewmen are killed in the fire before 
it can be put out, and two of the characters’ 

cohorts are ripped free of the deck and 
flung over the side during the fall.

•	 The event so traumatizes the party, that 
they are constitutionally unable to ever or-
der a hawking maneuver when in command 
of a ship. 

FB15 RANKING REGATTA 
— Apprentice 4/3 — Chapter 5, Page 116

Loading into the launch with the inten-
tion of infiltrating the Child port city 
of Harbor inevitably makes the charac-

ters think of another “high stakes” launch race 
— their Ranking Regatta (see Upwind core-
book, page 76).

For six clocks, the characters have been 
either working furiously on rebuilding their 
launch or guarding it against rival boat crews, 
thus have had little rest. Despite the excited 
anticipation of the upcoming race, patience, 
tempers and spare parts are running short. 
Moderators should ask for a play to establish 
some variables about the crew’s boat and the 
upcoming competition.

Player Stakes 

•	 The boat is functional and skyworthy by the 
start of the race. 

•	 The team has managed to reconfigure the 
rigging and “acquire” lighter spars and sails 
that lend them a 1-card story cache for use 
in the actual race.

Moderator Stakes (2)

•	 The boat and crew make the starting line, 
but their final repairs are jury-rigged and 
fragile, so the dubious boat provides a 
1-card challenge cache for the race. 

•	 Another team steals the party’s hull, and 
they must improvise by building or stealing 
an alternative boat, likely necessitating ad-
ditional plays.

When the clock of the race arrives, it seems 
like most of the city has turned out all along 
the harbor to watch the show, and there is 
a carnival atmosphere. When the starting 

cannon goes off, over a dozen boats leap from 
the shore and head for the first marker.

Player Stakes

•	 The characters finish the race in the middle 
of the pack — respectable enough, consid-
ering four boats did not even complete the 
course, and one never left the starting line. 

•	 The party sails a close-fought race, but 
comes in second. 

•	 The party blows away the rest of the field, 
setting a new, all-time course record.

•	 The party gains a 1-card innate cache they 
can use anytime flying a launch is part of the 
play. 

Moderator Stakes (2)

•	 The boat was sabotaged by another crew, 
and the steering gives out halfway through 
the course. Though they eventually limp 
back to port under an improvised tiller, the 
crew is dead last. It still means they beat 
five other teams that did not even finish the 
race.

•	 The crew is stranded midcourse and drifts 
away in a strong offshore wind, and have 
to be collected by a recovery boat. It takes 
turns for them to live down their status as 
“little lost sailors.”

•	 Taking too many risks on an overland leg, 
the party clips the tall standpipe that marks 
one of the turns and crashes into a nearby 
building. The crew all takes major wounds, 
and miss the next five clocks of classes laid 
up in the infirmary. 

•	 The loser of a luck draw takes a mortal 
wound in the crash.

Ranking Regatta



148

FB16 TOWNIES 
— Journeyman 5/4 — Chapter 3, Page 59

Sitting around the wardroom of the 
Harsh Mistress and passing a bottle 
around reminds the characters of one 

of their many visits to the Knights’ Blade (see 
Upwind corebook, page 70) and another time 
when they had to prove they belonged. 

It’s not common for locals to patronize 
the Blade, as there are plenty of nicer estab-
lishments for a night of drinking with friends; 
however, the young, well-dressed crowd at the 
back of the tavern is clearly looking to chal-
lenge the Academy’s claim to the old bar.

Try as they might to ignore the rowdy town-
ies, someone in the group eventually takes of-
fence at one of the thinly veiled insults the drunk 
partiers throw at the journeymen. Or, perhaps 
one of the wealthy gadabouts grows bold enough 
to challenge a party member directly. Either way, 
the moderator should call for a play. 

Player Stakes

•	 The characters know enough to take it outside 
before roundly trouncing the locals and send-
ing them off, egos and bloody noses in hand. 

•	 One of the characters finds just the right tack, 
and turns the challenge into a comical moment 
at which everyone laughs. The confrontation 
turns into a raucous party, and by the next 
clock the characters have a bunch of new, 
well-heeled and well-connected young friends.

•	 The winner of a luck draw finds a paramour 
among the locals, and ends up in a genuine 
and loving relationship. 

Moderator Stakes (1)

•	 The resulting fight wrecks the interior of the 
Knights’ Blade; several of the locals are so 
badly injured that the authorities — and their 
wealthy, influential parents — get involved. The 
characters suffer significant Guild discipline. 

•	 Regardless of what actually happens, word 
spreads that the boat crew made a very bad 
showing against some dandy locals, and they 
are unable to live down the reputation. 

•	 The loser of a luck draw gains a socially 
ruthless nemesis who causes constant per-
sonal problems for the character whenever 
he is in Highstone.

FB17 RUNAWAY ROBOT 
— Journeyman 5/4 — Chapter 3, Page 78

The sight of the sentry cog takes the 
characters back to one particularly 
exciting clock when they were super-

vising novices at the Academy and something 
went terribly awry in the Arcanotechnology 
Applications workshop. 

As the characters are overseeing hand-to-
hand drills in a training yard, the wall of a work-
shop bursts outward, and a massive labor cog fit-
ted with experimental controls comes crashing 
out of the building. The out of control machine 
charges the group of students, and the charac-
ters must stop the cog before its rampage injures 
anyone or destroys more of the campus. 

Player Stakes

•	 The characters manage to 
pull the power source from 

the errant machine before it kills anyone. It 
does, however, smash through several more 
walls before they stop it. 

