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For Alex


You named this book—and taught me the magical ways of colorful Post-it plotting—so it seems only fair to give you the dedication too
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Dear amazing Keeper readers,


I know you’re probably thinking, Okay, what exactly is this book that I’m about to read? And the answer is: something extra special, designed to be read between Legacy (Book 8) and the currently still untitled Book 9 (hence why we’re calling this “8.5”). So that means I need to start things off with a great big SPOILER ALERT.


IF YOU HAVEN’T READ THE OTHER EIGHT KEEPER BOOKS—AND DON’T WANT TO HAVE ANY SECRETS SPOILED FOR YOU—STEP AWAY UNTIL YOU’RE CAUGHT UP!


(Hint: that means you’ll want to have read Keeper of the Lost Cities, Exile, Everblaze, Neverseen, Lodestar, Nightfall, Flashback, and Legacy—in that order—before reading this!)


The reason there are spoilers is because the first half of this book is a special kind of series guide, filled with details about your favorite Keeper characters and the world of the Lost Cities—plus new tidbits and information you won’t find anywhere else! You’ll also discover fun bonuses, like the gorgeous map of the Lost Cities, Keeper-themed quizzes and recipes, an Iggy coloring page, and tons of seriously amazing art—some of which comes with Keefe commentary!


And after all of that awesomeness, you’ll find a 236-page exclusive Keeper novella, continuing the main story of the series from the end of Legacy—but I’ll explain more about that when you get there.


For now, settle in for a super-fun look behind the scenes of the Keeper books—and remember to keep an eye out for those exclusive secrets!


HAPPY READING!


xo
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The Registry
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ONE OF THE FIRST THINGS Sophie’s given after Fitz brings her to the Lost Cities is a registry pendant—a simple choker-style necklace containing a special crystal that allows the Council to monitor her whereabouts. I wrote that detail into the series because it felt logical that a world in which anyone can travel all over the planet on a beam of light (and where light leaping can go tragically wrong) would have safety precautions in place to allow someone to be found in an emergency.


But the Council uses the pendants for more than simply tracking a person’s location. In fact, the registry keeps files on everyone in the Lost Cities, monitoring all kinds of different things. (That’s why members of the Black Swan and the Neverseen sometimes alter their feeds to hide what they’re up to.)


So, I thought it might be fun to give you guys a peek at your favorite characters’ registry files. I have a feeling you’ll be surprised by some of the details you discover in them! And remember—these are the Council’s official records, so there may be times when you know things that they haven’t figured out yet. Don’t let that confuse you—just enjoy being smarter than the leaders of the elvin world. [image: Image]


(*whispers* You might also notice that certain files have been edited, both by the registry and by a certain powerful Technopath—and some files can’t be accessed at all.… The elves have tricky security!)
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WARNING:


You are accessing CLASSIFIED Registry files. Unauthorized viewing is punishable by Tribunal.
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REGISTRY FILE FOR Sophie Elizabeth Foster
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KNOWN ABILITIES: Telepath, Polyglot, Inflictor, Teleporter, Enhancer


RESIDENCE: Havenfield


IMMEDIATE FAMILY: Unknown


ADOPTED BY: Grady and Edaline Ruewen


MATCH STATUS: Unmatchable


EDUCATION: Current Foxfire prodigy


NEXUS: No longer required


PATHFINDER: Not assigned. Restricted to Leapmasters and home crystals.


SPYBALL APPROVAL: None


MEMBER OF THE NOBILITY: Yes


TITLE: Lady


NOBLE ASSIGNMENT: Regent; leader of Team Valiant; point of contact for the alicorns


SIGNIFICANT CONNECTIONS: Cognate to Fitz Vacker; fealty-sworn member of the Black Swan; human family under the protection of the Council; former Wayward at Exillium


ASSIGNED BODYGUARD(S): Sandor (goblin); Flori (gnome); Bo (ogre—temporarily reassigned); Tarina (troll—indefinitely on leave); Nubiti (dwarf—indefinitely on leave)


A CHILD OF UNTRADITIONAL ORIGINS:


In what was hopefully a first (and last) for our world, Sophie was born and raised by two humans (formerly known as Will and Emma Foster, relocated once as Connor and Kate Freeman, and again as [REDACTED FOR SECURITY] in an area of the Forbidden Cities that the humans call San Diego, California. She had one human sibling (Amy Foster, relocated once as Natalie Freeman, and again as [REDACTED FOR SECURITY], who was briefly a resident of the Lost Cities and was allowed to retain her memories of that time. But there is no genetic connection between Sophie and her human sister, or between Sophie and her human parents. Sophie’s embryo was created from the genetic materials of two unknown elves and implanted into her human mother by a member of the Black Swan who goes by the false name Mr. Forkle. He posed as both a human fertility doctor and a neighbor in order to monitor Sophie’s development, as well as her safety. He is also presumed to be responsible for triggering her telepathy at the age of five human years, as well as planting classified information into her memory, and revealing her location to Alden Vacker when she was twelve human years old. The possibility of Sophie’s existence was first discovered by Quinlin Sonden and Alden Vacker after the term “Project Moonlark” and a strand of unregistered elvin DNA were recovered during a memory break performed on Prentice Endal—though the Council believed the evidence to be an elaborate hoax. Alden spent years secretly searching the Forbidden Cities for the girl (often with the help of his sons, Alvar Vacker and Fitz Vacker) before finally receiving a human newspaper article that led him to Sophie. Fitz Vacker brought her to the Lost Cities and explained the truth about who and what she was, and also revealed that she would need to leave her human life behind. She was given access to a birth fund, a registry pendant, a nexus, and an Imparter—plus numerous other basic necessities. Later she was given a home crystal to Havenfield. Sophie’s residency was provisional at first, but she has since been granted full citizenship and continues to attend Foxfire Academy.


