
PORTS

LOCATIONS

IRON ROOTS

TRADE ROUTES

“SAFE” PATHS

FRINGES

The Mazoro Line

Tall Mauzer

Highcross

Marrow

Spitskill Mesa

Baskar

The Dawnstones

Cranial Ridge

The Dredge

Calcic Vent

The Cradle

Bridge 
of Iron

Jora's Beard?

Abdicant

Gyrecrest

Spiteharbor

Bitter Massing

Sorrow Peak

???

Grind

Wither

(Old) Lamp Docks

Heavy Heart

The Brass RoadsPort Fyzeo

Three Masks

Bloomfields

COMMON 
KNOWLEDGE
▶  The Treetops are a Sea
▶  Land is Scarce & Valuable
▶  Plant Growth is Rampant
▶  Flames are Forbidden
▶  Crezzerin Corrupts
▶  Economy is Barter-Based
▶  It’s a Weird, Weird World

COMMON 
TERMS
Pre-Verdant: Tech and materials 
from before the rampant nature 
growth.

Ironroots: Titanic trees whose 
branches make up the wavetops.

Tallshanks: The biggest Ironroots.

Spit: Small landmass.

Reef: Collection of wrecks and 
junk trapped among the wavetops.

Rift: A gaping hole in the treetops 
that leads down to Under-Eaves.

Crezzerin: A mutative toxin that 
drives the unnatural growth of 
animals and plants (and 
sometimes people).

THE LAYERS 
OF THE SEA
▶  The Skies
▶  The Thrash
▶  The Tangle
▶  The Sink
▶  The Drown
▶  The Under-Eaves



Pick 3 Young Gun: 8 Points (max 2)   Old Dog: 15 Points (Max 3) Young Gun: 
4 Aspects
4 Resources
3 Drives
3 Mires

Old Dog: 
6 Aspects
6 Resources
3 Drives
3 Mires

Kindness Rule:

Sailors suffer 
-2 or +2 damage 
depending on 
Resistance and 
Weakness.

Hazards suffer 
-1 or +1 instead.

Use a Focus 
Tracker to 
ensure all 
players get a 
chance to have 
an impact on 
the game.



House Rule: Only Highest 
Doubles add Twist

House Rule: No Effect 
(aside from resources consumed 

during roll)



House Rule:
Charts can be 
used to make 1 or 
2 Progress on a 
Journey.

Work on a Project
May cost additional resources, time, 
rolls, or special quests.



Embercrowns  (Faction)
Crezzerin Percentage Remaining: 87%
Motivation: Reduce that percentage to 0.
Wildsailors have spent their lives growing accustomed to the crezzerin that infects everything. It is a deadly poison, a 
disease without a cure, and an unaviodable part of pre-verdent life. But the Embercrowns don’t see it that way. They see 
crezzerin as a temporary plague for which the cure is very simple: fire. 
Embercrowns care little for social taboos and superstitions. They will not allow small-minded fears to dissuade them from 
applying their cures. Their “rift burns” can turn an ironroot to ash in a matter of hours, leave massive charred holes in the 
verdent sea. So far none of their rift burns have spread beyond their control. 
To counter the flames and the fear, Embercrowns set up Balm Centers where they offer free medical supplies, fire 
suppression technology, and, most importantly, a cure for crezzerin exposure. Their crezzerin treatment has an 80% 
success rate, capable of reversing even the most advanced infections…assuming the patient survives.
While some welcome their aid and resources, most see the Embercrowns as a disaster waiting to happen. A spark only needs 
a clear sky and strong winds, and sometimes the balm cannot make up for the burn.

Embercrown Dispatch (Hazard)
A team of Embercrowns equipped to both burn and suppress. They arrive on a sleek ship with jet-fire engines. Their amber 
armor is resistant to any weapons, creatures, or hazards that are tainted with crezzerin.
DRIVE: Complete their intended burn, suppress any unwanted flames, and provide aid to anyone caught in the blaze.
PRESENCE: Orange visors allow them to identify even the smallest crezzerin infestation. Amber armor glows with a 
pulsing energy. Their voices are amplified with a warble, and can be heard above roaring flames or packed crowds.
MEMBERS: Each dispatch is made of three kinds of Embercrowns:

▶  Burners have massive backpacks filled with their combustion chemicals. They can spray it from Long Range, but 
without much accuracy.

