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Before suns and moons and light, 
there was a great emptiness that 
did not know itself. It had no eyes 
to see itself, no hands to feel its face, and no 
tongue to taste its breath.
So from the center of this beginning-less 
awareness an invisible flame burned into being, 
and from its warm heart came the Light.
And so it was that the first Light came to be.
The Light announced itself at the center of the 
boundless ocean of emptiness, and its long rays 
reached into that void and found no end to it.
And so it was that the Light’s desire was to 
give warmth, and with its rays it caused the 
darkness to huddle around it. And so was made 
the first Other — and with it, the first shadow.
The shadow was of the light as much as 
anything and, bearing a great love for it, the 
Light searched the dark for secret cause and 
brought wondrous forms into being. It warmed 
these Countless Things and brought them into 
being and the light forever washed over them.
Soon, the great emptiness was hardly 
emptiness at all — the great sea was 
now filled with forms and light, and the 
emptiness sat beneath it all and knew the 
joy of Creation and of being its source.
Motivated to give illumination and warmth to 

all things, the Light divided into many stars 
that were no smaller or larger than the Light 
when it was one. The stars each had their 
own rays and gave warmth to many distant 
spheres, the faces and forms of which remain 
unknown to the Folk, to this very day.
And as the myriad worlds began to glow 
with the Light, the stars felt love for what 
they lit and, to care for all within the Light, 
gave up their most precious radiance. Those 
rays became flowing serpents — and those 
serpents, the custodians of our world.
The eight longest and most radiant 
serpents forged, from the Light’s very 
heart, the Eight Keys that can unlock 
those secrets of Creation that had been 
hidden since time without beginning.
And each serpent but one bestowed their gifts 
in turn, and there was no world that was more 
serpent-blessed than our own world-that-was. 
Touched by each Key, in turn, it flourished in 
its display of the Countless Things and, most 
curious among these Things, humanity.
The luminous guardians cared for all that the 
starlight shone upon and humanity manifested 
wisdom and civilization upon its world and, 
amidst towers and temples, turned its gaze 
to the heavens. 
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And so it was.
And humanity proved wise.
And humanity proved cunning.
And humanity proved kind.
And humanity proved strong of will.
And humanity proved perseverant.
And humanity proved powerful.
And in this way, humanity earned 
their initiations through ordeal and 
the revelation of mysteries.
It was by these Virtues that the Light’s serpents 
considered the fate of humanity. Was it time 
to reveal unto this sovereign race the keys and 
secrets by which they were made?
Seven felt no, but one stood against seven and 
said that humanity had earned its place — 
earned its turn to take up the Keys so it may 
choose its place among the stars.
But it was even this dissonant serpent 
that warned of the eighth key. The 
Black Key. A forbidden key.
In turn, humanity made quick use of the keys, 
adorning its world in splendor and wonders 
exceeding all dream and aspiration.
Despite such glorious power, the mystery  
of the Black Key proved too great to go 
unraveled, and so it was that the world-that-
was was unmade.
 

The sky was black and the Sun was at  
its center.
Space undid itself around the edges of that great 
white disk and fell.
As it fell, the world broke and men were tossed 
from their temples and clung to the pieces of the 
shattered world-that-was.
The black of space unfurled beneath us as a 
boundless sea that still pulses with the dying 
stars frozen within its murk.
And then it stopped.
It all stopped.
The falling shards of the world froze in their 
places and the Seven were made new.
It was then that humanity looked down from 
the edges of its broken world and knew what it 
had done and trembled.
But even as it feared the dark sea beneath, a 
warm light shone on its back, and humanity 
once more turned its gaze to heaven.
Above, more radiant and giving than ever, the 
Absolute light. The light eternal and first.
 