•	 One of the characters manages to discon-
nect the control system, rendering the cog 
inert just before it crashes through the front 
entrance of the Great Hall. 

•	 The characters prevent any injuries by recon-
figuring the control systems. They all earn 
commendations and a 2-card story cache they 
can use anytime they fight cogs in the future. 

Moderator Stakes (2)

•	 The characters fail to stop the cog, and suf-
fer major wound draws in the process. 
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•	 Several students are injured — and one is 
killed — before a responding Knight puts it 
down with a blast of Arc Potential. 

•	 The characters earn a 2-card story chal-
lenge cache the moderator can use for any 
plays in which they must face down danger-
ous arcanotechnology in the future. 

FB18 INJURED ON THE JOB 
— Journeyman 5/4 — Chapter 2, Page 50

Any injuries resulting from the battle 
with the dark dragon serve to remind 
the characters that life as a Knight — 

even one in training — is exceptionally dan-
gerous; few escape serious injury during their 
time at the Academy. As new wounds bleed 
and old ones ache in sympathy, the characters 
are reminded of the risks and costs of service. 

Ask each player to identify a major wound 
his character received in training and explain 
the circumstances of the injury in detail. Af-
terwards, ask each player to make luck draws. 
Those who win have healed without lasting ef-
fects. Those who fail earn a 1-card innate chal-
lenge cache that can be used by the modera-
tor when the nagging effects of that old injury 
could impact the outcomes of a play.

FB19 CONNECTIONS 
— Journeyman 5/4 — Chapter 1, Page 15

The reference to mentors — and old 
Truk in particular — leaves each char-
acter lost in thought about those who 

influenced them most in their time at the 
Academy. Captain Truk played a major role in 
the lives of the boat crew, but there were un-
doubtedly others who mentored one charac-
ter or another, providing advice or support or 
otherwise motivating them to excel. Perhaps 
there were even bitter rivals. 

Call for a luck draw among the players. Leav-
ing the person with the lowest card for last, go 
around the table asking each player to identify an 
NPC outside the boat crew — a teacher, trainer, 

mentor, friend or even lover — with whom his 
character is still close and draws support. Have 
him describe the nature of the relationship, and 
grant each character a 1-card innate cache for 
use when the direct influence of his chosen per-
son can be brought to bear on a play. 

The loser of the luck draw must instead de-
scribe a bitter rival — even a nemesis — that 
she gained while at the Academy: a fellow stu-
dent or even a faculty or staff member. She 
must explain the nature of this rivalry, and gains 
a 1-card innate challenge cache for any play in 
which the influence of this rival is involved. 

FB20 EXPERTISE 
— Journeyman 5/4 — Chapter 3, Page 69

Some mundane shipboard duty reminds 
the characters of choices they made in 
the past and the specific training they 

opted to undertake in their journeyman cycles. 

Ask each player to consider her character 
concept, decide what kind of advanced train-
ing her instructors would have selected for her 

character, and then have her describe the na-
ture of that training and how it actually went. 
Create a simple, challenge level (2) play that 
includes the gaining of a 1-card innate cache 
for knowledge gained by that training. If the 
player wins the bid, the character earns that 
cache, representing essential expertise.

Expertise
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The following encounters are intended 
to enhance skyship voyages, providing 
ready to use challenges for the play-

ers and thematic inspiration for moderators. 
As with many parts of this book, this section 
is a useful resource for any Upwind adventure. 

Accordingly, these encounters are divided into 
geographical regions rather than linked to spe-
cific chapters of the Grand Amplifier campaign. 
Moderators are encouraged to use them 
wherever and however they see fit.

THE LIGHT
Infestation

One of the characters notices a high-
pitched whine coming from below 
the foredeck — a buzzing like an 

angry hornets’ nest that seems to vibrate the 
very air. The sound gets louder even as she lis-
tens, and takes on a keening edge that seems 
to warn something bad is about to happen. 

Upon investigating, the character discov-
ers that one of the spark bottles in the fore 
recharging bank has been infested with Arc 
weevils (see the Upwind corebook, page 137) 
and is bouncing around in its rack, about to 
overload. If this happens, not only does the de-
vice go off like a small grenade, it will destroy 
most of the other bottles in the locker and 
spread the infestation throughout the ship’s 
systems, potentially crippling her. Quick think-
ing and quicker action are the only options. An 
Arc user could possibly discharge the bottle, 
taking in or diverting the errant energy, or a 
quick-footed Knight with a good arm could get 
to a hatch and chuck the bottle over the side 
before it blows — if she’s lucky.

Player Stakes

•	 The character disposes of the energy or the 
bottle itself just before it ruptures in 

a shower of sparks and spreads 
its infestation throughout the 
ship. 

•	 The character deals with the crisis so adept-
ly — and in such a dramatic fashion — that 
she catches the favor of an officer aboard 
the ship, and can call on that favor in the 
future. 

•	 The character learns so much about Arc 
weevils that she gains a 1-card innate 
cache for future plays involving the strange 
elementals.

•	 If the character is an Arc adept, for some in-
explicable reason the exiled weevils imprint 
on the Knight, giving her a permanent, dully 
glowing aura and 1 extra Arc card for her 
Potential hand once per session.

Moderator Stakes (1)

•	 The character fails to dispose of the bottle 
fast enough, and takes a minor wound as it 
shatters in a bright flash of glass and metal 
shrapnel. 

•	 The Arc weevils spread to the other bottles, 
so the entire lot must be discharged, mean-
ing any portable devices are without power 
for the next three clocks as each bottle is 
purified.

