
CHAPTER 5

142

LOGIC CHROMA

There are some among the Folk for whom the 
allure of machines far outweighs the mysteries 
provided by the natural world. For some of the 
Skyborn, this interest has been made manifest 
through the precise application of the blue 
light of Logic. Artificer’s Conundrum allows you 
to “feel” the workings and movements of a 
simple, constructed tool or machine. You can 
psychically ascertain structural or design flaws, 
or current imperfections in the functioning of 
the object. This Chroma may not be used to alter 
the operation of Luminons or other devices that 
would normally require specialized Chroma to 
work correctly.

Luminous: If you succeed at a Machinery Test, 
you can diagnose any basic tool or simple 
machine (e.g., a wooden cart). You may then use 
the Overlight to repair malfunctions or cause the 
machine to work more smoothly and efficiently.
Radiant: Same as Luminous, except that you 
may now diagnose and influence a more 
complicated machine (at the GM’s discretion). 

You may even temporarily disable the machine 
or demonstrably improve performance.
Brilliant: Same as Radiant, except that you 
may now permanently disable the machine or 
improve its performance by adding entirely new 
functions. A Brilliant success would allow you to 
influence incredibly complicated instruments, 
such as an Overlight engine.

Shatter 1: Your perceptions of the world 
become more logical and precise, and you 
often attempt to solve problems without taking 
people’s feelings and emotions into account. In 
certain situations, the GM may determine that 
you must lower one or more of your Intuition 
or Compassion dice by one level.
Shatter 2: Your disconnection from the natural 
world grows as you begin to see yourself less 
as part of the natural world, and more as an 
improvement upon it. Beasts cease to respond 
to you as if you were a living thing, and Banyari 
treat you almost as if you were an automaton 
of some sort.
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Shatter 3: Burnout. In your continued 
efforts to understand the interlocking ways 
in which the parts of various machines work, 
there is some element of your own body 
that forgets. Your knees fail, permanently 
and irrevocably. You immediately suffer a 
Dramatic Wound, and you are incapable of 
walking under your own power for the rest 
of the story. A stroke of luck allows you to 
cling to one last lingering piece of Overlight 
that gives you a supernatural understanding 
of machines. From now on, one of your 

Machinery dice may always be replaced with 
a d12. After the current story, you must 
immediately spend two XP to create of a pair 
of metal leg braces that give you back your 
ability to walk. We leave the exact nature of 
these devices (are they simply old-fashioned 
mechanical leg braces? Overlight-fueled 
devices?) up to you and the GM. These 
braces must be maintained through no small 
effort, and some element of your character’s 
ongoing narrative should revolve around 
their proper oiling, maintenance, and repair.

There are some Skyborn who believe that the 
entirety of the universe is like a web, a series of 
threads connecting possible futures with the 
present and the past. Pulling or snapping any 
one of them may have widespread effects on 
the future. Some of these Skyborn, who have 
the sight to see the threads, have learned to 
create something they call a Gambler’s Stone. 
The Skyborn finds a perfectly flat river stone, 
circular or oval in shape, the kind of rock that 
would be ideal for skipping across the surface 
of a lake. Into this stone they pour the spiritual 
intention that collects when they choose to hold 
themself back from the completion of tasks that 
would come naturally to them, thus “pulling on 
a thread” in an effort to create change at some 
indeterminate point in the future.

Point Bank: You may voluntarily remove any 
die from a non-Chroma Test you are attempting 
in order to add one point to the Point Bank. 
Only one die may be removed in this way from 
any given Test. You must declare that you are 
doing this before you perform the Test. Any 
use of the Gambler’s Stone reduces the Point 
Bank to zero.

Thresholds:
1–2: You may replace any die on a non-Chroma 
Test with a d8.
3–5: You may replace any die on a non-Chroma 
Test with a d10.
6+: You may replace any die on a non-Chroma 
Test with a d12.

For Skyborn who revere the Virtue of Logic, 
mathematics and physics come easily, almost 

instinctively. Many of them use this aptitude 
when hunting, especially when throwing 
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objects or firing projectile weapons (e.g., a bow 
and arrow). Hunter’s Telemetry is a Chroma which 
sharpens that talent and allows you to literally 
see the angles and arcs of fire, subconsciously 
incorporating data from environmental conditions 
and the speed of a moving target. For ranged 
attacks, this Chroma may be channeled just prior 
to performing an Accurate Fire or Precise Shot 
maneuver, without using an action.