UNEXPECTED EYE COLOR:


Sophie has brown eyes (with small flecks of gold in them) instead of a shade of blue, like the rest of our species. No one, including her creators, seems to be 100 percent clear as to why—though most suspect the condition is related to certain modifications made to her genetics during the Black Swan’s experiments, many of which were based on alicorn DNA.


A STRANGE HABIT:


In what appears to be a nervous tic of sorts, Sophie is often seen tugging on her eyelashes. She’s been quick to assure everyone that it doesn’t hurt, but she does often appear to be trying to break herself of the habit. So far, she’s had little success. And it’s hard to blame Sophie for that, given the numerous stressful things she’s been through—and continues to endure.


AN UNUSUAL REQUEST:


Originally the Council ordered that Sophie’s human identity be “terminated” and that her human family be made to believe that their eldest daughter had passed away. But Sophie was concerned about the emotional toll her family would pay while grieving for their lost child, and she convinced Alden Vacker that her human identity should instead be “erased,” with the humans relocated to someplace their memories wouldn’t be triggered. Alden and Della Vacker oversaw the relocation, moving both parents, their daughter, and their pet (a large gray cat evidently named Marty) to a location with no ties to their previous lives. And Della was careful to ensure that their new lifestyle was what humans would classify as “very comfortable.” Sophie had also specifically requested that her family’s new home have a yard large enough for a dog, so Della gifted the family with a beagle puppy. Our records indicate that the dog has been named Watson.


POSSESSION OF HUMAN ITEMS:


Sophie brought one small purple backpack with her when she left the Forbidden Cities, and it was filled mostly with human clothing. The only other items were a scrapbook of family photos, a gadget called an iPod (which Dex Dizznee has made numerous adjustments to), and a bright blue elephant stuffed animal that she has named Ella and apparently cannot sleep without. All other items from Sophie’s human home were packed up and meticulously recorded before being stored in [ADDRESS REDACTED FOR SECURITY] in Mysterium, which Sophie has visited once with Councillor Terik in order to retrieve a childhood journal she’d left behind and realized was important. (Councillor Terik asked her why and was not given an answer.)


UNKNOWN POTENTIAL:


Sophie’s unconventional upbringing—as well as numerous other suspicious circumstances—led the Council to order Councillor Terik to descry Sophie during her first year in the Lost Cities. Alden Vacker brought Sophie to Councillor Terik’s private office in Eternalia, and she cooperated fully with the descrying. But the reading results were inconclusive. Councillor Terik reported afterward that he could definitely sense something strong when it came to Sophie’s potential, but what that actually means remains unclear.


A COMPLICATED ADOPTION PROCESS:


Upon the discovery of Sophie’s existence, Alden and Della Vacker applied to be her guardians—but their application was rejected because Alden’s search for Sophie had not been authorized by the Council. Sophie was instead placed at Havenfield with Grady and Edaline Ruewen, and adoption proceedings were initiated shortly thereafter. But several months later, the Ruewens canceled the adoption, citing emotional distress due to their ongoing grief over losing their daughter (Jolie Ruewen) sixteen years earlier. Alden and Della Vacker then renewed their application for guardianship, and the Council was willing to grant permission. But Sophie’s kidnapping—and brief presumed death—ended the proceedings once again. After her rescue and recovery, both the Ruewens and Vackers applied for adoption. The Council opted to leave the decision to Sophie, who chose to permanently return to Havenfield with the Ruewens.


THE CONSTANT SHADOW OF GRIEF:


Finalizing her adoption was surely a relief for Sophie—but it was still only a “step” toward truly feeling like a family. A period of adjustment is expected in these situations, so it wasn’t surprising that Sophie initially struggled to use terms like “Mom” and “Dad.” But for the Ruewen-Foster family (assuming that’s what they call themselves), there was the added complication of the loss of Jolie. Reports indicate that Sophie initially worried that Grady and Edaline wished she were more like their lost daughter, and she tried to avoid the subject as much as possible. She evidently also tried to avoid Jolie’s old bedroom, out of fear that she might not be allowed in there. But all of that changed when Sophie discovered that Jolie had been involved with the Black Swan.


A MIRROR THAT’S PERHAPS TOO HONEST:


Spectral mirrors are one of Lady Iskra’s numerous inventions—and while they were quite popular when they first went on sale, many soon found their mirrors’ style and fashion “advice” to be obnoxious (and at times even insulting). The gadgets have since become nearly obsolete, but it appears that Jolie Ruewen kept one in her bedroom at Havenfield, and had even befriended Vertina (the tiny “girl” programmed to appear in the corner of the mirror). So when Sophie was looking to learn more about Grady and Edaline’s deceased daughter, she opted to move Vertina’s mirror to her bedroom—a decision she likely regrets at times, given Sophie’s general lack of interest in clothes and makeup. But reports indicate that Vertina has proven to be quite useful at times, even helping Sophie locate Jolie’s secret diary, which led Sophie to identify Jolie’s killer.


