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Abstract	  
Quicksilver: Infinite Story is a cooperative arcade-style brawler for 1-4 
players, incorporating role-playing elements and a revolutionary narrative 
generation system.  Players play through dynamically created episodes, each 
featuring a unique storyline filled with important decisions and tests of skill. 
Quicksilver is targeted towards consoles, optimized for either the Xbox 360 
or Playstation 3. 

Infinite	  Stories	  

Introduction	  

Quicksilver: Infinite Story explores storytelling through gameplay like no 
game has done before.  Using an original story engine, it can generate an 
unlimited number of narrative episodes, which are seamlessly and 
meaningfully integrated into fast-paced action gameplay.  Players' decisions 
will both affect the outcome of each episode's plot and build persistent 
relationships between the four central protagonists.  As they proceed 
through these episodes, players will gradually discover the fantastic settings, 
compelling characters, and infinite stories that comprise the world of 
Quicksilver. 
 
Inspired by serialized television series, Quicksilver features an overarching 
narrative woven through the self-contained stories of each episode.  Though 
the episodes each feature a compartmentalized playable conflict with a 
definitive resolution, they also each incorporate bits of a scripted story arc.  
For example, an episode centered around the heroes outwitting a rampaging 
chimera, although seemingly unrelated to the central plot, might feature a 
flashback to the incident that started the heroes on their quest, or end with 
the protagonists making a significant revelation about the villain's plans 
based on evidence he left behind.  These carefully meted elements of the 
overarching plot build up over the course of multiple episodes, culminating in 
scripted “season finales” that break the pattern of normal generated 
episodes in favor of grand plot twists and climactic resolutions of long-boiling 
conflicts. 
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Episode	  Generation	  

The metaphor of television provides the player with a framework for 
contextualizing the innovative aspects of Quicksilver.  Encapsulating 
generated narratives into episodes, replete with title sequence and credits, 
informs the player as to what and when the story engine is generating.  
Rather than obscure its dynamic narrative generation behind a constantly 
embodied series of travels, Quicksilver brings it to the forefront, proclaiming 
that each story it generates is brand new and created specially for the 
player.  Since much of the game's technical innovation takes place “behind 
the scenes,” the television artifice plays an important role in drawing the 
player's attention to it. 
 
Each episode takes less than a half hour to play through, and is made up of 
four levels, which Quicksilver procedurally generates.  First, the story engine 
decides on the episode's “premise” or central conflict, using a probabilistic 
grammar that derives an antagonist and a corresponding source of 
contention.  Inspired by the conventions of episodic television adventures, 
this step creates an immediate and short-term conflict – the colloquial 
“monster-of-the-week.”  It generates the antagonist's appearance and 
motivation, then the nature of the problem it causes.  In addition, this step 
recombinantly determines the abilities, attack patterns, and statistics of an 
in-engine incarnation of the antagonist, so that the final clash between it and 
the heroes can be embodied as a climactic boss battle. 
 
After the antagonist and premise of the episode have been decided, the 
game determines an appropriate progression of settings for the levels.  
Then, it defines each level as a path through a setting, populated with items, 
conflicts, and narrative events.  As in the standard arcade-style brawler 
game, the screen pans along with the protagonists until they encounter a 
wave of enemies, at which point enemies spawn from offscreen and the pan 
locks until they are defeated.  This system determines the number and type 
of enemies in each of these waves, which are distributed spatially 
throughout the level.  It then defines each enemy by selecting from a set 
number of brawler-enemy archetypes (e.g. grunt, heavy attacker, sniper), 
and probabilistically altering parameters such as health, attack patterns, 
special abilities, and appearance.  As the levels of an episode progress, the 
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difficulty will rise due not only to an increased number of enemies, but 
because enemies will gain additional abilities and become less predictable, 
thus requiring more strategy to defeat.  Episodes will generally end in a boss 
fight against the primary antagonist. 
 
For an example of a premise generation system like the one in Quicksilver, 
please see the Quicksilver Story Engine Prototype included with this 
proposal. 

