
A roleplaying fable of lost science, 
elemental magic and uncharted skies.
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• CROWNING CARDS •
Jacks - trickery, deception, subterfuge, 

thievery - nefarious doings
Queens - wisdom, healing, compassion, love, 
charisma, negotiation, knowledge, defense - 

nurturing reason
Kings - combat, strategy, leadership,  

nobility, diplomacy - forceful authority
Aces - crown any play regardless  

of circumstances

• ELEMENTAL SUITS •
Wind/intelligence & perception
Ore/strength, fortitude & Health

Rain/emotion, insight & healing
Arc/ agility & speed
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• Relic •
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