•	 The character takes a major wound, and a 
large hole is blown in the side of the hull, 
giving the ship a 1-card challenge cache for 
plays involving its durability until repaired in 
a proper yard. 

•	 The character loses an eye to shrapnel. 

AERIAL 
ENCOUNTERS
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Castaway Con
While passing a small but rugged skyland, a 
lookout hails the deck reporting wreckage and 
a signal fire. If the characters’ ship does a fly-
by or sends a shore party to investigate, they 
see a couple of Kin waving frantically as if in 
need of help. If the shore party lands to offer 
assistance, a dozen buccaneers pour from hid-
ing, and attempt to capture the launch crew. If 
they succeed, they use them as hostages in an 
attempt to hijack the characters’ vessel, and 
leave the Knights and their crew marooned on 
the skyland.

Note that if the Knights arrive in a ship fly-
ing Guild colors, the pirates abandon their at-
tempt and try to play it off like they don’t really 
need help and were only waving hello. 

Player Stakes

•	 The Knights readily deflect the ambush and 
take the buccaneers prisoner. 

•	 The characters rescue several Loftian no-
bles the pirates were holding for ransom. 

•	 The pirates are the notorious band known 
as the Darling Deadlies, and the Knights re-
ceive an official commendation from the lo-
cal government for bringing them to justice.

•	 The party finds the actual pirate vessel hid-
den below the skyland and takes it as a prize. 

Moderator Stakes (2)

•	 The Knights take minor wounds in the am-
bush, and are forced to make an embarrass-
ing retreat to their ship. 

•	 Several crew are lost in the fighting and one 
of the characters — as determined by a luck 
draw — must make a major wound draw. 

•	 The Knights are subdued, and they and their 
crew are forcibly marooned on the skyland 
as the pirates steal their ship.

•	 Adding insult to injury, one of the pirates 
turns out to be the cousin of one of the 
characters, further discouraging and dishon-
oring the party.

Death from Above
As the characters’ ship passes closely un-
der the downside of a remote or otherwise 

uninhabited skyland, there is a flash of move-
ment and a fading scream as a crewmember 
is snatched off the open deck and yanked 
upward. Rock creepers (see the Upwind core-
book, page 143) are dropping from the stone 
overhead. As someone starts to shout or-
ders to run the ship clear, the crew realizes 
the rigging has been snagged in half a dozen of 
the sticky, ropy strands the creatures use to 
ambush their prey. The Knights must act fast 
before the whole crew is lost. 

Player Stakes

•	 The characters manage to free the ship, but 
lose (a random card draw divided by two) 
crewmembers before lurching away from 
the skyland. 

•	 The characters use Potential, a launch or 
even climb the sticky strands themselves to 
reach the snot-like gobs holding their crew-
members immobilized to the underside of 
the skyland, dramatically rescuing most of 
them. 

•	 The party saves the entire crew, then uses 
arc fire, cannon or other destructive weap-
ons to eradicate the dangerous creatures. 

•	 They also destroy the egg clusters hidden in 
the shadowed crevices of the rocks. 

•	 The characters manage to pinpoint the 
skyland on their charts; so, they submit a 
navigational bulletin that keeps Convocation 
shipping safely away from the dangerous 
skyland in the future.

Moderator Stakes (1)

•	 The characters lose (a full random draw’s 
worth) of crewmembers before getting 
away, and earn a 3-card challenge story 
cache when plays involve the crew, due to 
their crisis of confidence in the Knights.

•	 The loser of a group luck draw is captured 
along with the unfortunate crewmembers.

•	 The trussed-up Knight is pithed by its cap-
tor and must make a major wound draw.

•	 If saved from the creatures, for the rest of 
his life the captured Knight often wakes 
screaming from terrifying dreams of 
being eaten alive.
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Fire in the Sky
While cruising along a moderately well-trav-

eled shipping lane, a lookout reports smoke. 
Once they close with the target, the crew re-
alizes a large Loftian merchantman is on fire 
and quickly being engulfed. As they approach, 
it becomes clear the lifeboats are burning as 
well and what’s left of the passengers and crew 
— perhaps a dozen people — are cornered 
in the bow by the encroaching flames. Obliged 
by both the law of the skies and their vows 
as Knights, the characters are compelled to 
attempt a rescue. There are many ways the 
characters can render assistance, including 
fancy skymanship or dramatic use of Potential.

Player Stakes

•	 The characters and crew manage to rescue 
half of the burning ship’s company before the 
engulfing flames make any further effort moot. 

•	 The party is able to rescue all of the 
survivors. 

•	 The party is able to put out the flames, sav-
ing the induction hull and much of the cargo. 

•	 The Loftian merchant is so grateful to the 
characters for saving his life — and that of 
his son — that he gives them a substantial 
cash reward. 

•	 During the voyage to port, the merchant’s 
handsome son falls in love with one of the 
characters. 

Moderator Stakes (2)

•	 The characters are able to save only a cou-
ple crewmembers and the merchant’s son, 
who is terribly burned in the fire.

•	 The cargo and ship are a total loss, and after 
burning for a few more moments, it sudden-
ly plummets downward in a streaking ball of 
flame as the induction hull fails. 

•	 One of the characters falls in love with the 
merchant’s son on the voyage back to port, 
but the son’s anger at the death of his father 
makes him hate the character. 

•	 The son is driven mad by grief and vows to 
use his vast and newly inherited wealth 

to take revenge on those who 
“let his father die!” 