Dynamic	  Narrative	  Events	  

Details	  
Once the basic framework of the episode's narrative and levels has been 
decided, the story engine sets about spicing it up by introducing subplots, 
sidegoals, and plot twists.  These narrative events are either triggered by 
certain conditions (e.g. a player falling below a certain health threshold) or 
placed spatially within a level.  They can represent a wide variety of scripted 
happenings and corresponding mechanical changes.  They range from brief 
in-engine cutscenes (such as a short conversation between a player 
character and an NPC) to series of conditional subgoals spanning the 
episode.  Narrative events might also alter the level (e.g. spawning a certain 
type of enemies) or the state and effectiveness of the characters' abilities 
(e.g. a character may become sick and suffer reduced power).  Perhaps the 
most important function of these events is their ability to branch, giving 
players decisions that can dramatically alter the course of an episode both 
narratively and mechanically.  Players make these decisions organically 
through the game's combat and movement systems. 

Examples	  
One example of a branching narrative event is an argument between two of 
the characters.  Near the middle of an episode, an in-engine cutscene 
introduces the argument with a few sentences of conversation: Cadius and 
Kai Len disagree on how to approach the enemy, a monstrous griffin that 
has stolen a royal heirloom.  After this argument, Kai Len and Cadius will 
have difficulty cooperating with each other, receiving an attack penalty and 
vocally bickering while standing next to each other.  If they avoid each 
other, they will eventually forget about the argument, dropping the 
conditional penalty.  But if the players controlling them instead force them to 
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cooperate in spite of their ire, they will eventually work through the 
argument and make up, receiving a bonus to attack while next to each other 
for the remainder of the episode. 
 
For another example, perhaps in another episode a power-hungry warlord is 
using an ancient lyr device to transform people into an army of snake 
demons.  The players battle through waves of snake demons to reach the 
antagonist and stop his plans, but at one point, Leowin pauses in terror.  In 
an in-engine conversation, he realizes that one of the snake demons is 
actually one of his childhood friends, and begs the party not to kill it, in 
hopes of finding a way to change him back.  Though it is challenging to 
avoid harming that single snake demon in the wave of attackers, if the party 
succeeds in sparing him, they will receive a happier ending and more reward 
points at the end of the episode.   
 
During a later battle in the same episode, a particularly large swarm of 
snake demons attacks Nepenta.  If the players fend them off, the story will 
progress as normal, but if Nepenta is injured below a certain threshold, the 
snake demons will capture her and carry her away.  The player previously 
playing as Nepenta receives a replacement character while she is away.  
After a few more minutes of gameplay, a cutscene briefly cuts away from 
the player characters to the warlord explaining to the captured Nepenta his 
plan to turn her into a snake demon.  At that point, a timer starts.  If the 
players complete the level within the timer, they will successfully rescue 
Nepenta, but if not, they will witness her transformation into a snake demon 
and be forced to fight against her in addition to the warlord.  Of course, in 
that case, once the players complete the level, they will figure out a way to 
change her back. 

Goal	  
The branching narrative events in Quicksilver will be iterated and balanced 
so that players feel they are making meaningful decisions.  One part of this 
is to let players know that branching is occurring.  The larger portion is to 
provide interesting tradeoffs both narratively and mechanically.  In the 
above examples of the argument, players can sacrifice short-term power for 
a long-term reward, which represents the story decision of the characters 
sacrificing their short-term enjoyment for concord in the long run.  In the 
example of saving Leowin's friend, the players can take on an additional 
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challenge in hopes of an eventual reward, mirroring the moral decision.  Not 
all narrative events introduce strategic decisions – some are simply 
challenges, such as rescuing Nepenta.  Some, such as conversations 
between the characters, might simply be amusing diversions, and some, 
such as flashbacks, might give the players interesting information about the 
characters and world of Quicksilver. 
 
A few narrative events, such as the argument example, can only happen in 
multiplayer, and some can only happen in single-player mode, but the 
majority can accommodate any number of players. 