The Overlight, we called it.
And it is by its colored rays that you will 
know your power, oh Skyborn child… 
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INTRODUCTION

CHAPTER 1

INTRODUCTION
Welcome to Overlight, a role-playing game of 
kaleidoscopic fantasy among the shards of a 
broken world. It’s a world in which seven great 
continents hang in the sky, stacked almost 
vertically, far above an unending sparkling sea. 
And shining down upon it all is a limitless light, 
emanating not from a great sun or moon, but 
from the sky itself: the hallowed Overlight.
The heroes of this world are called the Skyborn. 
These individuals are born to disparate Folk 
and cultures the world over, and on some deep 

genetic or spiritual level are driven to make the 
world a better place, knowing in their hearts that 
things are not as they should be. The Skyborn 
are able to consciously manipulate the Overlight, 
fracturing it into seven distinct colors and using 
it to power remarkable abilities called Chroma.

WHAT IS A ROLE-PLAYING GAME?
It may be that Overlight is your first experience 
with role-playing games, often called RPGs for 
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short. Sometimes these games are also referred to 
as tabletop or pencil-and-paper RPGs, to distinguish 
them from the computer or video game console 
RPGs that are now so familiar to many people. 

Simply put, a role-playing game is a shared 
storytelling activity with a set of rules to help 
guide the drama and narrative. It’s a lot like 
playing Cops and Robbers as kids, only now 
there are rules to help settle any arguments 
about whether or not you “got hit.” Plus, we like 
to think we’re telling more nuanced stories.

The players of an RPG each create a unique 
character, defining the role that they will play 
throughout the stories. These characters are 
called player characters (or PCs). But one 
player has a special role. She is known as the 
Gamemaster (or GM), and she will be the one 
who creates the overarching story and plot 
through which the PCs are guided. She will act as 
a narrator of sorts, spooling out the story to the 
other players, while simultaneously acting out 
the roles of the other inhabitants of Overlight — 
friends and villains alike! These other characters 
are called non-player characters (or NPCs).

The GM is not playing “against” the other 
players, as her role is to instead act as rules judge 
and story facilitator. Ultimately, it is her job to 
make sure that everyone is having a good time 
and that each player is contributing to telling the 
sorts of stories that the group will enjoy.

An RPG doesn’t have winners and losers — all 
of the players, including the Gamemaster, are 
enriched by the tapestry of story that they weave 

with each other over the course of multiple 
sessions. You can tell a complete story in a single 
game lasting a few hours, but the most rewarding 
experience will likely spring from a larger story, 
spread out across many game sessions and 
lasting months or even years. 

WHAT IS KALEIDOSCOPIC FANTASY?
When we think of fantasy, most of us conjure 
up images of elves, wizards, and dragons. We 
think of tales strongly rooted in western folklore 
and history, or at least in the stories of J.R.R. 
Tolkien — dark lords, abandoned underground 
holds, and bands of heroes questing to foil 
the schemes of some world-ending evil. Or 
maybe we think of the gritty dirt-beneath-
your-fingernails fantasy of seminal sword-
and-sorcery author Robert E. Howard and 
the new “grimdark” standard bearers like Joe 
Abercrombie. A lot of our fantasy role-playing 
tropes come from these and similar sources.

Kaleidoscopic fantasy (a term that we have 
ourselves created) draws its DNA from some very 
different places. Most importantly, the aesthetic 
tone is quite distinctive. Kaleidoscopic fantasy 
springs from the artwork of such luminaries as 
Roger Dean, Julie Bell, Moebius, and the early 
fantasy-themed work of Olivia de Berardinis. 
Bright colors, a riotous explosion of life, and 
fantastic beasts rooted more in the natural world 
than in nightmarish visions.

Roger Dean is especially important. The 
sweeping, otherworldly landscapes that 
populated his album covers for the progressive 
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rock groups of the ’60s and ’70s inform the 
backbone of it all. Fabulous creatures often 
overlook dreamy vistas of floating islands 
dotted with structures that hint at a wondrous 
civilization just beyond the next stone, or 
just beneath the jungle’s canopy. There’s an 
almost hyper-real quality to these images, and 
they’re utterly vast in scale, with a sense of 
boundlessness like anything is possible if only 
one can remember how to get to these places. 
They exist almost in memory, like a half-
forgotten dream.