A MYSTERIOUS MIND:


Sophie has a powerful photographic memory, but it had two blank spots when she arrived in the Lost Cities—both connected to traumas in her childhood that led to her waking up in human hospitals (one when she was five human years old, and the other when she was nine human years old). Our investigation shows that both memories were erased by the Black Swan “for her protection” and have since been returned. Her mind also appears to be filled with numerous bits of information about the Lost Cities—much of which is highly classified (like the location of the unmapped stars)—which were planted as part of her “preparation” for her role as the moonlark. She also struggles to read words written in the primary runic alphabet because her mind has been trained to instinctively recognize them as the Black Swan’s cipher runes.


THE BLACK SWAN’S MOONLARK:


Details on the so-called “Project Moonlark” are still vague at best. But the secret—and highly illegal—genetic experiment was carried out by the Black Swan and resulted in the creation of Sophie, who was designed with specific abilities in an attempt to make her a valuable asset against a rival band of rebels now known as the Neverseen. She was also raised with no awareness of who she was or where she belonged in order to give her a unique perspective on the Lost Cities. And she was hidden among humans, both to keep her safe until her abilities manifested, and also to provide her with a different level of insight into the human species—perhaps to someday help determine how to resolve the problems arising from humankind’s destructive behavior. Many suspect that some larger purpose for the moonlark still has yet to be revealed. Only time will tell—assuming Sophie continues to survive the numerous attempts on her life.


A GIRL OF MANY TALENTS:


Sophie is the only elf to manifest five special abilities—and it’s unclear whether she will continue to manifest any others. She’s the youngest elf on record to manifest, becoming a Telepath when she was only five human years old. The ability was triggered by the mysterious Mr. Forkle, who also triggered her inflicting and Polyglot abilities after rescuing Sophie and Dex Dizznee from their kidnappers. (He let Sophie and Dex make their own way back to the Lost Cities in order to keep his identity hidden, and presumably triggered the new abilities to help her through that challenge.) Mr. Forkle additionally triggered Sophie’s enhancing after she chose to accept the talent. But Sophie’s teleporting triggered on its own, possibly from the adrenaline of nearly plummeting to her death.


GREAT POWER, STRUGGLE, AND RESPONSIBILITY:


Sophie’s telepathy was a burden for her as a child, often exposing her to harsh or hurtful things and causing headaches because she did not know how to shield her mind from the constant bombardment of human thoughts. She also had to hide the ability, because humans would have either doubted her or studied her—or both. And when she moved to the Lost Cities, her problems amplified. Sophie has faced suspicion, judgment, and gossip because of her past, and because of the strength and abundance of her abilities—all of which became worse after Sophie made several missteps in regards to the rules of telepathy, including attempting to cheat on her Level Two alchemy midterm and illegally invading King Dimitar’s mind. Her telekinesis also proved somewhat unwieldy when tested by Councillor Bronte during her Foxfire qualification exam—and there was a very suspicious incident involving Fitz Vacker during Foxfire’s Ultimate Splotching Championship. After Sophie nearly faded away, her abilities also began to malfunction, requiring a dangerous “reset” performed by the Black Swan. She needed a second “reset” later, for further refinement to her inflicting. And initially, her teleporting required her to jump from dangerously high places in the hope that the momentum would help her slip into the void before the fall killed her. Despite those challenges, Sophie’s abilities and skills are, in short, incredible—even with her lack of proper training and practice. Her unique telepathy allows her to transmit astoundingly long distances, track the thoughts of others to their precise locations, communicate with animals, and heal broken minds. She can also slip past anyone’s mental blocking, while her own mental shields remain nearly impenetrable. (Reports indicate that only Fitz Vacker, Mr. Forkle, and the alicorns have ever been able to bypass her guard.) As if all of that weren’t impressive enough, she has now become Cognates with Fitz Vacker, and when the two of them work together, they’re able to accomplish numerous feats that many would consider to be impossible. Her inflicting has been somewhat less reliable—though the recent reset has given her significantly better control. She’s also proven that negative and positive emotions can be inflicted—something previously unknown to her inflicting Mentor (Councillor Bronte). And while her linguistics Mentor (Lady Cadence) finds Sophie’s mimicking to be seriously lacking, she has noted that Sophie’s grasp of languages and pronunciation is flawless. Enhancing is Sophie’s newest ability, and another talent that she has recently learned to master. Thanks to the guidance of Councillor Oralie, Sophie no longer requires gloves—or the special gadgets the Black Swan’s mysterious Technopath designed for her—in order to “switch off” the ability. And Sophie’s teleporting, which already allows her to go nearly everywhere she desires without needing a leaping crystal, recently became much stronger. Reports indicate that she can now reach the void by simply running, without needing a falling sensation first.