Persistent	  Character	  Development	  

Upon successfully completing an episode, players will receive a number of 
reward points depending on the episode's difficulty and the results of its 
subgoals.  Players can use these points to purchase additional equippable 
abilities for characters, or improve existing abilities.  Other potential uses for 
reward points include purchasing items to customize characters' 
appearances, or purchasing special scripted episodes. 
 
The most important persistent character element in Quicksilver is not their 
abilities, but their relationships with each other.  The status of the 
relationship between two characters greatly affects the tenor of the party's 
conversations – for example, characters will be much more eager to rescue 
characters that they like, and if two characters develop a strong enough 
relationship, tones of romance may begin to appear.  The relationship 
between characters is affected directly by the players' actions.  In 
multiplayer mode, characters can develop a positive relationship by 
defending or healing each other, or damage the relationship by gratuitously 
striking one another with bounce attacks.  In addition, certain narrative 
events will affect inter-character relationships depending on their outcomes.  
Each relationship is represented by a pair of variables: a volatile, short-term 
status that can fluctuate over the course of an episode; and a deeper, more 
permanent status that updates gradually at the end of each episode. 
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Combat	  	  

Introduction	  

Combat in Quicksilver is a cooperative, fast-paced, strategic experience.  
Players employ physical attack combos, which test their dexterity and 
timing, alongside powerful magical attacks, which test their understanding of 
constantly changing battle situations. 
 
Gameplay takes place on a tiered 2D plane, wherein the space is composed 
of three 2D lanes, each representing different depths in the foreground. 

Controls (using Xbox 360 Layout) 

Left Stick: Movement 
Right Stick: Launch Spell 
D-Pad: Squad Commands 
Left Bumper: Select Item 
Left Trigger: Magic Mode (hold) 
Right Bumper: Select Item 
Right Trigger: Defensive Mode (hold) 
X: Attack Chain 
Y: Bounce Attack 
B: Item 
A: Jump 

Attack	  Chain:	  	  
These attacks can be chained together as combos.  Combos can be 
customized by holding up or down on the left stick while executing attacks.  
Combo chains are ended either by using a bounce attack, or reaching the 
maximum number of attacks. 

Bounce	  Attack:	  	  
Bounce attacks are powerful attacks that knock enemies and allies around.  
Using bounce attacks, players can pass enemies to allies or launch them into 
the air for further punishment.  They deal heavy damage and can be used to 
end combos, but cannot be chained together.  Since bounce attacks can 
affect both enemies and allies, players should be careful, or devious, when 
employing the use of bounce attacks. 



 8 

Magic	  Mode:	  
While holding the left trigger, players enter magic mode.  In this mode, X 
and Y no longer execute physical attacks, but initialize a special ability that 
the player has equipped before beginning the game session.  After 
initializing the equipped ability, the right stick is used to launch it in a 
direction.  Each ability has unique variations based on the direction in which 
it is cast, from simply changing its placement to more significant behavioral 
changes.  Many abilities continue to respond to movement of the right stick 
after being launched – for example, Cadius has the ability to send his robotic 
falcon after enemies, and the right stick can directly control its flight pattern. 

Defensive	  Mode:	  
While holding the right trigger, players enter defensive mode.  In this mode, 
the use of the left stick changes: left and right are used to execute a dodge 
roll; up and down are used to hop between tiers.  X and Y no longer execute 
attacks, but grab individual enemies, which can then be attacked or thrown.  
In defensive mode, players block most physical attacks from the front, 
although their guard can be broken by repeated attacks.  Players cannot 
jump in defensive mode. 

Combat	  Overview	  

Quicksilver is a brawler that takes the most fun elements of fighting games 
and mixes them with the appealing strategic elements of RPGs to create a 
new, highly accessible combat system.   
 