In this way, kaleidoscopic fantasy actually shares 
some tonal space with the fiction of authors like 
Tolkien or Peter S. Beagle. The most beloved 
writings of these authors are laced with a deep 
melancholy, a knowledge that, somewhere along 
the way, humanity lost something and, despite 
barely being cognizant of that loss, we still desire 
with an aching heart to find it again.
Yet kaleidoscopic fantasy is also very much about 
the present. It is profoundly universalist, and 

it contains a reckless blend of varied cultural 
elements. The world can be a better place, we’ve 
just got to take decisive action for it to be so. The 
conceit of the Skyborn of Overlight is that they’re 
subconsciously driven to do this, but have to 
decide for themselves exactly how.

Jon Anderson, member of the prog rock group 
Yes, once said that their music was about 
“discovery of the self and connection with the 
divine.” And so it is with kaleidoscopic fantasy. 
The path that our characters must take to “fix” 
the world is about the human condition as much 
as anything. And here we look to Clive Barker’s 
Imajica, or the Earthsea novels of Ursula K. Le 
Guin, or indeed some of the more subtle themes 
in Jim Henson’s The Dark Crystal. The decision to 
act is the important one, while the world swirls 
around you, with all of life’s experiences and 
distractions and moral quandaries.

Yes, we’re still talking about a fantasy role-
playing game here, one in which the characters PREVIEW
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may operate on a mythic scale, and can make 
large changes to the setting through their 
actions. Yet Overlight is also an environment 
that simply allows for adventures — slaying 
huge beasts, or ferreting out corrupt cultists, 
or hijacking gleaming golden airships. It’s the 
game that allows your neon tiger-striped warrior 
woman to ride into battle upon a screaming blue 
pterodactyl. Because that game needed to exist.

The purpose of all this? The purpose, the “why” 
to all of this action is important, perhaps the 
most important thing. You are of the world, not 
simply in it.

HOW DO WE GET STARTED?
You’ll need a couple of friends, including one 
willing to step up to be the Gamemaster. You’ll 
need some pencils and some Overlight character 
sheets, which you can photocopy from the back 
of this book or download from the Renegade 
Game Studios website. You can also use the pre-

generated characters provided with our sample 
adventure at the end of this book, The Sage of the 
Hanging Prison.

You’ll also need some dice. Overlight uses the 
now classic polyhedral dice common to so many 
other role-playing games. You’ll very likely need 
a lot of them. Four-sided (d4), six-sided (d6), 
eight-sided (d8), ten-sided (d10), and twelve-
sided (d12) dice will all be used. When multiples 
of the same dice type are needed, we simply add 
the quantity prior to the abbreviation. So three 
six-sided dice can be referred to as 3d6. Five 
twelve-sided dice? 5d12.

Overlight actually uses these dice types as Ratings 
for character features called Virtues and Skills. 
When speaking about Ratings, we’ll use a capital 
“D” — as opposed to a lower-case “d” when 
talking about literal dice. For example, you might 
have a Wisdom Rating of D8, but if we’re talking 
about a pair of actual eight-sided dice that you 
need to roll, we would say 2d8.

You will need as many as six of each type 
available, although you’ll only need a single d4. 
Renegade Game Studios produces a special set of 
d4s, the Overlight Spirit Dice set, which should 
be available wherever you purchased this core 
book. Although they are not required to play 
(regular d4s will do just fine), we like to think 
they add a bit of flavor to your tabletop.

You may also wish to have a Gamemaster screen. 
Not all Gamemasters like to use one, but many 
do. A screen can be helpful for hiding important 
notes or story spoilers from the other players at 
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the table. Renegade Game Studios produces an 
official Overlight Gamemaster Screen, featuring 
beautifully thematic artwork as well as helpful 
play aids and reminders for the Gamemaster to 
use during a game session.

THE WORLD OF OVERLIGHT
The setting for Overlight is an unusual one. There 
are seven continents, called shards, which float 
in the sky above an infinite sparkling sea. These 
seven shards maintain their vertical positions, 
relative to one another, while they slowly 
float about in patterns that have been largely 
indecipherable to the people of this world.
Far above them all is an unending sky, bright 
and radiant. There is no sun, and no moon, 
only the perpetual shining of the Overlight. So 
while some shards may pass through periods of 
darkness when drifting beneath other shards, 
there is no true day or night. Seasons, such as 
they are, can seem unpredictable, being defined 
by the cycle of shard movements, and can 
only be truly understood by those who make a 
lifelong study of them.