Hungry, Hungry Hemoth
The party’s ship is passing a large cloud garden 
when the lookout hails the deck with a report of 
an inverted ensign on a pole protruding from the 
vegetation. Upon closer inspection, it becomes 
obvious that the flag is being flown as a distress 
signal. If the characters stop to investigate, they 
discover that a small merchantman has crash-land-
ed among the floating trees and come to rest bow 
down, deep in the interior of the leafy mass. 

If the characters choose to investigate fur-
ther, they find the crew gone, the ship beyond 
repair and the cargo either salvaged or stolen. 
While the shore party searches, everyone hears 
— and anyone on the Knights’ ship sees — a 
small herd of hemoths (see the Upwind core-
book, page 140) break from the surrounding 
clouds and begin feeding on the far end of the 
cloud garden, drifting along and gouging out 
large mouthfuls as they float past. Just as every-
one realizes these animals are too far away and 
too intent on their grazing to be a threat, a mas-
sive bull hemoth breaches up from the clouds 
below, right through the garden and directly to-
ward the shore party. With a maw large enough 
to engulf a small ship, the creature threatens to 
swallow the searchers if they fail in a play to es-
cape the unintentional attack. 

Player Stakes

•	 The characters manage to dive into the sur-
rounding vegetation at the last instant, bare-
ly avoiding being swallowed whole.

•	 One of the characters manages to catch a 
ride on the back of the creature, and so im-
presses the crew of his ship before leaping 
to safety that he gains a 1-card innate cache 
he can use in plays where their confidence in 
his reckless requests are relevant. 

•	 The character never again has to pay for his 
drinks whenever he has the chance to tell 
this story.

Moderator Stakes (2)

•	 One of the characters is caught in the veg-
etation hanging from the creature’s massive 
jaws as it clears the forest, and dangles help-
lessly against its side as it circles around for 
another pass. 
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•	 One of the characters stares into the mas-
sive eye of the bull, and it stares back. In that 
moment, he comes to believe they are be-
nign and intelligent creatures; he swears to 
protect them from harm whenever he en-
counters them in the future. 

•	 As the hemoth gulps down its mouthful, the 
character is swallowed along with the mass 
of vegetation; he must be rescued from inside 
the hemoth by his desperate compatriots. 

Midair Collision
As the party’s ship passes out of a dense, white 
cloud into clear sky, a massive, fast-moving flock 
of avians engulfs the vessel, speeding past as fast 
as they can fly — as if perhaps, fleeing for their 
lives. Without warning, a large wind eagle bursts 
from the clouds and crashes violently into the 
ship, breaking masts, shredding sails, knocking it-
self half senseless and becoming hopelessly entan-
gled in the ruined rigging. It begins to fight, thrash 
and tear as it tries to free itself, doing more dam-
age to the ship and any crewmembers who get 
too close. With the extra weight and damage to 
a major power conduit, the ship begins to spiral 
slowly downward, increasingly out of control. 

Player Stakes 

•	 The crew kills the eagle and hacks it free, 
pushing it over the side before they lose 
complete control of the ship. 

•	 The characters manage to free the eagle, 
and get it off the ship alive without further 
damage to crew or vessel. 

•	 The party somehow calms the bird, and 
when they free it, the creature seems to 
befriend the crew and hangs around, trailing 
the ship for several clocks.

•	 One of the Knights builds such a rapport with 
the eagle, that he is able to mount and ride it. 

Moderator Stakes (1)

•	 The crew kills the eagle and eventually cuts it 
free, but not before the damage earns the ship 
a 2-card innate challenge cache in plays involving 
speed, durability and reliability. The cache can 
only be removed by repairs in a proper yard. 

•	 The eagle kills several crewmen and at least 
one Knight must make a minor wound draw.

•	 As it goes over the side, the eagle snatches 
one of the Knights in its talons and drags her 
over with it. Another play must be made to 
determine her fate. 

•	 The eagle’s brood mates arrive, and believing 
she is being attacked by the ship, attack in 
turn. This requires another play to deter-
mine the outcome of the battle. 

THE TWILIGHT FRONTIER
Ghost Ship 

The party’s vessel comes upon what 
sailors superstitiously call a ghost ship. 
The ship is a strange wooden boat that 

only the most experienced Guild member 
recognizes as a very old Kin design. Anyone 
who goes aboard finds the decks covered in 
Child bodies, and the evidence indicates they 
recently died fighting each other — or anoth-
er Child crew. There is little of value on the 
ship and nothing worth salvaging that has not 
already obviously been taken, save the hard-
used circuit box barely keeping it afloat. Just as 
any investigators decide to leave, one of them 
hears a child crying below deck, and finds a 
snotty-faced toddler huddled within a pile of 

dirty blankets. It is instantly clear this is a Child 
youngster, and regardless of what the party 
does, his fate has turned very dark. This situa-
tion does not necessitate a play — but it’s a dif-
ficult moral decision with lasting consequences 
moderators should be sure to impose. 

Hard Rain
When larger gravel, cobbles and even boulders 
erode away from the undersides of skylands and 
fall on unsuspecting, downwind targets, the phe-
nomena is called hard rain (see the Upwind core-
book, page 133) by the survivors. 
As the party’s ship sails quietly 
along, the crew is alerted by 
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a series of short, gunshot-like reports as a doz-
en fist-sized stones hit the deck, lodging in the 
wood, and in some cases, even punching through 
to lower levels. Before anyone can react, howev-
er, a boulder the size of large skiff crashes into 
the deck from above, embedding itself and all but 
breaking the ship’s back. The damage and extra 
weight cause the ship to immediately begin spi-
raling downward out of control. The crew’s only 
hope is to get the boulder off the ship as quickly 
as possible and set down for repairs. 

