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The World
A fragmented realm of countless islands drifting through a boundless 
ether.   

The Light
The sourceless glow that warms the Kingdoms of the Kin and keeps the Chil-
dren of the Dark at bay. 

The Dark
A hidden world below – a shadowed dominion of lethal dangers and ancient 
enemies. 

The Wind 
The potent force of elemental power that forever blows from the Dark 
towards the Light. 

The Explorer Knights 
A powerful cadre of scholars, warriors and elementalists who explore the 
shadows, defend the Kingdoms and defy the Dark. 

The Ancient Technology 
Arc powered wonders scavenged from the remnants of the long-vanished Mas-
ters of the Wind. 

The Twilight Frontier 
The shadowed realm of ancient ruins and lost science – the final battleground 
between Kin and Child. 

Welcome to the World of Upwind
You are an Explorer Knight. You are unique in all the Highlands. It’s why the 
Guild recruited you. You’ve survived the Academy, honed your Potential and 
now wield extraordinary powers. You have stalwart crewmates, fleets of 
warships, magical Relics and ancient technology all at your command. Even 
so, can you survive your first voyage into the Twilight Frontier? Can you sur-
vive your first encounter with the Children of the Dark? Can you protect the 
Kingdoms in the Light and save civilization? 

a role playing fairy tale of lost science 
and elemental magic across 

an uncharted sky. 

www.biohazardgamespublishing.com



The Setting
Upwind presents an unusual setting with 
strange natural laws where the remains of 
a long-destroyed world drift through a 
boundless ether. The skies are divided 
into the Dark and the Light, and the Wind 
forever blows from one to the other. The 
Kin, the people of the Kingdoms in the 
Light, live on the countless islands that 
float through the sky, and the Children of 
the Dark dwell far below where the Light 
does not reach. The Wind is both a physi-
cal and magical element, powering Kin 
skyships and city arc grids, and is the 
source of the Potential they all wield. An-
cient technology is the currency of the 
Kingdoms and is scavenged from the rem-
nants of the Masters of the Wind - the lost 
culture destroyed by the long ago Cata-
clysm. The young civilization of the Kin 
has been reborn and struggles with itself 
and against the Children of the Dark as it 
strives to recover.

The Characters
Upwind campaigns focus on the Knights 
of the Explorers' Guild - a storied, 
skyfaring brotherhood of explorers, 
scholars, engineers, elementalists and 
soldiers who search the Twilight Frontier 
for the lost Masters’ technology and 
defend the Kingdoms from both the 
Children and each other. The player 
characters are Explorer Knights - unique 
individuals with exceptional powers and 
highly trained skills who are duty-bound 
to the Guild, braving expeditions across 
dangerous skies and into the unfathomed 
Dark. Upwind has a distinct maritime 
theme with Wind-powered skyships and 

Explorer Knights’ Pledge
To honor the Brotherhood - I so vow.

To seek the Knowledge - I so vow.
To defend the Kingdoms - I so vow.

To defy the Dark - I so vow.

their crews serving as the lifeblood of trade 
and the backbone of defense. There are 
essential threads of mystery, intrigue, 
exploration and war all challenging the 
young civilization of the Kin. The Age of the 
Grand Amplifier is said to be drawing to a 
close, the Children of the Dark threaten 
from below and the Kin misunderstand the 
truth about both.

The System
Upwind uses an original game system called 
Q. Like most game mechanics, it provides a 
framework of objectivity and unpredictabili-
ty that guides the game’s story. Unlike most 
systems, however, Q does not shape that 
story by resolving individual character 
actions one round at a time – instead it 
drives the story forward by determining sin-
gular outcomes for entire encounters. Q 
resolves these encounters through a sort of 
quantum mechanic, determining which of a 
pair of potential outcomes for a given situa-
tion will be used to continue the adventure 
narrative. These potential outcomes are 
determined by cooperative negotiation 
between the game moderator and the play-
ers and are proposed as stakes for which the 
participants bid using hands of playing 
cards. The participants then tailor the nar-
rative to the winning outcome, and the story 
progresses in a quantum rather than incre-
mental way. As a result, Upwind plays as 
fast as you can tell your story. 