All of the seven shards have distinct climates 
and cultures. The level of technology is 
roughly equivalent to late Middle Ages or early 
Renaissance at best. No steam power and no 
gunpowder, although the use of Chroma and the 
manipulation of the Overlight can sometimes 
result in some surprising technologies.

A brief description of the shards and their Folk, 
top to bottom, are as follows:

Nova: Rocky towers and crumbling mesas dot a 
horizon of sandblasted expanses, shimmering 
and brilliant white in the neverending light. 
Huge sentient centipedes, called Novapendra, 
contemplate their existence through meditation 
and quiet reflection, while shepherding their 
herds of giant dust crickets.

Zenith: Towering mountain ranges are home to 
the snow-covered temples of the Monks of the 
Zenith Orders. The Monks are humans, having 
long ago emigrated from Haark to find meaning 
among the ice and wind. The men and women 
of the Orders live alongside the Hamanu, a 
massive-bodied ape-like people capable of 
scaling sheer mountain cliffs with their grasping 
hands and feet. The Hamanu and the Monks 
have developed a peculiar spirit bond and, once 
paired, individuals are rarely separated.

Quill: The jungles and torrential rivers of 
the floating islands of Quill are home to the 
Teryxians, a small, feathered reptilian Folk. 
Once they were emperors of their domain, with 
sprawling cities of spires populated by academics 
and philosophers, and many are still employed 
as tutors across the Seven. But much of that 
was lost when Quill was broken, and now the 
Teryxians cling to the remnants of a ruined 
civilization while they try to avoid becoming 
prey to the appetites of the jungle.

Banyan: The mysterious Banyari tribes are 
almost as distinct from one another as they 
are from the other Folk. Each tribe upon 
this forested shard is inextricably linked to 
their unique Hearthwood Tree, a spiritual 
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relationship that is poorly understood. These 
monumental wooden behemoths serve both 
as spiritual centers and, somehow, as physical 
progenitors of the appearance and biology of 
the symbiotic Banyari, some of which seem 
to be part plant, while others take different 
forms. As a whole, the Banyari are generally 
quiet and kind, and keep to themselves.

Haark: A single magnificent city, covering 
almost the entirety of the largest of the shards. 
It is home to humanity, called the Haarkeen. 
It is also the center of commerce and trade, 
and the meeting place for the Council of 
Seven — the parliament of representatives 
from all of the Folk, convened to adjudicate 
trade relations and settle disputes. Being the 
most centrally located of the shards, Haark 
is also the most cosmopolitan, and it is not 
uncommon to interact with people from 
many Folk, especially in the Great Market, 
a bazaar filled with many wonders.

Veile: The idyllic hills and estates of Veile 
overlook placid lagoons and inland seas. With 
Veile’s pleasant weather and easy growing 
seasons, one would think the tall and almost 
eerily thin Aurumel would live a languid lifestyle. 
Yet behind the masks that they wear every day, 
the Aurumel also hide a passion and fervor for 
life that is most often represented by the great 
works that they aspire to build. Great bronze 
monuments, shining gold and silver armor, and 
fabulous airships — these testaments to toil and 
honest labor can sometimes take many lifetimes 
to complete, and those families with the greatest 
achievements often grow into dynasties with 

immense social and political power. Only the 
machinations of the Penumbral Court can begin 
to test their generational reach.
Pyre: Often bathed in darkness, the tundras and 
steppes of Pyre are lit by the glow of the shard’s 
volcanic mountain ranges, which frequently 
result in rivers of magma coursing through the 
landscape. It is not a hospitable place. The Pyroi 
themselves are a sight to behold: eight feet tall, 
ruddy skinned and broad shouldered, they make 
fearsome warriors and charismatic negotiators 
and ambassadors. Much of Pyroi culture is 
centered around temple structures built at the 
base of the volcanoes, while other communities 
live a nomadic lifestyle hunting enormous beasts 
out on the open savanna.