In fighting games, fun is found in challenging the player’s skills, such as 
timing, memorization, reaction speed, and spatial awareness.  In RPG 
combat systems, the fun is derived from understanding the situations in 
which the player’s skills are useful, and executing the most appropriate skill 
for the situation.  Skills often have a synergistic effect with other skills, 
creating situations that are perfect for follow-up skills. 
 
Quicksilver combines these two design philosophies.  Players creatively 
execute combos inside of forgiving timing constraints.  Different combos 
create new circumstances, such as knocking enemies into the air for other 
players to attack, or pushing them onto a new tier.  Special abilities affect 
specific areas, and have unique effects depending on the direction they are 
cast in.  Understanding which skills to use, when to use combos, and how to 
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combine all the available tools creates a gameplay experience that is 
extremely satisfying, easy to learn, and difficult to master. 

Social	  Elements	  

Cooperative, or potentially uncooperative, gameplay is a core component of 
Quicksilver’s combat system. 
 
Players use their bounce attacks to pass enemies to one another, and their 
skills change the battle circumstances, such as enemy position and status, in 
a way that forces teammates to react and cooperate if they want to build the 
most effective strategy.  Players can employ the use of squad commands 
using the D-Pad, which cause them to call out pre-scripted but useful 
messages, such as “need healing” or “help me.”  Gameplay rewards players 
who communicate, while providing an outlet for mischievous players who are 
eager to disrupt each other.  In either case, Quicksilver encourages side-by-
side social interaction among friends. 
 
Though Quicksilver's combat system is optimized for multiplayer interaction, 
the depth provided by the combo system and each characters' multiple 
abilities makes for a fun and fulfilling single-player experience as well. 



 

Innovation	  
Quicksilver is the first attempt in any medium to employ computationally 
generated narrative in a significant work of fiction.  It does not rely on 
human-embedded plot writing, nor does it rely on emergent narratives rising 
from the combination of smaller events.  Instead, it uses the rules, 
conventions, and commonalities of the episodic adventure genre to inform a 
dynamic computational derivation of narrative episodes – an expert system 
of a scriptwriter, so to speak.  The Quicksilver story engine is the first ever 
story grammar based on a visual medium, and would become the first story 
grammar integrated into a game (most previous generative story grammars 
used simple folk tales, with limited prose output).  A few previous games, 
notably Dwarf Fortress, have used systems similar to Quicksilver's grammar 
decomposition process to initialize certain aspects of world instances, but no 
game has algorithmically determined the course of a game's events as in 
Quicksilver.  In short, Quicksilver explores a virtually uncharted type of 
narrative that games can convey, but have not yet attempted to. 
 
Beyond the fact that the episodic narrative generation in Quicksilver is novel, 
it also has exciting implications for the player experience.  The foremost is, 
as the subtitle Infinite Story suggests, the fact that its engine can generate a 
practically unlimited number of episodes, each providing the player with a 
different narrative, different challenges and decisions.  Quicksilver is 
impervious to Internet spoilers, and its branching paths and nondeterministic 
outcomes make it quite literally impossible for players to know what will 
happen next in any given episode.  Its episode generation introduces an 
interesting community dynamic as well: players will be able to recount and 
compare personal experiences with a shared world and characters, giving 
every player something new yet relatable to contribute towards a discussion 
of the game.   
 
Because of its episodic framework, Quicksilver shares many of the 
advantages of episodic television.  It allows content to be experienced out of 
context without penalty, yet rewards continued playing.  If a player has 
friends over to play a few episodes, their session will be a complete narrative 
experience with a satisfying conclusion.  However, that same player will be 
rewarded for playing through multiple seasons of the story by the 
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progression of the overarching plot and the development of user-guided 
relationships between the protagonists.  Unlike many longer-scale video 
games, the time-starved player can spread out playing Quicksilver without 
the risk of forgetting what to do.  It provides for both players who want to 
enjoy the action of a quick episode from time to time, and those who want 
to completely immerse themselves in an epic story. 
 