The Highlands
“The highlands are huge shards of rock and soil 
that drift through the air. Their upper surfaces are 
green with vegetation and dotted with mountains 
and waterways. Their undersides are broken and 
jagged, with naked stone eroding into the sky 
beneath. A few are truly vast, spanning more than 
a hundred leagues from edge to edge. They sup-
port rich ecosystems with high mountains, dense 
forests, seas, rivers and wild plains. The high-
lands are home to the Kingdoms in the Light - 
nations such as Verdant, Loft, The Fortress 
Dominion and The Sovereign Domain of Bright.”

The Wind
“The Wind fills the skies between the Light and 
the Dark. It is a primal force and the source of all 
elemental power. Most Brotherhood Scholars 
believe it was first unleashed by the Masters of the 
Wind, an ancient civilization possessed of limit-
less knowledge and fantastical science. Others 
believe that the Wind has always been and that 
the Masters, in toying with something they did 
not understand, allowed it to destroy their 
world.”

The Dark
“The Dark defies the imagination of any Kin and 
challenges the hearts of even the bravest Knights. 
It is a land of eternal shadow where the shade cast 
by the highlands above blots out the Light and 
creates an endless black murk that hides ships, 
landscapes and monsters alike. There is a con-
stant need for vigilance in excess of normal ship-
board life. The shadowy world is full of predators 
that can silently strip a crew member from the 
deck and highlands that can loom out of the black-
ness without warning.”

The Kin
“The Kin are the citizens of the Kingdoms in the 
Light. Though the strange geography of their 
world has led to the development of many cross-
breeds and unique cultures, all Kin carry clear her-
itage from their original ancestral stocks. They 
are generally lean creatures, though those with 
Stone ancestry can be truly massive. Their faces 
are open and protracted, with bright eyes, high 
cheeks, small noses and narrow jaws. Their ears 
are wide, pointed and alert, and their hair is thick 
and heavy. Their arms and legs are long with 
strong, four-fingered hands and narrow feet bear-
ing four, almost prehensile toes. Skin, hair and 
eye color vary widely with the differences mark-
ing an individual’s ancestry.

Though much debate focuses on the mysteries of 
their ultimate genesis, there is general agreement 

Excerpts from Upwind...

that modern Kin arose from four original root-
stocks that survived the Great Cataclysm. Scholars 
call these stocks ancestral breeds and give them 
various names which archaeological evidence per-
haps inevitably links to the four elements - the 
Spark, the Torrent, the Stone and the Gale being 
the best translations.”

Kingdoms in the Light
“The Kingdoms in the Light, or more colloquially 
the Realms, is a loose alliance of monarchies, the-
ocracies, principalities, republics and other sover-
eign Kin nations that have historically banded 
together for purposes of trade and mutual protec-
tion against their common enemy – the Children of 
the Dark.

Verdant
Verdant is one of the largest of the Kingdoms in the 
Light and is governed by the constitutional monar-
chy of Her Righteous Majesty Elsa Elena Worthies 
and her Parliament of Lords. Other realms may lay 
claim to greater natural resources - metal ores, 
timber, undiscovered Masters' ruins - but Verdant 
unequivocally holds title to superior scholars and 
grander industry.

Bright
The Sovereign Domain, known less formally as 
Bright, is the most upwind of the Kingdoms, the 
last settled region beyond which the extreme heat 
and aridity make permanent Kin habitation impos-
sible. It is perhaps understandable then that the 
people of Bright would come to give the Light reli-
gious significance, deifying it, interweaving its 
importance with the legacy of the Masters.

The Fortress Dominion
The Fortress Dominion is a Lowlands kingdom bor-
dering the Twilight Frontier. It is home to the stal-
wart Raid tribe of the Kin and is famous for the 
fierce warriors the culture breeds. Its location 
along the border has made Fortress the first bastion 
of defense against the encroaching Children and so 
has forced a tradition of martial prowess and stoic 
vigilance upon the region’s people.” 

Explorer Knights
“Every child dreams of being an Explorer Knight. 
Captivated by the tales of adventure and glory that 
pervade every culture, the allure is irresistible. 
Regardless of their reasons, those who prove 
worthy eventually learn that service in the Guild is 
nothing like they dreamed. It proves equal parts 
challenging and rewarding, wondrous and terrify-
ing, painful and noble. It is both the highest service 
and the greatest sacrifice they will ever make.”