WHAT IS THE OVERLIGHT?
The Overlight is the first emanation of the 
Absolute. Sun-like, its rays are boundless infinity 
or divine grace contrived into visible white 
light. Through mysticism, rituals, or other 
methods of insight, sentient beings are capable 
of the realization that its pure, undifferentiated 
quality may be parsed into its constituent 
Virtues. And so they may comprehend it on a 
practical and intimate level, rather than losing 
themselves in the unmitigated grandeur and 
fire of a god-like Sun. Although some mystics 
among the Folk can manage an anomalous 
miracle, only the Skyborn instinctively 
understand and become proficient in this 
practice, through the conscious use of Chroma.

There are some advanced teachings that seek to 
comprehend the source of the Overlight, rather 
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than the Overlight itself. The practitioners of 
such methods often go entirely mad or, on rare 
occasions, integrate with the Overlight and 
abandon physical form forever.

The Overlight works in strange ways. A common 
merchant or farmer might feel fulfilled and 
renewed simply by standing in the light. Some 
animals certainly seem to benefit from it, 
and there are many examples of “Overlight 
bonds” between individuals or even across 
species — the link between a Banyari and 
her Hearthwood Tree, or the connection 
between a Hamanu and his bonded Monk 
of the Zenith Orders. These links, while 
commonly accepted, are poorly understood.

VIRTUES AND THE COLORS OF LIGHT
The peoples of the Seven recognize seven Virtues 
that drive the spiritual lives of the people: Spirit, 
Wisdom, Logic, Compassion, Will, Vigor, and 
Might. Each of these Virtues is associated with a 
particular color in the spectrum of light, except 
in the case of Spirit, which is the unbroken light 
in its full white splendor.

While almost everyone aspires to use all of the 
Virtues as guides for living a fulfilling life, the 
Folk of each shard revere one of the Virtues 

above all others. In this way, the Virtues can 
define entire cultures.

CORE VIRTUES
Every character typically has one Virtue that 
they most identify with, known as their Core 
Virtue. This is almost always that Virtue which 
is most closely associated with the character’s 
home shard — so Banyari most identify with 
Compassion, Pyroi with Might, etc. There are, 
however, always a few exceptions, and while 
these individuals might be thought of as a bit 
different, they are not usually viewed with much 
suspicion or disdain.

The Core Virtue of each Skyborn is 
almost universally divergent from their 
culture’s norm. Part of what defines the 
wanderlust and dissociative nature of the 
Skyborn is this spiritual divide between 
themselves and their friends and family.

WHAT ARE THE CHROMA?
For every living thing in the world, the 
Overlight is a constant. It flows into and 
through every person, plant, and animal 
— from the slaves of Veile, to the Banyari 
Hearthwood Trees, to the rats that scuttle 

SPIRIT WISDOM LOGIC COMPASSION WILL VIGOR MIGHT
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along the prison chains beneath Haark. For 
most, the Overlight is a barely detectable 
sensation, a warm feeling on a bright day, a 
comforting presence during a moment of grief.

The strange powers that the Skyborn are able 
to manipulate are called the Chroma. The 
Chroma, however, are not exclusively the 
domain of the Skyborn. Most common Folk 
have the instinctive ability to perform one or 
two small wonders. Animals too, are often 
capable of basic tricks. Few of these behaviors 
are thought of as special or wondrous. They 
simply are. On our Earth, does a spitting 
cobra know that it’s doing something unusual 
with its venom? Does an Arctic fox make the 
deliberate decision to change the color of its 
fur in the winter? No, of course not. Among 
the seven floating continents, these abilities 
might actually be functions of the Overlight.

The difference for the Skyborn lies in their 
conscious awareness of the Overlight and 
their ability to channel the different colors 
of light through their own bodies, almost 
like a prism. They can literally see the 
potential for breaking the light at all times, 
and are able to learn new Chroma through 
a combination of instinct and training.

HOW DID THE WORLD GET THIS WAY?
The myth told at the beginning of this chapter 
is the literal truth. Since the beginning of time, 
a race of serpentine, celestial beings have been 
the caretakers and observers of the cosmos. At 
some point in Earth’s past, probably around 

1,000 BCE, a small contingent of these celestials 
argued that humanity was ready to learn the 
secrets behind the making of the world. That the 
Homo sapiens species had achieved such a level 
of cultural growth and spiritual awareness that 
they deserved to be shown all the wonders of the 
universe, to be given the literal Keys of Creation.

