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the Explorer Knights

THE EXPLORER 
KNIGHTS

The Explorer Knights’ Guild is an ancient 
and storied order of innately talented 
and highly trained expeditioneers — 

sailors, scholars, arcanotechnicians, archaeolo-
gists, soldiers and elementalists. They are care-
fully selected as children and train for many 
cycles before joining Guild crews and journeying 
deep into the Twilight Frontier in search of lost 
Masters’ artifacts.

The knights have a grand reputation. Every 
child wants to be one, every story of daring-do 
features them, and hardly a monarch, senate or 
parliament in the kingdoms does not consult 
them in its councils. Wherever they travel the 
people of the realms respect them, honor them, 
and sometimes, rightly, fear them.

Becoming a Novice
Every child dreams of being an Explorer Knight. 
Captivated by the tales of adventure and glory 
that pervade every culture, the allure is irresist-
ible. In the innocence of childhood, most ear-
nestly believe they want to be heroes of the Kin 
just like in the stories, fighting to protect the 
realms. Others seek glory, authority or power. 
Some seek treasure, and some even seek knowl-
edge and the exceptional education that is part 
of knight training. Regardless of their reasons, 
those who prove worthy eventually learn that 
service in the Explorers’ Guild is nothing like 
they dreamed. It proves equal parts challenging 

and rewarding, wondrous and terri-
fying, painful and noble. It is both 

the highest service and the greatest sacrifice 
they will ever make.

A small army of recruiters, mostly elderly 
or disabled knights, continually scour the King-
doms in the Light, searching for children with 
the unique, arcane promise to become Explorer 
Knights. Most youngsters cannot wait until they 
are old enough to compete in a Novice Festival, 
where they are given the chance to win an ap-
pointment to the Academy. Less than one in a 
thousand earns a berth at the school, and even 
many of these will not meet the exacting stan-
dards of the Guild.

To become novices, hopefuls must demon-
strate unique levels of physical prowess and 
mental fortitude. More importantly, they must 
demonstrate an exceptional ability to use Po-
tential. Preternatural abilities reside in all Kin, 
but the magnitude and mastery of them sepa-
rates Explorer Knights from common folk; they 
must show the telltale signs that Guild training 
will unleash this Potential.

At the Academy, novices learn much more than 
command of their Potential. They learn skyman-
ship, tactics, martial and survival skills; they also 
learn science, medicine, history and engineering, 
becoming warrior scholars. Novice training is 
rigorous, demanding, harsh and unrelenting. Many 
wash out; some are physically disabled or mental-
ly broken, and some are even killed. Those who 
survive the ordeal, however, become something 
more than Kin, something almost supernatural — 
they become Explorer Knights. 



Qualifications and 
Recruitment
There are four primary attributes that qualify 
Guild recruits. First, they must be physically fit, 
with athletic coordination and deep reserves 
of stamina. Second, they must be clever, with 
an exceptional combination of careful logic and 
decisive wits. Third, they must be able to pass 
muster as honorable Kin — their personal con-
duct must speak to their suitability to serve as 
knights. Finally, and perhaps most importantly, 
they must possess uniquely powerful natural 
Potential — uncommon command over one 
of the primary elements. Demonstrating such 
power, even in a raw or uncontrolled form, is 
the primary consideration in becoming a novice.

The most common way knights are recruit-
ed is by qualifying at Novice Festivals, which are 
best described as elaborate traveling carnivals. 
Most move from skyland to skyland follow-
ing long circuits that bring them around about 
once every half cycle or so. Cadres of envoys, 

recruiters, healers, technicians, teachers, per-
formers and support staff land their small flo-
tillas and establish a colorful fairground made 
up of a tantalizing array of tents, stages, arenas, 
challenge courses and testing equipment. Envoys 
meet with the local authorities to discuss the 
festival and other Guild business, and perform-
ers disperse into the cities and across the coun-
tryside to draw in the crowds. 

A recruit may be Vouchsafed — vouched for 
by a serving knight who chooses to sponsor the 
youngster. This form of enlistment is rare, but 
when it happens, the graduation rate is higher 
than for other sources due to the strong men-
toring bond that usually forms between the 
sponsoring knights and their protégés.

A recruit may be offered as part of the King’s 
Quota allotted to each member nation of the 
Convocation of Kingdoms. This dispensation is 
part of the original Guild charter, but is now 
more a symbolic way of making sure that ev-
ery member nation is represented in the Guild. 
Each nation is allowed a traditional number 
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Vouchsafed
Master Imran would never let her go to the fair, though she wanted it more than anything. 
It could just as easily have been that wizened stranger staring at the ironmonger’s stall 
that nicked the teapot, or any of the crowd going to and from the fair, but Master Imran 
blamed her. People that looked so strange and spoke words she’d never heard! What fun! 
Three-Husbands Nura said some were even Explorer Knights! But Imran blamed her. If 
she could find it, maybe Master Imran would let her go to the fair. But not now. Never was 
there an ungrateful taskmaster like Imran, and he was yelling again. 