AN UNEVEN PRODIGY PERFORMANCE:


Despite being an “advanced student” in human schools (Sophie’s human education records indicate that she was considered “years ahead” of her other classmates), Sophie has struggled with many of her sessions at Foxfire. Particularly challenging subjects include PE, elementalism, and alchemy—the last being a session she didn’t technically pass. (Her Mentor’s notes list numerous fires and explosions.) In fact, Sophie was only able to advance to Level Three because the Council agreed to replace alchemy with an inflicting session mentored by Councillor Bronte. A linguistics session was also added to her Level Three schedule in light of Sophie manifesting as a Polyglot, and Lady Cadence was brought back to the Lost Cities (somewhat unwillingly) to be Sophie’s Mentor. Both new ability sessions required giving Sophie access to the Silver Tower—something that has never been granted to a Level Three before. And Sophie does excel at her telepathy session (mentored by Sir Tiergan and now including Fitz Vacker) and her elvin history and Universe sessions, where her photographic memory works in her favor. She’s also done fairly well at making friends and generally adapting to her new environment—though she has ended up in detention a significant number of times. It should be noted that Sophie’s numerous near-death experiences, as well as certain incidents involving the Council, have often hindered her attendance at Foxfire and forced her to miss key exams.


ACCIDENT-PRONE:


While living with humans, Sophie was hospitalized at least twice—once when she was five human years old, after she fell and hit her head (which was also when Mr. Forkle triggered her telepathy), and once when she was nine human years old, after a severe allergic reaction to something the doctors could never identify. (The substance was later identified as limbium, which was given to her by the Black Swan.) And since arriving in the Lost Cities, Sophie has set a record for injuries, many of which were nearly fatal—though most can’t be considered her fault, since they were the direct result of attacks by the Neverseen. See Sophie’s medical record for more specifics.


A GIFT WITH ALICORNS:


Sophie’s unique telepathy allowed her to track the thoughts of what turned out to be an incredibly rare female alicorn—the only creature capable of resetting the Timeline to Extinction—and bring her safely to Havenfield. And since Sophie could communicate with the creature (the alicorn even informed Sophie that her name is Silveny), the Council opted to leave her in Sophie’s care, which allowed Sophie to discover Silveny’s ability to teleport. Unfortunately, Sophie also followed the Black Swan’s instructions and took Silveny to one of the Black Swan’s hideouts, where the Neverseen managed to track them down and stage an ambush. Silveny’s wing was broken during the attack, but Sophie used her teleporting to get herself, Keefe Sencen, and Silveny safely back to Havenfield. And Silveny’s injury did heal completely, much to everyone’s relief. Afterward, Sophie convinced Silveny to move to the Sanctuary, both for Silveny’s protection and to unite her with the male of her species (Greyfell). And Sophie discovered soon after that she was able to remain in contact with Silveny telepathically, despite the distance between them—which turned out to be a very good thing. The Neverseen tried numerous times to steal both alicorns from the Sanctuary, and when Sophie learned that Silveny was pregnant (which would surely make the Neverseen even more desperate to capture her), she convinced the Council that it would be safer to set the alicorns free so that no one would know where they were. She promised to maintain regular contact with Silveny and Greyfell and provide detailed reports on their safety and wellness—though Silveny made that promise difficult for Sophie to keep. She started ignoring Sophie when she reached out to her telepathically and refused to come to Havenfield for any medical checkups, all of which turned out to be some sort of protective instinct related to the fact that Silveny was pregnant with twins. But she did call on Sophie for help when she went into labor early. And Sophie relied on Vika and Stina Heks—as well as the trolls—to save both babies (a male named Wynn and a female named Luna) and ensure that Silveny survived the delivery. The alicorn family currently lives at Havenfield but is free to go whenever and wherever they want. Sophie remains their point of contact.


A MAGNET FOR TROUBLE:


Since Sophie’s arrival in the Lost Cities, she has had numerous—occasionally heated—interactions with the Council. She was tested by a committee of three (Councillor Oralie, Councillor Bronte, and Councillor Kenric) and granted provisional attendance to Foxfire—which she nearly lost due to poor performance in several of her sessions. But as of now, she maintains her standing at our prestigious academy. She has also faced Tribunals for accidentally bottling quintessence—and bringing the dangerous substance to school—as well as for illegally leaping to the human world to bottle a sample of their firestorm in order to prove the flames were Everblaze (a charge she was sentenced to “time already served” in light of her kidnapping). Several members of the Council also suspect that she has possession of an unregistered Spyball, but no proof has been found to support these theories. After her abilities were reset, Sophie requested permission from the Council to attempt a “healing” on Alden Vacker’s shattered mind, which turned out to be wonderfully successful. As a result, she was ordered to perform a healing on a former Councillor (Fintan Pyren) in the hope that she would be able to retrieve the secrets he’d protected during his memory break. Unfortunately, that healing resulted in Councillor Kenric’s death and Fintan’s escape, along with an inferno of Everblaze that destroyed half of Eternalia. And while Sophie was at Kenric’s planting, she attempted to read King Dimitar’s mind (she evidently considered him to be suspicious) and was nearly dragged away to an ogre work camp for violating the elvin-ogre treaty. But final punishment was left up to the Council, and the Councillors voted to constrain her abilities with a prototype “ability restrictor” designed by Dex Dizznee instead. The gadget appeared to cause Sophie some discomfort, but it also succeeded in limiting her power. And Sophie cooperated with the punishment—until she “lost” the ability restrictor through suspicious circumstances, right before illegally teleporting to the human world. She—and all of her friends—fled the Lost Cities not long after, hiding with the Black Swan until they were captured while attempting to liberate Prentice Endal from Exile. During the confrontation, Sophie revealed her possession of Councillor Kenric’s cache and bartered a deal for her and her friends’ freedom by agreeing to formal banishment and attendance at Exillium. Her group’s role in finding a cure for the gnomish plague restored their citizenship and admission to Foxfire. Sophie also convinced the Council to free Prentice from Exile and performed a healing on Prentice’s mind—but she was unable to recover any of his memories. She was also selected to participate in the ogre treaty renegotiations at Lumenaria, and her warnings during the Neverseen’s attack on the castle saved numerous lives, including the Councillors’. Despite that, her relationship with the Council has remained tenuous. Sophie often questions their authority and refuses to play by their rules—particularly after her human parents were captured by Vespera. Miss Foster’s desperate rescue led to the discovery of one of the Lost Cities’ more dangerous secrets, and she continues to advocate for that information to be made public, despite the chaos that would likely ensue. She and her friends have also become the “faces” of the revolution, both for saving Atlantis from flooding, and because they were broadcast standing up to the Neverseen during the troll attack that occurred at the most recent Celestial Festival. In light of Sophie’s growing support, the Council elected to begin working with her and appointed Sophie and several of her friends as Regents in the nobility, forming Team Valiant, which Sophie was assigned to lead. The team was sent to Loamnore to negotiate with King Enki, to mixed results—though King Enki has since been outed as a traitor, so it’s possible the lack of success was not Team Valiant’s fault. As of this writing, the Council remains committed to the project, but only time will tell if it will find true success, or whether Sophie will fall back into her ways of disobedience and rebellion and finally end up exiled.