Luminous: The Spirit Point cost of the 
maneuver is reduced by the Spirit Die result 
from channeling the Chroma. The minimum 
cost is zero; any excess “discount” points 
are lost.
Radiant: Same as Luminous, but during the 
Combat Test you may replace one of your 
Skill dice with a d12. Any excess “discount” 
points may be added to the amount of 
damage dealt by the maneuver.
Brilliant: Same as Luminous, but you may 
replace two of your Skill dice with d12s, and 
the Spirit Point cost of the maneuver is now 
zero. The Spirit Die result from channeling 
the Chrom may be added to the amount of 
damage dealt by the maneuver.

Shatter 1: When describing simple 

schematics or maps, you are now able to 
draw them, in simple glowing blue lines, 
on a surface or floating in the air, using 
your finger. These lines will immediately 
disperse, like smoke in the wind, the 
moment you stop directly focusing on 
them or leave their immediate vicinity.
Shatter 2: Something has gone wrong with 
the way your brain processes incoming 
information about spatial relationships, and 
your mind inevitably boosts your throwing 
skills with a little bit of Overlight-fueled 
propulsion. To use a thrown or projectile 
weapon, you must spend one Spirit Point 
(unless you have zero). You now add one 
to the Spirit Die result when channeling 
Hunter’s Telemetry. This extra cost (or benefit) 
is passed on in all other ways as normal with 
the resolution of this Chroma.
Shatter 3: Burnout. You have developed 
a detached, almost mathematical method 
of dispatching your victims in combat. 
The taking of lives has become nothing 
more than an equation, made of angles 
and velocities, waiting to be solved. During 
combat, whenever you strike a killing blow 
with a thrown or projectile weapon, you may 
gain one Spirit Point.

Through intense concentration, and an eye toward 
the inner self, many Skyborn have learned to 
ignore the physical ordeals that they put their 
bodies through. Beyond mere pain resistance, 
some Skyborn can actually prevent their flesh 
from burning or freezing, and can even expel 

toxins from their body. You may channel Mystic’s 
Perseverance any time you are confronted with 
potential damage from extreme heat or cold, or 
from venom or poison. You may also channel this 
Chroma to endure torture, when the application 
of pain is used as an interrogation technique. This 
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Chroma may not be used in combat situations, as 
the chaos of a hand-to-hand melee doesn’t allow 
for intense concentration of this sort.

Luminous: You still suffer damage from the 
injury, but with a successful Resolve Test you may 
completely ignore the pain or other symptoms 
caused by it.
Radiant: As long as the injury is relatively 
localized and/or temporary (e.g., a hand in the 
fire, frostbite on your feet, a venomous bite 
wound caught early), you are immune to any 
damage from it.
Brilliant: Same as Radiant, but you are immune 
to damage from even larger injuries, provided 
your exposure is relatively brief (e.g., you can 
walk out of a raging inferno or wade through a 

shallow magma pool). In addition, you briefly 
absorb the aspect of the injurious effect, which 
lasts until the end of the scene. You might appear 
to flicker with flame, cause ice crystals to form 
at your touch, or even have noxious fumes waft 
from your body. Be creative.

Shatter 1: The Chroma works as normal, but a 
scar forms as if you had been injured.
Shatter 2: You absorb the aspect of the injurious 
effect, as with a Brilliant success, but this 
condition is now permanent.
Shatter 3: Burnout. You are now incredibly 
intolerant of, and overly sensitive to, pain. If 
you are uninjured and then suffer damage, the first 
wound is always a Dramatic Wound. (Fill in that 
box first, out of sequence with the normal order.)

By laying hands upon an injured person, 
Skyborn with Physician’s Insight are capable 
of “seeing” into the workings of the victim’s 
biological functions, and can sometimes identify 
the exact nature of whatever malady or injury 
might be impairing them.

Luminous: You successfully diagnose the nature 
of the victim’s impairment: poison, madness, 
physical injury, Chroma-fueled compulsion, or 
something else.
Radiant: Same as Luminous, but you also learn 
more details, which might include more specifics 
about the type of malady, length or recovery 
time, or the required remedy.
Brilliant: Same as Radiant, but you may also 
provide the victim temporary relief from their 

symptoms. This might be in the form of pain 
relief, in the case of a grievous injury, or a 
moment of mental clarity, in the case of madness 
or fear. If applicable, you might even pull a bit 
of knowledge from the Overlight itself, learning 
the location of a naturally occurring antidote to 
a poison, for example. This last detail is at the 
GM’s discretion, but you should be creative with 
your suggestions. Depending on the situation, 
the GM may even allow you to perform a Science 
Test. With a Radiant success or higher, you may 
heal one Dramatic Wound.