Denizens of the Sky
“Screechers
What makes them so terrifying is that in every 
reported incident of a calling screecher, someone 
has vanished. No one has ever seen what hap-
pened, what attacked or where the victim went. 
There has never been any blood or other evidence 
beyond the fact of the missing person and occa-
sionally a dropped tool, weapon or personal item. 
No one has ever seen or heard anything, save that 
uncanny, mournful cry, yet every time someone 
dies. 

Hemoth
The Hemoth are massive creatures that drift 
through the skies of Upwind in large familial 
herds. They are shaped like ship-sized teardrops, 
with rows of stubby, seemingly ineffectual wings 
along their flanks, and huge sail-like tails. Their 
gigantic, ponderous forms are held aloft by the 
elemental power of the Wind - like the hulls of sky 
ships - though arcane zoologists disagree about 
whether their flight is an innate use of wild Poten-
tial or something more enigmatic.

Blinkers
There have never been reports of a blinker attack-
ing anyone - at least no one survived to issue one - 
and Guild crews report no sounds or other indica-
tors associated with their appearances. Several 
cycles ago a small zoological mission was 
dispatched to solve the mystery of the blinkers. 
The vessel was armed with several harpoon 
cannon and an experimental net-casting gun that 
used Arc to stun whatever it caught. The expedi-
tion departed Fort Alabaster and has not been 
heard from since.”

The Children of the Dark
“Though the Kingdoms are rife with legends and 
myths about the Children, according to the Broth-
erhood's archives, verifiable reports of encounters 
with them were once rare. Frighteningly,  incur-
sions by, and skirmishes with, the Children have 
increased. The Brotherhood's leadership is wor-
ried that either there are more Children than in 
the past, or that some need is making them 
bolder. Either possibility is chilling.”

Arcanotechnology
“Technology is ubiquitous in the world of Upwind, 
and is a strange synthesis of lost science, baroque 
invention and raw elementalism. Engineers and 
technicians across the Kingdoms are creative 
designers and skillful builders, but despite their 
considerable abilities, there are finite limits to 
what they can construct. To go beyond these 
limits, to build the devices and machines most 
critical to the lives of the Kin, they must incorpo-
rate Arcanotechnology in their constructions – 
components salvaged from the ruins left behind by 
the Masters of the Wind. The inherent rarity of 

these items, such as circuit boxes and spark bottles, 
make the Brotherhood's expeditions into the Dark 
vital to the technological foundations of the King-
doms in the Light. These dangerous salvage missions 
have become essential to the very survival of Kin 
society.”

The Mechanics
Bidding
Q’s core mechanic is based on the moderator and 
players using hands of playing cards to make secret 
bids for proposed outcomes. Whenever a play is 
called, the participants negotiate the stakes and 
then make bids. The number of cards each of the par-
ticipants plays in a bid ranges from one to three,  
limited by the attribute level and the number of 
cards of the linked suit in a participant’s play hand.

Crowning Plays     
Face cards and aces are each worth 10 points when 
played in a bid. Additionally they are uniquely pow-
erful cards under the right circumstances, and can be 
used to “crown” plays. When a face card or ace bid in 
a play is used to crown a play a single random card is 
drawn from the player’s draw deck and added to the 
bid. 
      
Face cards may be used to crown plays only under 
card specific, narrative circumstances. Jacks may 
only be used to crown plays involving trickery, 
deception, subterfuge, thievery or similar under-
handed and nefarious intentions. Queens may only 
be used to crown plays involving wisdom, healing, 
charisma, compassion, love or similar wise or nur-
turing circumstances. Kings may crown plays involv-
ing combat, strategy, leadership, diplomacy, nobili-
ty, negotiation, or similar contexts involving force-
ful authority. Aces may be used to crown any play at 
any time for any reason – making them singularly 
powerful cards.

Caches
Caches are cards that can be added to bids to 
increase the scores for given plays - similar to crown-
ing. Caches represent advantage, motivation, inspi-
ration and knowledge provided by character experi-
ence, valuable equipment, special training, powerful 
allies or other unique circumstances within the nar-
rative. 

There are two general types of caches - innate and 
story. Innate caches are most often associated with 
special objects or powerful people. They are usually 
permanent and perpetually available to those using 
the given item or playing the specific character. 
Story caches are usually temporary and are associat-
ed with unique circumstances or one-off events and 
are typically available to any characters involved in 
those circumstances.
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