DECEASED BUT NOT DEAD:


Sophie was kidnapped by the Neverseen, along with her best friend (Dex Dizznee). But their disappearance at first seemed to be a tragic accident. Evidence at their last known location, as well as the recovery of their registry pendants from the bottom of the ocean, led the Council to believe that both Sophie and Dex had been washed away by a tidal wave. With no evidence to suggest any alternative, both Sophie and Dex were declared “deceased.” Plantings were held, and their Wanderlings remain in the Wanderling Woods to this day, since it would be wrong to destroy innocent trees simply because they were planted prematurely.


AN ABUNDANCE OF BODYGUARDS:


After Sophie escaped from her kidnappers and returned to the Lost Cities, the Council reached out to Queen Hylda and requested that she supply Sophie with a goblin for protection. Queen Hylda complied, assigning one of her best warriors (Sandor) to serve as Sophie’s bodyguard—and he takes his job very seriously. Sandor’s motto appears to be “I go where you go,” and he does his best to never leave Sophie’s side. He’s also reportedly hidden trackers in her clothes in case she’s ever abducted again—or tries to sneak away. And while Sophie doesn’t always appreciate being shadowed by an overprotective, seven-foot-tall goblin (particularly since so many of her “investigations” into the Neverseen require a hefty amount of risk), she and Sandor have still managed to form a unique friendship. In fact, when Sandor considered resigning after what he viewed as “failing Sophie” during one of the Neverseen’s recent brutal attacks, Sophie begged him to stay and even agreed to adding additional bodyguards to her detail to make Sandor feel more confident about her level of protection. Sandor in turn surprised everyone by opting for a multispeciesial approach, which is how Sophie ended up with an ogre bodyguard (Botros), a gnomish bodyguard (Flori), a dwarven bodyguard (Nubiti), and a trollish bodyguard (Tarina). (Because of certain dramatics in the trollish and dwarven worlds—as well as one of Sophie’s friends needing a bodyguard—her detail is currently reduced to only Sandor and Flori.) It was quite the spectacle when her full group of protectors was gathered, and almost inspiring in a way. Proof that our world could be so much stronger if all the intelligent species truly found a way to work together.


NEXUS AND REGISTRY PENDANT EVENTS:


Sophie was given Fitz Vacker’s old nexus when she was first brought to the Lost Cities, and she kept it as her primary nexus until it was stolen during her kidnapping—which was also when her first registry pendant was removed by the Neverseen (in a somewhat successful attempt to “fake” her death). Upon her escape and recovery, Sophie was given an updated registry pendant with heightened security measures to prevent tampering or removal—though Alden Vacker managed to cut it off before Sophie fled the Lost Cities to join the Black Swan. She was issued a third pendant when the Council lifted her banishment, and that one seems to have lasted (but sometimes the feed appears to get interrupted). Della Vacker also gave Sophie a new nexus after her kidnapping, which Sophie was ordered to wear despite how strong her concentration had gotten, as a precaution after Sophie nearly faded away. Additional leaping problems resulted in Sophie being given a second nexus to wear on her other wrist, but neither turned out to be necessary once her abilities were reset. Alden Vacker removed both before Sophie joined the Black Swan, to prevent anyone from tracking her location.


UNMATCHABLE:


If school gossip is to be believed, then Sophie has “liked” or dated (or may currently be dating) a number of different prodigies—but none of that has been confirmed. What has been confirmed is that Sophie has attempted to register for the match (according to a report from the Matchmaking Office), and the system has denied her request. Without record of her genetic lineage, she cannot be safely matched, as there is far too great of a risk that she could be paired with a biological relative. And a second investigation into her genetic parents’ identities (in addition to one performed when Sophie first arrived in the Lost Cities) has been recently completed by the Council—and turned up nothing. So unless Sophie’s biological parents come forward—or she discovers their identities on her own—her status will remain unmatchable.