Most conventional games with embedded branching narratives suffer from 
combinatorial explosion – since more outcomes need to be scripted for every 
choice the player makes, the required writing raises exponentially with the 
player's increased agency.  Quicksilver's use of an episodic structure avoids 
this pitfall.  Since it is guaranteed that the conflict will resolve and the 
protagonists will move on at the end of every episode, players can 
dramatically alter the outcome of a given episode multiple times without 
necessitating that the rest of the game branch or adapt.  Instead, 
Quicksilver uses combinatorial explosion to its advantage, by 
nondeterministically combining a set number of elements to form a 
multitude of combinations.  As an illustration, if the system can generate five 
basic enemy types, each with one of ten sprites, one of ten palettes, and up 
to two of ten possible abilities, then the system can generate over fifty 
thousand distinct enemies. 
 
The procedural level and enemy generation in Quicksilver, though common 
in many role-playing games and roguelikes, has rarely if ever been used in a 
more action-oriented game.  Quicksilver's persistent elements – character 
relationship variables and upgradable skill trees – are also often found in 
role-playing games but rarely applied to the action genre.  They give 
Quicksilver an infusion of contemplative strategy to complement its action 
elements. 
 
Most arcade-style brawlers use a “2.5D” system, in which players can freely 
move along the z-axis of a plane.  Quicksilver instead uses a tiered 2D 
system, which has several improvements over the traditional 2.5D.  By 
allowing the up and down functions of the left stick to be used in combos 
instead of for movement, a more engaging range of choices can be delivered 
to the player.  Tiered 2D eliminates the unintuitive collision detection on the 
z-axis that frustrates many players of traditional brawlers.  Additionally, 
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eliminating the ambiguity of the z-axis allows skills to have more precisely 
defined areas of effect. 
 
 

Scope	  and	  Logistics	  
Quicksilver: Infinite Story will provide engineers with many opportunities to 
develop solutions for intriguing problems.  Depending on their preference, 
engineers may work on the combat engine – perfecting a tight control 
system, coding the abilities of heroes and enemies alike – or help create one 
of Quicksilver's procedural algorithms, such as level or enemy generation, or 
the implementation of narrative events. 
 
Among Quicksilver's core virtues are its modularity and scalability.  Once the 
combat and story engines have been integrated, they can grow in parallel.  
The game's quality will depend to an extent on the size of its generational 
space and the intricacy of its narrative events, but it can accomplish its goals 
with as much or as little as can be accomplished along those vectors in the 
allotted time. 
 
With most Advanced Game Project games, the first semester is spent 
creating a brief demo level, and the second semester is spent polishing and 
designing additional levels.  Quicksilver can follow a similar schema.  In the 
first semester, it should be able to generate a demo episode (from a trivial 
generational set if need be).  The remaining time can be spent increasing 
the number of narrative possibilities (more enemies, more settings, more 
events and dialogue).  It can also be spent introducing the game's persistent 
elements, potentially including an overarching plot to be revealed gradually 
through events in each episode. 
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Team	  
Due to the needs of our game and the collaborative way in which it was 
conceptualized, we have a team of four project leads with experience 
creating games together. Each leader has a piece of the project to oversee, 
and we meet daily to discuss the project as a whole and our individual work. 

Team	  Leaders	  

Teddy	  Diefenbach,	  Producer	  /	  Narrative	  Designer	  
Teddy is a First Year Graduate Student in the SCA Interactive Media Division 
and holds a B.A. in Computer Science and Music from Columbia University. 
After Columbia, he worked as a producer for three years, first creating 
television and web commercials for Grey New York, then mobile games for 
Gameloft. His PC game “Din” was recently named one of IndieGames.com’s 
“Best Experimental Games of 2009”. 

Mike	  Sennott,	  Lead	  Designer	  /	  Lead	  Writer	  
Mike is a First Year Graduate Student in the SCA Interactive Media Division 
and holds a B.A. in Computer Science and Creative Writing from Hamilton 
College.  His undergraduate thesis was spent researching and prototyping 
various computational narrative generation techniques, which provided the 
theoretical grounding for the project that would become Quicksilver.  
“Cyclyc”, a game he made for the ACM/MEGA Hackathon last year with 
Samantha Vick and Teddy Diefenbach, received the most awards of any 
entry, including 2nd place overall. 

