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Captives in the Court of the Sky Lord
Its incredible speed and ability to perform 
apparent disappearances, makes it a tough 
target to handle.  The Terror is a slender, 
spindle-shaped craft fitted like a U-boat with 
wheels and retractable wings (4 sets).  The 
large portholes for piloting the craft give it a 
menacing look -something akin to a sea mon-
ster or giant moth.
	 The craft is stored in a hollowed cra-
ter amid the Appalachian Mountains called 
the Great Eyrie.  Inside this space (nearly 
unreachable by climbers and other common 
contrivances) Robur has kept a workshop 
for the craft.  Rumors abound that he is in 
fact constructing an armada of these, with 
other construction sites located in underwa-
ter caves, and mountain-top labs in northern 
Europe.  
	 Though adept behind the controls, 
Robur often leaves The Terror in the capable 
hands of his second mate, John Turner (the 
brother to the pilot of The Albatross).
	 Quisquis has no knowledge of Robur’s 
multi-craft, but rest assured he will seek to 
possess it once its existence is known to him.

The Albatross IV
(Robur’s Rotorcraft Aeronef)

Fiction Rating: Fantastic

Attributes
Crew: 3-20
Size: O (100’ long by 12’ wide)		

Motorized Carriage Articulation: In 
just 2 turns, The Terror can shift into a 
4-wheeled  mechanized carriage capable of 
land speeds of 150 mph (base move of 1500’ 
per turn).
Regenerative Electric Pile: The most 
wondrous aspect of The Terror is its power 
source, a single electric pile that is able to 
generate excess energy from the passing cur-
rents of ionized air and water.  The methods 
of creating such a device are a secret held 
only by Robur himself.  This everlasting 
power source has an electrical rating of 
D10/d4.  It seemingly powers everything 
within the craft.
Alloy Hull: At high speeds, the friction of 
the water and air become forces to contend 
with.  Meeting this problem, Robur has 
dreamt up a new form of metal alloy.  It is 
light, durable, and extremely heat resistant.  
Robur has used this alloy on almost all ex-
ternal pieces of his ship.  It offers the craft a 
D20 armor die applied to most form of dam-
age and all forms of heat.
Electron-Cloud Disruption Field: When 
pushing The Terror’s piles to full exertion, 
the capacitors of the craft give off an unex-
plained cloud of electrically charged par-
ticles that actually seem to deflect photonic 
emissions.  Under this influence, the whole 
craft becomes a near-invisible blur.  Attacks 
against the ship (while invisible) suffer a 
DF x 5, and  the ship itself gains a BF x 5 to 
any attempt to hide/sneak.

System Flaws
Articulation Jam: If The Terror suffers 
more than 50 points of damage in any one 
configuration (Boat, Sub, Ornithopter, or 
Car), a mechanical rating roll must be 
made.  Any negative result locks the ship 
into its current form until 50 Plot Points 
worth of repairs can be made.
 
  	 Disquisition- The latest and great-
est invention from the mind of Robur “The 
Conqueror.”  This slim, ultra-fast craft has 
become the desire of every nation’s military.  
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craft with an SR equal to the original range 
-if successful the ram deals DF x 8 damage to 
the target.
Raft: An inflatable 8-man India-rubber boat 
is always tethered to the deck of the aeronef.
   

System Flaws
Electrical Dependence: Almost every 
system of this aeronef is ran by the electric 
force of its piles.  Should these power cells 
be comprised, the entire craft would falter.  
When subjected to intense electrical fields or 
currents, The Albatross suffers a D8 difficulty 
die to the use and function of all her systems.
Delicate Rotors: Though Robur’s design 
allows for the loss of multiple rotors without 
The Albatross immediately crashing, each 
rotor lost requires a Mechanical Prowess Roll 
-if the outcome is a solid failure the craft be-
gins to lose altitude and makes all maneuvers 
with a d8 difficulty die. Damaging a rotor 
requires a well-placed hit dealing at least 8 
points of damage.

  	 Disquisition- Robur’s aeronef, The 
Albatross, is now in its 4th incarnation.  This 
newer machine is more rugged and designed 
for combat.  Robur’s ship hands often man 
the deck with a variety of personal firearms 
when pressing an attack, but The Albatross’s 
greatest sting comes from the dynamite car-
tridges used to bomb targets.  These Nobel 
explosives have decimated entire buildings 
-the headquarters of some great, world-
threat no doubt.  This ship is commonly com-
manded by Robur’s first mate, Tom Turner.  
Under his orders are a selection of 8 men or 
more including engineers, gunners, a cook, 
and 2 general laborers.  Robur, himself, 
rarely pilots this craft -having taken a fancy 
to his new construction, The Terror.