▶  Suppressors carry a metal canister in one hand and a spout in the other. Their foamy spray puts out any flames and 
quickly hardens to trap anyone covered in the stuff.

▶  Balmers carry medical supplies. In a pinch they can fire an injector with crezzerin treatment at whatever is threatening 
them. The treatment is painful, incapacitating patients while the crezzerin is cleansed from their system.

Station 17 (Port)
The most recent Balm Center established by the Embercrowns. There are a few tiers of aid being offered:

▶  Basic supplies are freely offered, one crate per ship that contains: [Sp] Artificial Aloe, [Sp] Cleansing Gauze, [Sa] 
Fireproof Canvas, [Sa] Crezzerin Test Kit, [Wh] Burning Rift, [Wh] A Spark Neglected, [Ch] Balm Center Maps, [Ch] 
Riftburn Charts

▶  More advanced medical treatments will require a crezzerin inspection of both ship and crew. Any infected items will be 
treated (50% change of being destroyed) and infected crewmembers will not be allowed unless they accept crezzerin 
treatment.

▶  Embercrowns will offer a free “Riftburn Retrofit” if the ship and crew are crezzerin free and looking for work. They 
will equip the ship and crew to both start and extinguish their own controlled burns. Each successful burn is rewarded 
with more supplies and equipment.

Future of Humanity (Festival)
A massive outpouring of food packets, medical supplies, and educational entertainment. All are invited, even those who 
refuse treatment. Embercrown puppet shows teach fire safety. Scientists demonstrate the dangers of crezzerin exposure. A 
petting zoo of creatures who survived the crezzerin treatments. The culmination of the festival will be a controlled burn of 
the surrounding waves to reveal their latest “Safe Leaf” technology: a fire suppression compound that hardens into a safe 
route for ships to sale over. Unfortunately a heavy rain will dissolve the compound, stranding festival goers among a sea of 
charred branches.

Principles
▶  The remnants of humanity and emerging peoples are victims of crezzerin 

exposure. They treat almost everyone with a condescending kindness; a sense of 
pity for a terminal patient.

▶  Supplies are cheap. Embercrowns want for nothing, everything they need is 
provided for them by their prosperous sattelite city.

▶  Recruit more people to the cause. They are eager to equip sailors and crews to head 
out and join the campaign to elimintate crezzerin. Surely no one would abuse their 
technology in light of such an important mission as theirs.

▶  Professional Firefighters. Embercrowns address one another by their ranks and 
stations. Names and families remain at home; while they’re down here they’re 
focused on their mission.

Quick NPCs
▶  Fifth Marshal (Ardent): She wears her burns like badges of honor. They love to 

talk about sacrifice and dedication. Avoids the rain because it washes off her fake 
burn makeup.

▶  Lead Tanker (Ardent): Always covered in a thin layer of suppression dust, Tanker 
oversees all ship retrofits and technology installation. Constantly re-explains how 
everything works, dumbing it down more and more each time. 

▶  Secion C Nurse (Pre-V Human): One of the few Embercrowns who were brought 
out of stasis. She has recently begun to have doubts about their mission, and 
wishes Embercrowns would focus more on giving aid and less on riftburns.

▶  Secondary Water Main (Ardent): They hide a secret crezzerin infection from their 
fellow Embercrowns, confident that it may have some benefits that the others 
refuse to acknowledge. Secondary hopes to join a crew and let the crezzerin do its 
work.

Story Hooks
▶  A recent riftburn has drawn a leviathan up from the depths. Soon it will emerge to 

haunt ships and communities in the area.
▶  A group of pirates have been using Embercrown technology to torch and terrorize 

trading routes. Embercrowns refuse to take responsibility, but will reward anyone 
who takes them down.

▶  Radicals have been starting fires and trying to blame them on the Embercrowns, 
with limited success.






