NIGHTSOWN

Write a charter. Sow the dark.
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Growth a season
Mining skill
Foundry skill
Affinity, each field

Deepminers

Stonehearts

Cradleborn
Long Sight
Shipwrights
Quick Study

Brittle Hulls

HTSO!

Write a charter. Sow the dark.

0.04 -0.20
0.60-1.80
0.60-1.80
0.70-1.60

Crusts give up their ore a third again as readily.

Colonists endure worlds outside the charter's tolerance at a fourteenth of capacity instead of
dying.

The charter sails with two extra seedships and a full hold.
Every scanner reads two hexes further.
Hulls are laid down for four parts in five.

The first three marks of every field come at half cost.

Structure holds an eighth less punishment.




Unyielding The charter cannot temper a world toward its own tolerance.

Shallow Crust Reserves run out a third sooner.
Slow Hands Foundries answer to fewer hands.

Dim Eyes Every scanner reads a hex less.

NIGHTSOWN

Verdant Compact 0.50+0.26 0.52+0.26 0.48+0.24
Cinderfolk 0.55+0.25 0.72+0.24 0.66+0.23
Glasswrights 0.42+0.26 0.44+0.26 0.56+0.28
Stoneborn 0.62+0.20 0.40+0.18 0.38+0.20
Marrowreavers 0.48+0.24 0.58+0.24 0.52+0.24

The Tideless 0.50+£0.32 0.50+0.30 0.50+0.28

Verdant Compact cradleborn Gardeners with a wide tolerance and a long memory. They
sow early and argue later.

Cinderfolk deepminers dim_eyes Bred for hot rock and thin light. Their mines go deeper than
anyone thinks wise.

Glasswrights shipwrights brittle_hulls Lens-grinders and hull-cutters. They see a neighbour coming
and build the answer cheaply.

Stoneborn stonehearts no_terraform They will live anywhere, badly, and out-build you from a world
you would not have taken.

Marrowreavers shipwrights brittle_hulls, A charter written around a gun. Their hulls are thin because
no_terraform their wars are short.

The Tideless long_sight dim_eyes, slow_hands They breed faster than they can count and settle anything with
a crust.
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Hands per thousand souls

Mines a hand can work

Foundries a hand can work

Ore a mine lifts a season

Works a foundry returns

Works per thousand souls

Reserve exponent (how fast a crust thins)
Capacity at the charter's ideal

Capacity at the edge of tolerance
Capacity outside tolerance

Tempering steps a world will take

Open void

Dust veil

Ember drift 2

Gravity shoal impassabl
e

lon reef 1

Star

1

0.5

90,000

15% of ideal
5% of ideal
6

Empty sky. A hull crosses it at its rated speed.

Cold dust. Slows a hull, blinds a scanner, and hides what sits inside
it.

Burning debris. Scours plate off anything that ends a season inside.

A knot of dead mass. Nothing under sail crosses it.

Charged shallows. Screens will not hold here, so a fight in a reef is
fought on plate.

A star and its world. Ships may hold orbit, land, mine and build.
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Needle
Drover
Seedship
Cutter

Lancer

Bastion

Ossuary

Redoubt

Vane drive
Coil drive
Lattice drive
Sunwake drive

Riftrunner drive

survey
freight
colony
escort

line

heavy

siege

fixed

drives 2
drives 4
drives 7

drives 10

1 drive, 1 screen, 1 plate, 2 scanner, 1 special

1 drive, 1 screen, 2 plate, 1 scanner, 4 hold, 1 special

1 drive, 1 screen, 1 plate, 1 scanner, 2 hold, 2 special

1 drive, 2 gun, 1 screen, 2 plate, 1 scanner, 1 special fabric 1

1 drive, 4 gun, 2 screen, 3 plate, 1 scanner, 1 hold, 1 fabric 3
special

1 drive, 6 gun, 3 screen, 5 plate, 1 scanner, 1 hold, 2 fabric 6
special

1 drive, 3 gun, 2 screen, 3 plate, 1 scanner, 4 hold, 3 fabric 5, vitalism 3
special

5 gun, 4 screen, 4 plate, 2 scanner, 1 special fabric 2

speed 2

speed 2.9
speed 3.7
speed 4.6

speed 5.6

Cold gas and patience.