THE “FOSTER OBLIVION”:


Admittedly, there is little actual fact to report on this subject—but given how often the term is used (particularly by Keefe Sencen’s ogre bodyguard), it seemed necessary to include a brief mention. Theories suggest that what the phrase means to imply is a certain lack of understanding on Sophie’s part when it comes to the feelings of others—and her own feelings as well. Which does make one wonder why the Black Swan didn’t also make her an Empath. Little is known on that subject either.


FINAL NOTE:


Tampering has occurred in the past—and possibly still occurs—to Sophie’s pendant feed, both for her protection and to hide certain activities she’s participated in. For that, and numerous other reasons, the Council remains divided on whether Sophie is trustworthy.





MEDICAL RECORD FOR


Sophie Elizabeth Foster


INCIDENT: Emergency House Call to Everglen


DETAILS:


Rushed over to check on someone that Alden found hidden in the Forbidden Cities—and I’ll admit: Part of me wondered if this was going to be some sort of prank. But… I just met a girl with brown eyes and elvin DNA.


SYMPTOMS/INJURIES:


Poor kid. I can’t imagine leaving my whole life behind like that! She seemed pretty tough, though. And she was surprisingly healthy, given all the chemicals she’s grown up with—but she needs a major detox.


TREATMENT:


Gave her what I’d brought and made a list of elixirs to get from Slurps and Burps. Also told her to drink two bottles of Youth every day.


NOTES:


I need to check on her in a couple weeks, and she did not look happy about that. I can’t blame her, given what I know about human medicine. But hopefully I can prove it’s different around here.




INCIDENT: First Healing Center Visit


DETAILS:


Sounds like Sophie’s first attempt at alchemy was an adventure. (Really wish I could’ve seen the explosion!)


SYMPTOMS/INJURIES:


A pretty nasty acid burn on her wrist.


TREATMENT:


Tried my favorite balm, and it worked perfectly. Also checked Sophie’s detox progress, and her cells are looking much happier.


NOTES:


Starting to think I’ll be seeing a lot of this kid, which will be tough since Sophie’s still afraid of me. It’s a good thing Keefe was there to distract her this time.




INCIDENT: Second Healing Center Visit


DETAILS:


Things got strange during the Ultimate Splotching Championship, and Sophie (and Fitz) ended up launching backward across the room and slamming into the wall.


SYMPTOMS/INJURIES:


Nothing major—which is surprising, considering Sophie was unconscious when they brought her in. I’m sure she’ll be sore tomorrow.


TREATMENT:


Cool compresses and a painkiller—and taking it easy for the rest of the day.


NOTES:


I don’t think Sophie has any idea how powerful she is. It sounded like she did a brain push today—and if I’m right, I’m betting that’s only the beginning of what she can do.




INCIDENT: Emergency Call to Moonglade


DETAILS:


I’d just settled into bed when Sophie hailed me. Somehow she hurt herself bottling starlight for her Universe assignment. (Always an adventure with this girl!)


SYMPTOMS/INJURIES:


Major burns with blackish, purplish blisters. Looked super painful. Glad she set aside her fears and hailed me.


TREATMENT:


I started with my strongest burn salve mixed with painkiller and a Youth soak. But her skin still looked raw, so I ran home for something a little more extreme. (I figured Sophie wouldn’t want to know that her hands were covered in yeti pee, so I left out that detail—but I did warn her to wash her hands thoroughly.)


NOTES:


    I also wrapped up the starlight to make sure she couldn’t hurt herself again. Weird thing was, it felt cold—not hot. And I’ve never seen light like that before—or heard of [image: Image]


UPDATE:


Sophie stopped by early (I think she didn’t want her friends to see her in the Healing Center again), and her hands looked perfect! But I still gave her one more elixir, just to be safe.


ADDITIONAL NOTES:


In the category of Proof That Things Keep Getting Weirder Around Here, a couple of Councillors showed up and asked me a billion questions—and made me black out the star’s name from this record. Pretty sure I know what that means.…




INCIDENT: Third Healing Center Visit


DETAILS:


Sophie was unconscious and covered in blotches when Fitz brought her to me. Dex said it was an allergy, probably caused by the limbium in the Nogginease he gave her.


SYMPTOMS/INJURIES:


Difficulty breathing. Hives. Swelling. Projectilevomiting.


TREATMENT:


Never treated an allergy before, so I threw together an elixir to address the symptoms I could see. Thankfully, it worked, and I cleaned Sophie up and brought her home to rest. Also gave her a vial of the elixir to wear in case anything like this ever happens again.


NOTES:


Not gonna lie—this was close. Bullhorn screamed his head off when Fitz brought her in, and curled up against her chest the whole time I was making the medicine.







INCIDENT: Emergency House Call to Havenfield


DETAILS:


Sophie snuck away to the Forbidden Cities to bottle a sample of their fires.


SYMPTOMS/INJURIES:


Minor burns (well… minor for Sophie). Her lungs also showed signs of smoke inhalation.


TREATMENT:


Only needed my regular salve this time. Elixirs and Youth took care of her lungs.


NOTES:


Not sure what’s going to happen to Sophie after this, but if there’s a Tribunal, you can bet I’ll be offering to testify. I know what she did was illegal—but it was also incredibly brave. Looks like she was right, too, and the fires were Everblaze.