Shatter 1: You develop a phantom memory 
of the victim’s affliction, as if you yourself had 
experienced it. This might result in anxiety 
or flashbacks when confronted with similar 
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situations in the future.
Shatter 2: Something backfires, and your 
attempts to “see” within the body of your victim 
instead result in all of your skin becoming 
permanently translucent.
Shatter 3: Burnout. You become a low-grade 
empath, as the outer senses of your psychic 
self become almost “locked” open. The GM 

may allow you to perform Intuition Tests in 
certain situations to detect powerful but hidden 
emotional states or strong unseen physical 
ailments, like tumors or life-threatening illnesses. 
This is not intended to act as a replacement 
for the burnt-out Chroma, and can only detect 
the strongest of emotions or ailments, with no 
further detail.

You have learned to read faint traces left in 
the Overlight. Like a faint vapor or echo of 
a passing mind, you can hear, smell, or even 
see the trails left by an individual’s passing. 
Traveler’s Eye may also be channeled as a form 
of clairvoyance, detecting hidden clues about 
traveling conditions or even reading directions 
to landmarks or settlements in the echoed 
memories of travelers past.

Luminous: If tracking, you learn whether or 
not travelers have passed this way recently 
(the equivalent of a day or two). With a 
successful Beastways Test, you may also learn 
if beasts passed this way. If reading the land 
for directions, you feel a subtle pull, like some 
kind of internal compass, which will direct you 
to any landmark, dwelling, or colony that is 
well-known to locals. You can also sense any 
incoming weather.
Radiant: Same as Luminous. If tracking, 
you learn more specifics about the travelers, 
including how many there are and whether there 
are any Skyborn among them. You may also 
detect beings who passed much less recently (the 
equivalent of a week). A successful Beastways 

Test is still required to learn details about beasts 
in the area. With a successful Survival Test, you 
may pick up a physical trail to follow, even if 
previous efforts of normal tracking had failed or 
the clues were too indistinct to read. If reading 
the land for directions, you can also sense less 
well-known destinations, provided at least a few 
locals are aware of them (i.e., no destinations 
that are mere rumor or legend).
Brilliant: If tracking, you have a brief vision that 
allows you to see, in your mind’s eye, the travelers 
or beasts that you are tracking as they passed by 
this place. If reading the land for directions, you 
feel an unmistakable pull toward your intended 
destination, whether well-known or merely 
rumored, close by or further afield on the shard. 
You’re also intuitively aware of any environmental 
hazards you may encounter along the way.

Shatter 1: No matter how clean and coiffed you 
are, you always manage to be covered in the dust 
of the road, and you look as though you have just 
come in from a lengthy journey.
Shatter 2: A shifting, changing map of your recent 
journeys now crawls continuously across your 
skin, like a living tattoo. If someone observes this 
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for long enough, they will witness the equivalent 
of the last few years of your travels, with the most 
recent destinations being the most frequently 
and vividly displayed. This may prove to be very 
inconvenient in certain situations!
Shatter 3: Burnout. You become obsessed with 
discovering the location of some legendary place. 

You believe it is there that you will discover your 
true purpose. This works best if you assist the GM 
by laying the groundwork for this eventuality early 
on, concocting some story from the annals of your 
Folk, although there’s certainly something to be 
said for coming up with an idea in the moment. 
Perhaps the GM will have ideas of their own.

Some Folk were born to be on the move, and 
you are no exception, having now learned to 
harness the power of the Overlight to hasten 
you upon your journeys. Traveler’s Knack enables 
you to form a temporary and tenuous Overlight 
bond with any machine or beast that you are 
piloting. Prior to performing any Machinery or 
Beastways Test that involves such piloting, you 
may channel this Chroma.

Luminous: You may replace one of your Skill 
dice with a d12.
Radiant: You may replace two of your Skill dice 
with d12s.
Brilliant: You may replace all three of your Skill 
dice with d12s.

Shatter 1: You become distracted, always 

looking to the horizon and to the future, rather 
than focusing on where you are or what you 
are currently doing. Your naturally iridescent 
Skyborn eyes now shine even brighter, and 
others find them even more disconcerting, 
feeling as though you are looking right 
through them.
Shatter 2: There is now nothing that gives you 
pleasure quite like traveling at high speeds. 
Whenever you are allowed to indulge in this 
particular vice, you may gain one Spirit Point.
Shatter 3: Burnout. Life has passed you by. You 
have seen all there is to see, and nothing kindles 
the fire of your spirits like in your youth. You are 
an adrenaline junkie, and during any scene which 
could be construed as boring, you must succeed 
at a Resolve Test or spend one Spirit Point as you 
create a bit of ill-advised, juvenile excitement.
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