The first drive worth the name.
Standard fit for a war fleet.
Burns bright and reads bright.

Crosses a quarter of the sky in a season.
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Sparker
Harrow beam
Sunlash

Pyre lance

Ray projector

Gravitic lance

Voidcaller

Shrike rack

Harpy rack

Tempest rack

Haze screen

Mantle

Aegis

Starward screen

Ferro plate
Layered plate
Adamant plate

Voidglass plate

Eye
Long eye
Deep eye

Oracle

kinetics 3
kinetics 6

kinetics 9

aether 2

aether 5

aether 8

kinetics 1, optics
1

kinetics 4, optics
3

kinetics 7, optics
5

aether 1
aether 4
aether 7

aether 10

fabric 1
fabric 3
fabric 6

fabric 9

optics 3
optics 6

optics 9

damage 12, band close
damage 26, band close

damage 48, band close

damage 82, pierce 0.15, band

close

damage 22, pierce 0.45, band

standing

damage 44, pierce 0.55, band

standing

damage 76, pierce 0.65, band

standing

damage 30, band long

damage 58, band long

damage 96, band long

screen 40
screen 90
screen 160

screen 260

plate 30
plate 70
plate 130

plate 210

scan 4
scan 7
scan 10

scan 14

A welding rig with ambition.
Cuts plate at knife range.
Two exchanges and a cutter is gas.

The last argument of the line.

Reaches through a screen rather than at it.

Screens are a suggestion to it.

Rings a hull like a bell until it stops.

Strikes first and can be shot down.

Opens a battle before the beams are in reach.

A season's ore in a single salvo.

Thin, and it does regather.
The line's standard screen.
Beams break on it. Lances do not.

A small sun's worth of held field.

Rolled iron. Cheap and honest.
Iron and slag in leaves.
Heavy, and it will be missed when the ore runs out.

Spun glass and iron. Absurd and effective.

Reads four hexes of sky.
Reads a neighbour's yard from home.
Sees through a veil at a cost.

Very little crosses the sky unseen.




Hold
Deep hold

Cavern hold

Sowing rig

Legion bay
Burner

Veil cloak
Engine works

Seeker screen

Tempering rig

— capacity 500
fabric 4 capacity 900

fabric 8 capacity 1400

vitalism 2 legions 2

vitalism 4 bombard 1
optics 5
fabric 5
optics 4

vitalism 4, fabric
3

Five hundred tonnes or five hundred souls.
Braced for the long crossings.

A town's worth of hold.

Turns a hold of colonists into a colony. Consumed in
the sowing.

Two legions and the racks to land them.

Burns works and people off a world from orbit.
Shortens a rival's reading of you by three hexes.
Mends eight parts in a hundred each season in orbit.
Shoots racks out of the sky before they arrive.

Tempers a world one step toward the charter's
tolerance.
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Base speed

Added speed per drive mark
A world reads at

A dust veil costs a scanner

A veil cloak shifts detection by

Exchanges before a battle breaks off

A side disengages below

Screens regained each exchange
Accuracy at close, standing, long range
Chance a rack salvo is intercepted
Troops in a legion

Souls behind each defender

Garrison advantage

Population lost when a world falls

Conquest Every other charter is driven from the sky.

Ascendancy
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2
0.45
4 hexes

2 hexes

3 hexes

8

35% of its opening strength
25%

92%, 78%, 62%

22%

900

30

1.5

Meet the current world-share threshold (scaled by surviving charters),

hold at least 1.7x the runner-up, and keep both for 5 consecutive seasons.




The ledger At the horizon the deepest ledger wins: 10 a world, 1 per thousand souls, 1 a foundry, 4 a research mark, 2 a
hull.

The Contested Verge The Contested Verge
The First Sowing The Cradle

The Long Dark The Long Dark

Write a charter. Sow the dark.

Sower . . . . . Sows first and argues later. Builds seedships while the
ore lasts.

Reaver . Reads a neighbour's yard as a shopping list.

Adept Spends the early seasons in the laboratory and the late
ones collecting.

Broker . . . . Counts crusts. Mines out a world and moves the ore
where it earns.

Novice

Adept

Ace




NIGHTSOWN

Write a charter. Sow the dark.
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