FILE CLOSED.


PATIENT… DECEASED.


I can’t believe Sophie’s gone. I keep checking my Imparter, hoping someone will tell me it’s all a mistake. But… I saw her waterlogged registry pendant.


And I just got back from her planting.


There’s no elixir or balm to fix this. Nothing I can do—except remember how brave and smart and incredible she was, and make sure everyone else remembers too.


Grow strong, new little Wanderling. You hold some very precious DNA.


FILE REOPENED.


INCIDENT: Emergency Call to Lumenaria


DETAILS:


Got a panicked hail from Fitz that sounded like a cruel joke, but I leaped to Lumenaria with a few supplies—AND THERE WERE SOPHIE AND DEX!!! I will definitely be celebrating later—but first, I have to get them through this.…


SYMPTOMS/INJURIES:


Severe fading—but I’m not losing this girl again!


TREATMENT:


Gave Sophie a sedative so we could leap her safely to Everglen.


NOTES:


Now the real work begins.




INCIDENT: Recovery at Everglen


DETAILS:


Still dealing with Sophie’s fading, plus leftover issues from her kidnapping.


SYMPTOMS/INJURIES:


Too many to list them all (and it makes me sick to think about what those monsters did to her…).


TREATMENT:


I gave Sophie an aggressive combination of elixirs—plus a special limbium-free Fade Fuel. And there were definitely days when I didn’t think she was going to make it, but… SOPHIE PULLED THROUGH!!! She woke up a few hours ago, and I’m not gonna lie—I totally teared up! She’s still weak, but she’s safe—and it’s so good to hear her voice again!


NOTES:


This girl is a fighter—and thank goodness for that. But I’m having some adjustments made to her nexus, since she clearly needs more practice with light leaping!




INCIDENT: Checkup House Call to Havenfield


DETAILS:


Apparently Sophie leaped home from the Forbidden Cities with her consciousness wrapped around an alicorn (of course she did), and Grady wanted to make sure she’s okay.


SYMPTOMS/INJURIES:


Sophie claimed she was fine—and her tests seemed normal. But I get the feeling she’s hiding something from me. She also clearly hasn’t been sleeping.


TREATMENT:


None. I tried to convince her to take a mild sedative before bed or drink some slumberberry tea, but she refused.


NOTES:


I understand her aversion to sedatives after what she went through—but she seriously needs some sleep. Wish I could think of something to suggest…




INCIDENT: Emergency House Call to Everglen


DETAILS:


    Sophie and Alden were sent to [image: Image] by the Council, and things did not go well.


SYMPTOMS/INJURIES:


Sophie faded again during the leap home—while wearing a nexus (!!!). Thankfully, it wasn’t as severe this time—but it still worries me. She also had burns on her hands, and a few bruises and scrapes. And she admitted that she’s been getting headaches (which she should’ve told me about earlier!). But she seemed more worried about Alden.


TREATMENT:


More of my special limbium-free Fade Fuel. I also treated her burns with a bottle of Youth, some balms, and a silk wrap. And I recommended weekly checkups for all of the other symptoms she’s apparently been hiding. We’ll see if she cooperates.


NOTES:


I’m making her wear an extra nexus, since I have no idea what’s going on.


ADDITIONAL NOTES:


Given where Sophie was, I can’t say I’m surprised that the Council made me edit this record. But I’m also going to add that they were irresponsible for sending an innocent kid (who’s been through enough) to a horrible place like that!




INCIDENT: Emergency House Call to Everglen


DETAILS:


Alden’s mind is… I can’t bring myself to write it yet.


SYMPTOMS/INJURIES:


Sophie looked like she was about to have an emotional meltdown.


TREATMENT:


Gave her a mood enhancer—a pretty strong one.


NOTES:


I would’ve given her a sedative for later, but she’s still very against them.




INCIDENT: Fourth Healing Center Visit


DETAILS:


Sophie came here on her lunch break—and it wasn’t even an emergency!


SYMPTOMS/INJURIES:


Sore muscles from alicorn riding, plus exhaustion.


TREATMENT:


Gave her some Achey-Break for the pain, and decided to check her mind for guilt—which knocked her unconscious (should’ve known a Sophie visit wouldn’t be easy). Nothing looked wrong in my tests, so I gave her a broad-range elixir and made her stay with me for the rest of school so I could monitor.


NOTES:


I’m feeling a little bad for hanging her picture and joking about calling this the “Foster Center.” She is holding the record for near-death experiences, but… I think she’s really struggling with what happened to Alden. (And I can’t blame her for that.) I also think she’s more worried about the headaches than she’s admitting. I just don’t understand why my tests don’t show anything wrong.




INCIDENT: Fifth Healing Center Visit


DETAILS:


Sophie’s inflicting session with Councillor Bronte didn’t go as planned (or that’s what Bronte told me to write—I get the feeling this was exactly what he wanted to happen. And he’s lucky I didn’t punch him in the mouth!).


SYMPTOMS/INJURIES:


Sophie claimed she felt fine, since Grady gave her an elixir the Dizznees made for her. (I’ll have to find out what they put in it.) But Master Leto and Sandor wanted me to check her.


TREATMENT:


Made her drink a bottle of Youth and gave her a broad-range elixir. Wish I could do more, but her tests still look normal.