Player Stakes

•	 The characters are able to break apart, le-
ver or otherwise lift the rock out of the huge 
crater it made in the deck and drop it over 
the side. The ship must set down, and the re-
quired repairs delay the voyage by five clocks. 

•	 An Ore adept in the party is able to reform 
the stone and simply flow it over the side 
like liquid, doing no additional damage to the 
ship. Though the damage slows the ship by a 
clock, repairs can be made while underway. 

Moderator Stakes (2)

•	 (The value of a random card divided by 2) 
crewmembers are killed in the accident, and 
the loser of a group luck draw must make a 
major wound draw.

•	 The crew is forced to crash-land on a down-
wind skyland, and the ship is a total loss.

Hooked
While cruising at moderate speed through the 
dimness of the Frontier, the characters’ ship 
runs afoul of a flock of hook kites (see the Up-
wind corebook, page 140) hidden in the haze 
of a cloudbank. The creatures’ long, spiny, ven-
omous tails tangle in the rigging, or snag and 
yank several crewmen across the deck, then 
off into the air, screaming. 

Player Stakes

•	 The characters manage to cut the terrified 
crew members free before they are dragged 
into the sky. 

•	 The party is able to clear the rigging of hook 
kite tails with only minor wound 

draws. 

•	 The characters extract 
several gallons of hook kite 

venom, and can either sell it to an apothe-
cary for a tidy sum or donate it to the Acad-
emy for research purposes, earning a favor 
from the Zoology department faculty. 

Moderator Stakes (2)

•	 The ship loses (a random draw divided by 2) 
crewmembers to the venomous creatures 
and morale plummets. 

•	 One of the characters is badly poisoned, and 
must make a major wound draw. Regardless 
of the amount of damage, the venom leaves 
her incapacitated and delusional for the next 
five clocks.

•	 While burying the bodies of the unfortunate 
crew on a nearby skyland, the party is at-
tacked by a large pack of hungry meat crick-
ets (see the Upwind corebook, page 149) ne-
cessitating another play.

Lost Weapon
As the ship makes its way slowly through the 
uncharted Frontier, a lookout hails the deck, 
pointing out a large, spherical silhouette as 
it suddenly looms out of the twilight. Three 
times the length of their ship in diameter, the 
structure appears metallic and is clearly artifi-
cial, drifting in the air like a small iron skyland. 
Those with sharp eyes notice irregularities on 
the object’s surface, and as the gap closes, the 
irregularities resolve into the derelict hulls of 
ships — a dozen at least — crushed tightly 
against the skin of the floating sphere. Some 
are old and rotting away. Others are newer, of 
various nations and designs, and many of them 
have the lines of Child vessels. 

There is suddenly movement as a number 
of small hatches open in the hull of the sphere 
and half a dozen animate guardian cables (see 
page 45) spear outward toward the charac-
ters’ ship. They plunge through the hull, then 
snag against the planks like barbs on giant har-
poons as they begin to retract. The cables be-
gin reeling in the ship, and unless the party can 
stop the machine, their vessel will be pulled 
against the sphere in a crushing grapple.

Player Stakes 

•	 The characters manage to cut the grap-
nels of the guardian cables free before the 
strange weapon pulls them in. 
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•	 The crew is able to tag the site with a lode-
stone so that a salvage crew can find the 
floating emplacement, and perhaps turn it 
to the use of the Guild.

•	 The party is able to board the ancient device 
and gather enough new insight into arcan-
otechnology that they gain a 1-card innate 
cache they can use whenever a play involves 
ancient devices. 

•	 The characters are awarded Blazes of Rank 
for recovering such a potent, and still func-
tional, Masters’ artifact.

Moderator Stakes (2)

•	 The characters’ ship is badly damaged by the 
weapon, and they barely manage to escape. 
Even so, the damage slows their voyage by 
five clocks. 

•	 The characters’ ship is crushed against the 
device, and the crew is forced to abandon 
it for the dubious safety of the sphere itself. 
Additional plays are required to escape — 
either by salvaging some launches from the 
wrecked boats around them, or taking con-
trol of the artifact and trying to fly it home. 

•	 The battle with the device apparently costs 
the ancient machine the last of its energy re-
serves, and it plummets towards the Dark 
in the middle of the fight. If it is still grap-
pled with the characters’ ship, the vessel is 
dragged down by the falling structure.

Murky Airs
Alchemical murks (see the Upwind corebook, 
page 130) are a rare and dangerous phenom-
ena, especially the further one travels down-
wind. They are almost impossible to avoid, 
unpredictable in effect and almost uniformly 
destructive. 

While cruising through the dim skies, the 
boat crew’s ship passes into a murk. They only 
realize it when the bow of the ship turns to crys-
tal-clear elemental glass, and several bow guns 
rust away to dust before the crewmen’s eyes. A 
play based on quick ship maneuvers or damage 
control is appropriate, but luck draws could be 
used to determine the outcomes as well. 

Player Stakes

•	 Parts of the ship are transformed as de-
scribed, but it otherwise remains functional. 

•	 The winner of a luck draw has an arm per-
manently transformed into some kind of 
living crystal that provides a 2-card innate 
cache whenever punching or defending 
against melee attacks is part of the play. 

Moderator Stakes (1)

•	 The bow of the ship shatters and falls into 
the sky, taking some rigging and (a random 
card divided by 2) crewmembers with it. 
The vessel’s functional speed and maneu-
verability is reduced by half until it can be 
repaired in a yard. 

•	 The loser of a luck draw has most of the 
soft tissues of his head rendered transpar-
ent, giving him a horrifying visage. He gains 
a 2-card innate challenge cache for any play 
in which an appealing appearance is relevant, 
but a 2-card innate cache whenever an in-
timidating appearance is useful. 