	
Base Flight: 600’
Mechanical Prowess: D12/d4
Material Rating: D12/d6 	 	
SR: +10
Pool: 250

Systems
Rotor Props: A system of 30 vertical pro-
pellers creates flight for The Albatross much 
the way a modern helicopter works.  The 
blades lift with a Prowess of D12/d4.
Piles and Accumulators: At the heart of 
Robur’s craft is a system of electric piles and 
accumulators of a highly advanced nature 
(the specifications for these are known by 
Robur alone).  The piles each contain elec-
tricity at a rating of D20/d4 and can main-
tain a working charge for 2 weeks at a time.  
Robur often stockpiles the chemicals and 
reactants necessary to “recharge” the piles 
while in flight.
Dextrin-Pressed Paper Hull: Through a 
lengthy process of chemical imbedding and 
hydraulic press-forming, Robur has created 
a material out of paper and dextrin that is 
as tough as steel but light and electrically 
insulated.  Furthermore, the hull isn’t reac-
tive to acids, is insoluble to gases or liquids 
and is nearly fireproof.  As a result the outer 
hull of The Albatross has a D10 armor die.
3” Field Cannon: This pivot-mounted mili-
tary gun fires a devastating shell: DF x 6, 
starting range = distant, maximum range = 
indiscernible, delay -9, reload = sub-action, 
ammo = 1/30.
Dynamite Cartridges: Used as bombs, 
a spring driven launcher can hurl these 
packeted explosives out or down at targets 
near the stern of the craft.  DF x 8r, starting 
range = distant, maximum range = Discern-
ible, delay -5, reload = action, ammo = 1/20, 
r=closable.
Ram: At the bow of the ship is fixed a nasty 
barbed ram rod, used to pierce balloons 
and damage other crafts.  After moving a 
Distant distance or more, the pilot of the 

Albatross can make an Opposed 
maneuver roll against an enemy 
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Attributes

P: D6/d6	 R: D8/d8	 H: D6/d8
      +0	 	        +0	        20
W: D6/d6	 K: D8/d6	 L: D6/d6
      +0	 	        +2	        20
D: D6/d4	 F: D6/d6	 S: D8/d8
      +2	 	        +0	        20

Knacks
Aeronaut Training: Each Icarian has a 
D10/d6 skill in flying all forms of aerial 
vehicles.

Limitations
Devoted: The Icarians have pledged them-
selves to Robur and suffer a Lucidity and 
Spirit Deduction any time they fail their 
master.

Possessions
	  Icarian Pistol (DF x 2, starting range 
= touch, maximum range = indiscernible, de-
lay -4, reload = 1 action, ammo = 6), Icarian 
badge (this is a small black patch sewn onto 
their shoulders depicting the golden sun flag 
of Robur The Conqueror), aeronaut goggles, 
and an assortment of random personal effects 
(electric lanterns, compasses, shaving kits, 
etc.).

	 Disquisition- The Icarians are the 
men and women who have dedicated them-
selves to a life on X Island under the care of 
Robur.  They are largely engineering enthu-
siasts who delight in working on Robur’s 
cutting edge designs.  Most have bought 
into his “New World Order” wholeheartedly 
and believe that the resources of all nations 
should be laid before the hands of the men 
and women who are most inventive.  Robur 
has seen to it that all adult citizen of X Is-
land are capable within the cockpits of his 
flying machines and at the controls of more 
common place vessels (balloons, blimps, etc.).

Icarian Autogyros
Fiction Rating: Fantastic

Attributes
Crew: 1-2
Size: L (10’ long by 3’ wide)		
	
Base Flight: 500’
Mechanical Prowess: D10/d6
Material Rating: D10/d6 	 	
SR: +7
Pool: 70

Systems
Mounted Rifle:  A mounted rifle in the 
“jump seat” is fixed in a forward arc.  Its 
stats are DF x 2, starting range = adjacent, 
maximum range = indiscernible, delay -5, 
reload = action, ammo = 15/60.
Gyro Rotor: A swinging wooden blade 
propels this vehicle into flight.  Its simple 
design allows for near-vertical take offs and 
landings.  This extreme maneuverability 
grants the pilot a D8 bonus to all movement 
rolls.

System Flaws
Rotor Dependence: Even a slight amount 
of damage dealt directly to the craft’s rotor 
will send it to the ground.  A well-placed hit 
that deals 10 points or more of damage will 
take one of these crafts out.

	 Disquisition- A simple but effective 
design, this aircraft was easily reproduced 
in the workshops of X Island.  Now, Robur’s 
men control a fleet of nearly 20 of them 
-a real threat to air barons like Quisquis.  
Though easily dispatched, a squad of even 5 
autogyros can harass and even incapacitate 
a better craft.

Icarians
Fiction Rating: Incredible
Demeanor: Driven 
Size: M (5’+)			  Base Run: 200’