Maybe, though…eyes closed, she could see the pot in her mind, its handle and the 
gooseneck spout reaching out. She could almost feel her hands running along it metal 
surface, touching it, shaping it. Her breath came short, her jaw clenched, and she stood 
frozen — oblivious to the jangling clanging cacophony that suddenly erupted around her. 

Hinges, nails, platters, bars, bolts, pans, forks, hooks and kettles — all the tinker’s wears 
— were suddenly gone. In their places were clicking-hot piles of teapots, some minuscule 
and some enormous but all exactly, precisely the same.

The old stranger guffawed with an uncouth hoot. “She put the wind up your arse, squire! 
Haw, haw…one like that don’t belong with you.” Beckoning the girl to his side, he reached 
into his purse, and as he did so his cloak swung back revealing the worn hilt of a Knights’ 
blade. As he pulled out a handful of coins he asked wryly, “How much for a teapot?”

of recruits in each cohort and, out of earnest 
national interests, the novices offered through 
King’s Quotas are usually exceptional. 

The least common means of recruitment is 
by Special Selection — a vague designation that 
covers odd backgrounds, strange exceptions, un-
orthodox qualifications and other unlikely can-
didates. Currently, there is a trio of journeymen 
training under this designation. One is a feral Kin 
with such exceptional Wind Potential hat he was 
found flying out of sight of any skylands, and two 
are a pair of emotionally troubled twins who can 
speak in each other’s minds over any distance. 

Novice Festivals
Novice Festivals have a twofold aim. First, they 
are a vital and very effective means for the Ex-
plorer Knights’ Guild to seed goodwill among 
the people of the realms. The arrival of a Festival 
is always a highly anticipated event in the lives 
of the Kin and provides the Guild with its only 
chance to directly promote its tenets and agen-
da — especially within nations with which it 

otherwise has touchy relationships. 

This positive propaganda is 
not subtle and takes the form 
of a turn-long celebration—a 

frenetic combination of party, circus and sport-
ing events. There are plays and musical perfor-
mances, and demonstrations of athletic and 
martial prowess and Potential. There are feasts 
and free beer, and dances and parties for the 
young and old alike. The Festivals also bring 
staffs of specialists who provide much needed 
community service in parallel with the enter-
tainment. Potential healers attend the sick and 
wounded, Ore users replace and repair struc-
tures, Rain-bringers fill cisterns and irrigate 
crops, and teachers offer lectures on history, 
science and the Guild. In combination, these 
diverse entertainments and services leave each 
skyland excited, rejuvenated and grateful to the 
Guild in a way no other political actions could. 

The second, and most vital, purpose of Nov-
ice Festivals is to recruit new students into 
the Explorers’ Guild, and is in truth why most 
youngsters are so excited when a Festival 
comes to town. Most Festival staff includes one 
or two older knights, traditionally referred to 
as Guides, who may have been invalided out of 
shipboard duty or who have a particular talent 
for picking strong recruits. They are in charge 
of administering the tests and running the 
challenge courses that are used to weed out 
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prospects, and they are ultimately responsible for 
choosing new novices. The recruitment portion of a 
typical Festival lasts six clocks and closes the fair. It 
is open to all comers over the age of three cycles 
and consists of a series of mental and physical tests 
as well as individual and teamwork challenges.

It is a rare Kin who did not compete in 
at least one Novice Festival when he was 
younger, and many have competed multiple 

times. There is no limit on attempts, and since 
Potential develops at different rates in differ-
ent people, trying more than once is even 

encouraged.

Since the defining qualification of a nov-
ice is his mastery over Potential, and since 
basic ability is so easily demonstrated, 
assessing Potential is always the focus 
of the first clock of the trials. This se-
ries of simple challenges is called “The 
Wind” and winnows the prospective 

field so aggressively that, by the end of 
the clock, there may be only a handful of 

candidates remaining. 

The Potential tests assess the type and 
magnitude of the power a candidate pos-

sesses, as well as his ability to control, 
modulate and focus its use. There are also 
challenges that gauge the range of effects 
a prospect can manifest, as well as the fa-

cility with which he can apply those effects. 
There is no single set of criteria a candidate 
must meet to pass the Potential phase 
of the trials, as there are always specific 
strengths, desirable abilities and unique ef-

fects that can signal promise in a given pros-
pect and catch the interest of the Guides. 

The second clock is referred to as “the Rain” and 
consists of a battery of cognitive tests, puzzles, me-

chanical challenges and interviews that allow the Guides 
to assess the capacity for learning and training of indi-
vidual prospects. Academic knowledge or even litera-

cy are not mandatory for recruitment — the 
Academy more than fills in those gaps — but 
there must be raw talent for comprehension, 
analysis and logic. It is surprising how many 

hopefuls are turned away for neglecting their 
preparation in these areas. 

The third clock does not actually 
involve the prospects them-
selves but focuses instead on 
assessing their characters 