This small group of celestials was overruled by 
the will of the majority. Humanity was not yet 
ready. Defying this judgement, one individual 
fled to Earth with the Keys, and gifted them 
to humanity with one warning: “Do not use 
the Black Key.” Humanity did not listen. All 
of reality was turned inside out. The burning 
heart of the world was now the bright white, 
unending sky, and the unknowable depths 
of space now a vast, star-filled sea beneath. 
Entire continents float in the space between, 
without a moon or sun to guide them.

PLAYER VS. CHARACTER KNOWLEDGE
It is important to note a distinction between 
what you, the player, knows about the workings 
of the world of Overlight, and what your 
character knows about the world. Specifically, 
the information regarding the origins of the 
world and the “uncreation myth” is something 
that no character would ever know. Indeed, it 
is an attempt to disseminate those very truths 
that got the writer of that myth, a Teryxian 
named Tonauac, executed for heresy.

Most other information about the setting is 
common knowledge, and more detailed specifics 
are governed by use of the Folklore Skill.

PREVIEW



15

INTRODUCTION

What? Wait, let me get this straight…
There’s no sun or moon?  
How is time measured?  
Correct! No sun or moon, and technically 
no hours or minutes or days or years. But, 
for the sake of your fellow players’ sanity, we 
suggest that you continue to use common 
nomenclature for units of time, even though 
it’s perhaps not how you would truly measure 
time in the world of Overlight. But there’s 
definitely no sun or moon, so that means 
there’s no real night or morning or evening. 

Yet the unpredictable cycles of the shards 
mean that most of the shards will occasionally 
experience periods of darkness, of varying 
length. The further down the stack it is, the 
more likely a shard will experience some 
darkness, so Pyre is far more likely to be 
under the shadow of another shard at any 
given time than Quill, for instance. And 
Nova, being the topmost shard, is in full light 
all the time. In practice, what this means 
is that the Gamemaster has the narrative 
flexibility to tell the sort of stories that she 
wants to tell. Is the story best suited if it’s 
dark for “weeks” on end? Then so be it.

So the sky just continues on forever? 
Yes. And so does the Sea Below. The planet 
and the entire universe was quite literally 
turned inside out. The shards exist in an 
infinite space floating above the infinite sea.

How does one travel between shards?  
The vast majority of the common peoples 
spend their entire lives upon their home 
shard. Yet many others travel between 
shards, although such opportunities are 
mostly available to only select portions 
of society. A number of the Folk have 
trained or domesticated flying beasts 
as mounts, including the Greater Vapor 
Rays, the Jeweled Dragonflies of Quill, 
and the dreaded Pyroi War-Bats.

And of course, much of the commerce and 
trade between shards, and back and forth 
to the Great Market of Haark, would not 
be possible without the grandiose airships 
of Veile, constructed and piloted by that 
most prosperous of Aurumel dynasties.

What happens if I hop on a giant 
pterodactyl thing and fly straight 
sideways? Or straight up?
It’s easy to forget that, when we’re talking about 
the shards, we’re talking about continents. The 
scale is vast. There are often unfathomable 
distances between them. So someone wanting 
to just fly sideways would likely run out 
of food or water before seeing anything of 
interest, or their mount would fall out of the 
sky, exhausted. Besides, it’s just not something 
a sane person would do. And flying up? Given 
how most Folk view the Overlight, that’s 
almost akin to flying straight into the face of 
God. Needless to say, that’s a fairly taboo idea.
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If I fall off the edge of a shard,  
will I fall all the way down?  
Even going near the edge of a shard is 
exceedingly dangerous. The winds are intense, 
and yes — it’s a long way down. Again, these 
are continents we are talking about, so that’s a 
very long fall before a rather unpleasant death 
upon striking another shard or the Sea Below.

So gravity works normally?  
Yes. The exception being how the shards 
hang in the sky. How is it the shards float in 
the sky? It’s just the way things are, it’s not 
something that a person would question.