Mystery Pursuit
A lookout reports a ship in the distant dimness 
that appear to be holding steady on a parallel 
course and matching speed. The cold, twilight 
clouds frequently occlude the vessel, but the 
lookouts eventually catch sight of the pursu-
er again. If the boat crew decides to turn and 
close with the ship, the mystery ship quickly 
evades by vanishing into the dimness. When 
the party eventually gives up the chase and re-
turns to its course, inevitably, sometime later, 
lookouts again report the trailing ship. This 
goes on for several clocks. 

Moderators can do what they want with 
this encounter. Perhaps it is pirates trying to 
assess a possible target. Perhaps it is a Delver 
Society or other private salvage crew curious 
about where a Guild ship is headed. Perhaps 
it’s agents of the Cabal following the charac-
ters, or maybe it is a Child of the Dark patrol 
trying to gather intelligence on Guild activities. 

Moderators should choose this encounter 
simply to instill a little paranoia in their play-
ers if they seem too complacent or confident. 
No play is necessary to make this encounter 
consequential — simply let the players’ imagi-
nations do the work. 
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THE DARK 
Are You My Mommy?

While cruising through the Dark, a 
strange vibrating sensation in the 
air alerts the crew to the pres-

ence of a small, winged lizard perched on the 
starboard rail of the ship. It appears to be 
screeching at a crewmember, but it is emit-
ting no actual sound — the only sensation is 
a reedy vibration in the air. A hoarse call of 
warning from the helmsman draws everyone’s 
attention as the crewman shouts something 
about “candle slugs.” As the words register, ev-
eryone feels the ship pitch wildly to port as the 
creature’s mother — a full-grown dark dragon 
(see the Upwind corebook, page 147) — lands 
on the port railing. She crushes the railing and 
part of the hull in her talons, and sweeps the 
deck with a powerful sonic wave of stunning 
force.

Player Stakes

•	 The ensuing battle is vicious, but the charac-
ters drive off the creature. They must make 
only minor wound draws and lose only a 
handful of crewmembers. 

•	 The party gets through the fight with no in-
juries and manages to save any threatened 
crew. 

•	 The party kills the mother and can secure 
it as a specimen of the rare creature to be 
delivered to the Academy upon their re-
turn. The party earns a 1-card story cache 
they can use anytime a favorable reputation 
among the Academy’s academics could apply 
to the play. 

•	 The characters manage to capture the fledg-
ling alive, and can deliver it to the Academy 
as well. The party earns a 2-card story cache 
they can use if they ever need to ask the 
Zoology department for a favor.

Moderator Stakes (2)

•	 The two characters with the lowest luck 
draws must make major wound draws and (a 

full random card’s worth) of crew-
men are lost over the side or 
are mortally wounded in the 
vicious fighting.

•	 One of the characters is carried aloft by 
the creature, and a subsequent play must be 
made to fight his way free and get safely back 
to the ship. 

•	 One of the characters must make a mortal 
wound draw.

Blinker Bounty
Blinkers (see the Upwind corebook, page 146) 
are famously mysterious; the bounty the Guild 
has placed on the recovery of an actual speci-
men — alive or dead — is a frequent topic of 
conversation among more avaricious sailors. 
Therefore, when a lookout quietly reports to 
the deck the presence of flashing lights off the 
port bow, the more mercenary crewmembers 
get excited. 

Going chasing off after zoological specimens 
or monetary rewards is not part of the mission 
objectives, but keeping crew content is also part 
of good leadership, so the Knights must make 
a decision. If they opt to ignore the possible 
blinker and continue on, assign them a 2-card 
challenge story cache for plays in which the 
mood and compliance of the crew make a differ-
ence. If they go after the creature, make a play. 

Player Stakes 

•	 The crew manages to improvise a can-
non-fired harpoon system aboard the 
launch, and spears whatever is making the 
lights, which immediately goes dark. They 
drag the creature aboard, but it quickly be-
gins to liquefy as it dies. In the end, the crew 
is able to scoop most of it into a number 
of empty water barrels, but receives only a 
quarter of the offered bounty for the sticky 
remains. 

•	 The crew improvises a net gun using car-
go netting and a swivel cannon and is able 
to capture the supposed blinker alive. It’s 
a rather indescribable creature that seems 
more gelatinous than fleshy. Kept in an ice-
chilled cargo space, it barely survives the 
trip back to the Academy, but the crew re-
ceives the full bounty. 

Aerial Encounters



157

•	 If any characters have attributes related 
to zoology or similar scholarship, they can 
spend time studying the creature while it is 
still fresh and active, thereby earning a posi-
tion as an Academy lecturer during the next 
academic cycle.

Moderator Stakes (3)

•	 The crew is able to spear the creature. Af-
ter fighting to bring it aboard, a large piece 
of what appears to be a rubbery, slimy hide 
rips off and comes back with the suddenly 
freed harpoon. The crew is eventually inter-
viewed by an Academy professor, but earns 
no bounty.

•	 The creature the crew harpoons is massive 
and drags the launch several miles away from 
the main ship before the harpoon pulls free. 
The angry creature circles back around in 
the pitch black, lights now blinking a baleful 
green and attacks the small, unarmed boat. 
The characters must make another play to 
survive the encounter. 

•	 A crewmember is lost overboard during the 
wild, pitching ride.