Samantha	  Vick,	  Art	  Director	  
Samantha is a First Year Graduate Student in the SCA Interactive Media 
Division and holds a B.A. in Psychology from the University of Massachusetts 
Amherst, where she also completed a short fiction thesis. She is a two 
consecutive year Annenburg Fellow, and has worked as the lead artist on 
several games. She recently created all the art for the award-winning 
“Cyclyc”, and all the visual design and background art for her team’s entry 
into this year’s Global Game Jam, “Uniscorn”. 

Ryan	  Watterson,	  Combat	  Designer	  
Ryan is a First Year Graduate Student in the SCA Interactive Media Division 
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and holds a B.A. in Creative Writing from California State University Long 
Beach. He has experience writing across several formats and engaging with 
audiences. He worked as a game tester at Vivendi Games and recently 
worked on several mixed reality prototypes with professor Mark Bolas at the 
Institute for Creative Technologies. 

Other	  Team	  Members	  

Animation Advisor: Mike Patterson (Hench Visiting Associate Professor) 
 
Animators: Michelle Lin (Hench Animation) 
 
Engineers: 
 Cameron Alston (CS Grad) 
 Jacob Boyle (IMD Grad) 
 Gabe Deyerle (CS Undergrad) 
 
Writers: 
 Kyla Gorman (IMD Grad) 
 Liz Werner (Writing Grad) 
 
Music / Sound: Justin Sobers (graduate of the Berklee College of Music) 
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The	  World	  of	  Quicksilver	  

Origin	  

The world of Quicksilver was created by a single omnipotent god named 
Zenith. Zenith, being the high-spirited and engaged god that he is, 
constantly interacts and communicates with the people of the planet, while 
leaving them mostly autonomous. He can regularly be heard making official 
announcements to the world, or just chiming in to say hello. As a result, the 
issue of religion in this world is moot, as the one god is readily apparent and 
interactive. Instead, he is served by the Yamate, an ancient sect dedicated 
to serving him and carrying out his will among the people. 
 
In addition to being chatty, Zenith for centuries has provided the people of 
his world with a magical liquid called lyr to make their lives easier. Long ago, 
however, the raw lyr that the people wielded corrupted them, and a great 
war desolated the world. To prevent this from ever happening again, Zenith 
helped the people invent technologies to process the lyr into a less volatile, 
more practical form that could be used simply as energy to power machines. 
An elaborate system of lyr pipes and aqueducts quickly sprouted across the 
world to allow quick processing and redistribution of lyr. Centuries later, 
these pipes and aqueducts still exist as the world’s primary source of 
energy. 

Plot	  

Leowin Brand and his childhood friend Cadius Argent are two teens living in 
a city of no particular note, except that it has drawn the attention of Asher 
Lambert, a famous inventor, philanthropist, and general celebrity 
wunderkind. Lambert has come to find a solution to a problem that is 
plaguing the world: the lyr aqueduct system has been rebuilt and 
supplemented so many times that more ancient sections have begun to 
spring leaks, spewing dangerous unrefined lyr into populated areas and 
creating dangerous monstrosities. 
 
Leo idolizes Lambert, and works as one of his assistants, though Cade, an 
inventor himself, resents Lambert as an over-appreciated hack who he 
believes is secretly up to no good. One day, at a public demonstration held 
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by Lambert, something goes awry, destroying the town square and sending 
the city into chaos. With Cade’s reluctant help, Leo darts around trying to 
mitigate the damage to Lambert’s work. When Leo takes a misstep and falls 
in danger of being swallowed up by a lyr spill, a darkened and cold Lambert 
leaves him for dead. Only with the unexpected help of Kai Len, a rookie 
Yamate sent to help the city, does Cade succeed in saving Leo and carrying 
him clear of ground zero. 
 