It seems some of the shards have rivers or 
lakes. Where does the water come from?
Nobody knows. It’s just one of those 
things, like the floating continents.

Is the Sea Below made of salt water?  
Yes.

can be prelim sketches  

6 in tall  
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Overlight Lexicon
Chroma: Spiritual powers, fueled by the 
Overlight, and used by the people of the shards 
(especially Skyborn).

Cycle: One sequence or movement of the 
shards. These repeating patterns take a very 
long time and are not fully understood by 
anyone except learned Teryxian scholars.

Folk: Collective term for the peoples and 
cultures of the seven shards.

Ostrakonomy: The detailed study of the 
movements of the shards, practiced primarily 
by the Teryxians.

The Overlight: The light from above, divine in 
nature, and believed to be the source of all life, 
spirit, and energy the world over.

The Seven: Collective term for the seven 
continents or shards.

Skyborn: Rare members of the Folk born with 
iridescent eyes and an improved ability to 
manipulate Chroma.

Stars Beneath: The unending star-filled sea far 
below the shards. Also called the Sea Below.

Under the Shadow: A phrase used 
when a shard or part of a shard is 
cloaked in darkness as a result of being 
directly beneath another shard.

Virtue: The seven sacred values and attributes 
recognized by the Folk. These virtues are 
virtually synonymous with various colors of 
the Overlight, and each of the shards and its 
Folk value one of the Virtues over the others.

SHARD VIRTUE COLOR FOLK

Nova Spirit White Novapendra

Zenith Wisdom Purple Zenith Order Monks & Hamanu 

Quill Logic Blue Teryxian

Banyan Compassion Green Banyari

Haark Will Yellow Haarkeen

Veile Vigor Orange Aurumel

Pyre Might Red Pyroi
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Basic Rules Concepts
Virtues: For six of the seven Virtues, each 
character will have a Rating. This is expressed 
as one variety of polyhedral die. So a character 
might have a Compassion Rating of D10. A 
very good rating!

Each character will also select one of their 
Virtues to be their Core Virtue. This is mostly 
for storytelling and role-playing purposes, as 
it helps you to define what it is that motivates 
your character. While it will not have much 
bearing on the rules, it will influence which 
Chroma are available to your character.

The Virtue of Spirit is an exception, and is 
instead represented by a pool of points that 
can be spent for a variety of things, including 
Combat Maneuvers and channeling Chroma.

Skills: There are 17 different Skills, and your 
character will have a Rating for each, just like 
with Virtues. One key difference is that, while 
you will always have at least a D6 Rating in 
every Virtue, you won’t for every Skill. You 
may be untrained in a specific Skill — which is 
another way of saying that you have no current 
Rating in that Skill.

Remember, when expressing the Rating 
for a Skill or Virtue, we’ll be using a 
capital “D.” We’ll be using a lower-
case “d” when talking about the literal 
dice in your hand or being rolled.

Tests: Most of the gameplay is centered on 
something called a Test. There is a variety of 
different kinds of Tests, but the most basic 
is a Skill Test. We’ll explain Tests in greater 
detail later, but for now know that a Test is 
performed by rolling a handful of seven dice. 
In most cases, three of them will come from 
one of your Virtue Ratings, and three dice 
will come from one of your Skill Ratings.

You’ll be looking for any die with a result of 6 
or higher. This is called a success. So you’ll be 
achieving between zero and six successes on 
most rolls. But you’ll also be adding a single 
d4 called the “Spirit Die” to each Test. The 
result of this die will be evaluated differently 
based on the sort of Test you are performing.

Chroma: Chroma are the mysterious 
abilities and powers that the Skyborn are 
able to manipulate to amazing effect. They 
are not an exact science, and as a result, 
sometimes a Skyborn might channel too much 
Overlight through themselves while using the 
Chroma. When this happens, the Skyborn 
or the Chroma is said to have Shattered.

Each Shattering will have a lasting effect 
on the physical or spiritual being of the 
Skyborn. After too many Shatterings, the 
Chroma will burn itself out, searing away 
that particular arrangement of virtuous 
pathways in the character’s Spirit, leaving 
the character without the ability to 
channel that specific Chroma again.
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