Child Patrol
A constant threat in the environs of the Dark, 
crews are always vigilant against ambush by the 
Children. It is therefore a surprise when, without 
warning from the lookouts, a child ship comes 
into view and opens up with a rolling broadside. 
Using the resulting smoke as cover, the ship slips 
sideways and boarding parties begin pouring over 
the rail and onto the Knights’ vessel.

Player Stakes

•	 The characters fight off the ambush and 
escape into the darkness, having to make 
only minor wound draws as a result of the 
skirmish. 

•	 The victory is decisive and the Child vessel 
sinks quickly into the Dark, trailing black 
smoke. 

•	 The party captures the Child vessel, and if 
they can manage to hotwire the pilot’s sta-
tion, they can take a strategically priceless 
prize back to the Guild.

Moderator Stakes (3)

•	 The boat crew escapes the battle, but all 
players must make major wound draws. 

•	 The party’s ship is assigned a 3-card innate 
challenge cache due to excessive damage 
until she can be properly repaired. 

•	 Half a dozen crewmembers are lost in the 
fighting. The loser of a group luck draw must 
make a mortal wound draw. 

•	 The loser of a group luck draw is taken pris-
oner by the Child warriors. 

Deadly Sound
Every sailor who has voyaged in the Dark has 
heard the fateful saying: “when a screecher 
calls, a crewman falls.” Unlike many of the su-
perstitions about the Dark, this tale is true. 
Screechers (see the Upwind corebook, page 
151) are lethal creatures that have yet to be 
described by Guild zoologists, despite the fact 
there are over two dozen verified reports of 
calls attributed to the species preceding the 
disappearance of a crewman or salvage camp 
technician.

While sailing slowly through the Dark, a 
loud, strangely forlorn and directionless keen-
ing is heard by the entire crew, inciting a panic 
that breaks shipboard discipline and leaves the 
boat functionally unmanned as sailors run to 
cannon, grab for weapons or even retreat be-
low deck. One misguided soul fires up a large 
arc spotlight, jerking it back and forth across 
the sky. For the briefest of instants, something 
is illuminated, then it’s gone.

Regardless of whatever play the characters 
decide to make, the creature has disappeared, 
and when roll call is taken, a single crewmem-
ber has also vanished. 

Flash Frozen
The ship is cruising slowly through the black-
ness of the Dark when, right before the eyes 
of the crew, ice begins to quickly form across 
the decks, climbing out onto the masts, 
stiffening the sails, covering the cannons 
and even freezing any slow-moving crew-
members in place. The ice rapidly 
thickens as the combination of 
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freezing temperatures and errant Rain Poten-
tial combine to layer the ship in a hard rime, 
the weight of which begins to overwhelm the 
induction hull, forcing the ship downward. If 
the crew does not relieve the ship of the ex-
cess weight quickly, she will simply fall into 
the abyss. 

Player Stakes

•	 The characters succeed in hacking enough 
of the ice from the ship to prevent a down-
wind crash, and though delayed, they find 
their way back to their course. 

•	 The ship gains a ready source of freshwater, 
replenishing its supplies with little effort, 
and the party gains a 1-card story cache for 
any play in which crew morale matters. 

•	 Any Rain adepts gain 1 additional card in 
their Potential hand; however, once it’s 
spent it’s gone.

Moderator Stakes (2)

•	 The party is unable to free the ship from the 
ice in time, and the vessel has a hard landing 
on a tiny, downwind skyland. The repairs re-
quired to get in the air again take five clocks. 

•	 Several crewmembers are injured, and one 
is killed. 

•	 The crash disturbs a flock of avian predators 
roosting on the Skyland, and they attack, 
forcing a subsequent play to fight them off. 

Ground Rush
A mundane, but very real risk of navigating the 
Dark is that, unless a crew is using spotlights 
— which can attract even greater dangers — 
they can’t always see oncoming skylands in the 
darkness. Accordingly, cautious crews general-
ly fly very slowly when cruising the Dark, and 
they post their best lookouts forward. When 
exigencies such as combat or escape motivate 
high speeds, the crew is forced to weigh the 
comparative threats and gamble on which is 
more imminent. 

The ship is sailing slowly through the Dark 
when an urgent shout from a forward look-
out is immediately followed by a rending crash, 

and the ship comes to a pitching 
halt. As the crew rushes to 

emergency stations and the officers assess the 
damage, the ship begins to slowly sink, scraping 
and grinding along the rocky wall into which it 
crashed. The rigging snags on the jagged rocks, 
and this combined with the lift of the weak-
ened induction hull, proves barely enough to 
keep the ship from falling further. 

Unfortunately, the way the rigging is snagged 
forces the ship to tip so it is hanging with its 
keels against the icy cliff face, rolled 90 degrees 
to starboard so that the decks are now verti-
cal. The screams of at least one crewman can 
still be heard vanishing downwind as everyone 
else clings desperately to whatever rail, line or 
spar they were able to grab as the ship listed 
over. 

Player Stakes

•	 The characters are able to secure the crew 
and bring up the power in the induction hull 
before cutting the ship free. As she rights, 
more spars break and several more crew are 
injured, but she is flying free again. The ship 
has a 2-card challenge cache for any plays 
involving speed or maneuverability until 
repaired. 

•	 The party so impresses the crew with their 
emergency response that they gain a 1-card 
innate cache that can be used whenever they 
need to crew to trust them. 

•	 The characters earn a new Blaze of Rank for 
saving their crew in “The Righting of the [in-
sert ship name here].”

Moderator Stakes (3)

•	 The ship rips free of the cliff by its own 
weight, and though she rights by herself, (a 
one card random draw) worth of crew are 
pitched overboard.