As Leowin rests and Cadius and Kai Len get to know one another on the 
outskirts of the decimated city, they encounter Nepenta Catar, an Ursahri 
whose village was wiped off the map by the incident. The others learn from 
Nepenta that Lambert has become so madly disillusioned with Zenith that he 
is secretly amassing a hoard of unprocessed lyr in an attempt to destroy and 
usurp the god. It was part of this stockpile that erupted and killed so many 
in the city. 
 
Hungry for justice and without a home, the four climb aboard Cadius’ late 
father’s “antique” lyr train, the Quicksilver. With this as their base, they 
begin a journey across the world’s intricate rail system to stop Lambert’s evil 
plan, undoing the damage he has wrought along the way. 
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Characters	  

 
Leowin Brand 
Leo grew up without any particular aspirations of grandeur. Progeny of a 
small town, he was content to spend all day shooting the breeze with his 
best friend Cade. When Cade developed an obsession with an ancient 
inventor, however, Leo was happy to accompany him as a bodyguard to the 
ruined city near their town where his friend could search for clues about his 
mysterious idol. Everything changed for Leowin the day he found his sword. 
A relic of a dead age, the sword used lyr in ways Leo had never imagined. 
He began to dream of a huge, wonderful world outside the confines of his 
village, where incredible things were done with the power of lyr. When his 
childhood idol Asher Lambert came to town, Leo immediately signed on as 
his apprentice. After the incident, Leo follows Lambert’s tracks, seeking 
answers from the man he used to idolize. 
 



 18 

 
Cadius Argent 
Cade is a genius when it comes to lyrtech. He learned the craft of machinery 
from his father, a famous train designer, but the latter’s utter disinterest in 
the world’s wider machinations left Cade frustrated. His dashing good looks 
and unmatched skill with machinery make him quite popular with the ladies, 
but he couldn’t be less interested in settling down. With his best friend Leo, 
he scours the world looking for ancient sites to scrounge up forgotten 
technology, and searches for traces of the mythical inventor whose 
discoveries have him obsessed. Cadius uses his lyr-infused staff and 
mechanical falcon with devastating effect against monsters. 
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Nepenta Catar  
Nepenta is a member of the Ursahri, a race that lives underground, giving 
her the typical pale skin, pale hair and dark eyes of her people. The Ursarhi 
have lived beneath cities and in abandoned settlements for generations. 
They use the raw power of lyr in the ancient way, and are suspicious of 
others. Nepenta is one of the only members of her tribe who dared to 
venture surface-side, looking for relics and other valuables to add to her 
village’s wealth. Nepenta might lack a certain sense of social grace when it 
comes to dealing with surface dwellers, but she has a strong sense of 
justice. She uses powerful magic and her kusarigama, an ancient ninja 
weapon, to take down her enemies. 
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Kai Len 
Kai is a member of the Yamate, the ancient sect dedicated to carrying out 
Zenith’s will among the people. Though they serve Zenith loyally, most of 
the Yamate consider their sacred duty to be little more than a day job, and 
Zenith’s unrelentingly cheery attitude gets on even their nerves once in a 
while. A freshly-initiated member of the order of the Yamate, Kai Len is sent 
to investigate an explosion of lyr for her first solo mission. After the incident, 
she falls in with the heroes in their search for the one responsible. She 
displays the dragon tattoo that marks her as one of the Yamate. Kai is highly 
skilled at martial arts and uses ambient lyr moisture to manipulate the air 
channels around her. By channeling lyr through her flute, she is able to 
generate powerful sonic attacks. 
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Nyoko 
Nyoko is Kai Len's vulpine Seeker. The two of them grew up together, and 
now that Kai Len is an official member of the Yamate, Nyoko has also been 
enlisted. He uses his heightened sensitivity to the flow of lyr to seek out 
disturbances and threats. Upon first meeting Cadius, Nyoko stole his best 
pair of goggles. Now no one, not even Kai Len, can convince him to part with 
them. 