•	 The loser of a luck draw is plagued by bad 
dreams of falling, and becomes obsessed 
with ship safety. 

•	 In the moments before they think they are 
all going to die, the loser of a luck draw must 
confess to the winner of the same draw how 
the loser truly feels about winner. Whether 
it’s a positive or negative sentiment is up to 
the winning player. 
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PEOPLE,  
PLACES AND 

THINGS
(General Upwind Setting Information)

NPCs
Captain Gorry, senior Explorer Knight, page 15
Sergeant Norrels, liegemen NCO, page 17
Espen and Tove, Delver Society negotiators, page 19
Igor the Under, Vaultish smuggler, page 23
The Queen of Storms, Tempest warlord, page 30
The Red Captain, Vagabond Fleet gang leader, page 32
Captain Wind, Vagabond Fleet resident, page 32
The Veiled Viscountess, Vagabond Fleet gang leader, 
page 32
Crew of the EGS Faithful, liegemen sailors, page 40
Captain Simion Gray, notorious pirate, page 58
Crew of the Harsh Mistress, pirates, page 58
Operatives 6, 9 and 11, Cabal agents, page 65
Ilea the Ship Sister, notorious smuggler, page 75
Crew of the EGS Swift, liegemen sailors, page 97
Agents 18, 19 and 20, Cabal operatives, page 103
Leader of Killers, Child of the Dark officer, page 108
Crew of the Earnest Predator, Child sailors, page 109

Organizations
Justicars, Skyreach national police, page 15
Delvers’ Society, Skyreach salvagers organization, 
page 16
Sailors’ Benevolent Union, Vaultish organized crime 
front, page 23
Captain Mai’s Crew, Hole gang, page 61
The wHole, Hole gang, page 61
The Cutters, Hole gang, page 61
The Cannoneers, Hole gang, page 61

Flora and Fauna
Spark flowers, artificial Potential-storing life forms, 
page 127
Leviathans, overgrown and carnivorous hemoths, 
page 127

Skylands
Tempest, twin and wild islands, page 27
Cascade Cache, secret Cloud Principality base, page 72
Abject Archipelago, dangerous island in the Dark, 
page 105

Settlements
Sky, capital city of Skyreach, page 18
Haven, capital city of Vault, page 22
Coin, trader town in Tempest, page 28
Cliffside, major Horizonian city, page 31
Hole, hive of scum and villainy, page 60
Point Defiance, major Guild fortress, page 95
Wall-Town, military town at Point Defiance, page 96
Harbor, primary Child of the Dark naval port, page 117

Sites
The Vagabond Fleet, floating pirate hideout, page 32
Rubble Field #43, Masters’ cache, page 42
The Iron Castle, Hole fortress, page 62
The Torrent, supernatural environmental phenom-
ena, page 83
The Warren, Masters’ ruin, page 90
The Wrack Wall, supernatural environmental phe-
nomena, page 122

Ships
EGS Decisive, Guild fast courier, page 20
EGS Faithful, aging Guild frigate, page 40
Harsh Mistress, notorious pirate ship, page 58
EGS Unstoppable, Guild supply freighter, page 94
EGS Swift, new Guild patrol boat, page 97
Earnest Predator, Child of the Dark light patrol boat, 
page 109
Lance of Fate, experimental Child of the Dark explo-
ration vessel, page 119

People, Places and Things 
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Setting Background
Salvage Operations, page 43
Potential Prisoners, page 111

Technology
Guardian cables, dangerous Masters’ tools, page 45
Arc lenses, Masters’ weapons, page 45
Mobile fortresses, Masters’ artifacts, page 46
Masters’ kiosks, Masters’ artifacts, page 47
The Windlass, transportation crane in Hole, page 62
Sentry cogs, Masters’ automatons, page 78
The Guardian, massive Masters’ automaton, page 107
Dreadnoughts, Child of the Dark warships, page 123
The Grand Amplifier, ultimately powerful Masters’ 
artifact, page 128

Relics
Mask of the Navigator, Masters’ artifact, page 50
Helm of the Navigator, Masters’ artifact, page 80
Eye of the Navigator, Masters’ artifact, page 81
Morley’s Modular Motion Monitor, sensor device, 
page 91
The Optical Oscillator, camouflaging device, page 91
Draught Capacitor, Potential-draining device and 
weapon, page 103

People, Places and Things



When a crew of inexperienced Explorer Knights is  
ordered to hunt down a notorious smuggler and  

recover what he has stolen, they become unwitting  
proxies in a mysterious conspiracy. As dangerous  
missions lead to strange discoveries and stranger  
allies, the characters face forbidding moral  
dilemmas and must make the ultimate sacrifice if they 
are to save Kin civilization. 

The Prophecy of the Grand Amplifier is a setting- 
spanning campaign that takes new characters from 

their time as novices at the Explorers’ Academy through 
the world-changing events of the Third Incursion. The  

epic-scale adventure challenges the young knights to become 
the Guild’s greatest heroes or condemns them to be its darkest villains — 
the choice is theirs to make.

The Grand Amplifier contains
•	 More than 50 hours of adventure with detailed guidelines for 

running the campaign and rich, Q-System outcomes for  
every encounter.

•	 20 Academy flashbacks with unique, character  
	history-building outcomes.
•	 18 voyaging encounters, suitable for dropping into  

	 any Upwind adventure.
•	 105 stand-alone descriptions of new NPCs, organizations,  
	 locations, Masters’ caches, relics, ships, crews, creatures  
	and dangerous foes.

THE PROPHECY OF THE
GRAND AMPLIFIER

CAMPAIGN SOURCEBOOK
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