NOTES:


I wanted her to stay and get some rest for her lunch break, but Keefe was there, and we ended up telling him about Alden so… that was rough.




INCIDENT: Emergency House Call to Havenfield


DETAILS:


Turns out alicorns can teleport—and I would laugh about how today’s adventure is something that would only happen to Sophie, but Sophie had to light leap Silveny home, and…


SYMPTOMS/INJURIES:


SHE FADED. AGAIN! WITH TWO NEXUSES—AND REALLY STRONG CONCENTRATION.


TREATMENT:


She took more of my limbium-free Fade Fuel. But I still can’t find anything wrong, so I also gave her a vial to wear (she’s getting quite the necklace collection…) and told her to take a dose every time she leaps, no matter what.


NOTES:


I DON’T UNDERSTAND WHAT’S GOING ON!!







INCIDENT: Sixth Healing Center Visit


DETAILS:


The Hall of Illumination isn’t exactly a dangerous place, but leave it to Sophie to still end up unconscious.


SYMPTOMS/INJURIES:


Couldn’t find anything physically wrong, but since the mirror that knocked Sophie out was the Lodestar, I tried flashing light in her eyes, and… now we know what the problem is. (Sorta…) She said the light felt like it was boring into her brain.


TREATMENT:


All I could do was make Sophie stay and guzzle different elixirs (plus some Youth) and then flash light into her eyes again to see if it worked. Sadly, nothing helped—and the headaches eventually got too intense for her to keep going.


NOTES:


I seriously don’t know what to do—but I will figure this out!




INCIDENT: Emergency House Call to Havenfield


DETAILS:


The Black Swan convinced Sophie that they could “fix” her. So she flew across the ocean with Silveny (and Keefe) to have her abilities reset. And after that nightmare, a bunch of cloaked enemies attacked.


SYMPTOMS/INJURIES:


WHERE DO I EVEN START? THE BLACK SWAN GAVE HER AN ENTIRE OUNCE OF LIMBIUM AND THEN INJECTED HER WITH SOME MYSTERIOUS REMEDY SO SHE WOULDN’T DIE—AND THEN THE SAME CREEPS WHO KIDNAPPED HER NEARLY KILLED HER AGAIN!!!


TREATMENT:


According to this Mr. Forkle person (who I have quite a few things I’d love to say to), I was only allowed to clean Sophie’s wounds for the next twenty-four hours—no giving her elixirs or serums because they could mess with her “reset.” NOT EVEN ANY PAINKILLERS.


UPDATE:


As soon as that twenty-four hours was up, I gave her all the medicine she could safely handle.


NOTES:


There’s a bruise on Sophie’s hand from where the Black Swan injected their “remedy.” Pretty sure it’s going to scar. But… I think the reset did fix the issues she’s been dealing with. It also appears she can teleport. (Don’t know why I’m even surprised.)




INCIDENT: Seventh Healing Center Visit


DETAILS:


Sophie found what she thought was a tracker tangled in Silveny’s tail, and it turned out to be covered in aromark, which then got all over Sophie’s (and Keefe’s) hands.


SYMPTOMS/INJURIES:


I don’t know much about ogre biochemistry, but according to Lady Cadence, aromark = bad and needs to be removed. I also found what looked like a burn on Sophie’s wrist, but she claimed it’s a bruise and looks different because she used a home remedy.


TREATMENT:


Piquatine melts off the top layer of skin—which isn’t as bad as it sounds, since I numbed Sophie first. But it’s a freaky process, even for me. I could’ve sedated her, but I know how she feels about sedatives. My all-purpose salve fixed up the burn-bruise thing.


NOTES:


Made sure to give Sophie a lecture about coming to me with injuries instead of using home remedies.




INCIDENT: Eighth Healing Center Visit


DETAILS:


Sir Harding sent her to see me (though I think Sophie might’ve been faking to ditch PE and only came because Sandor dragged her here—hooray for overprotective goblins!).


SYMPTOMS/INJURIES:


Checked her burn-bruise thing—which looked good. But her cells were exhausted. Apparently she hasn’t slept since Silveny moved to the Sanctuary.


TREATMENT:


None. She’s sticking to her “no sedatives” policy.


NOTES:


Magnate Leto was there and suggested she try reaching Silveny telepathically, even with the distance between them. Sophie looked skeptical—but I’ll bet she pulls it off.







INCIDENT: Emergency House Call to Havenfield


DETAILS:


The Black Swan sent Sophie (and Keefe) on a leaping adventure—using light from the unmapped stars and taking her underground and under the ocean! (Seriously, how did they think that was a good idea?) Oh, and for added fun, the cloaked villains showed up.


SYMPTOMS/INJURIES:


Some of the most traumatized cells I’ve ever seen! But no other injuries.


TREATMENT:


Back to my special Fade Fuel, plus a serum to rebuild her cells.


NOTES:


Also gave Sophie a poultice, since the serum she has to take will make her a little itchy.




INCIDENT: Emergency Checkup in the Principal’s Office


DETAILS:


In what might be the worst decision ever, the Council forced Sophie to wear the ability restrictor that Dex never should have designed.


SYMPTOMS/INJURIES:


Fainting, headache, dehydration, nausea—and don’t even get me started on the emotional toll that comes with having your powers stripped away.


TREATMENT:


Couldn’t do much, but I gave her a bottle of Youth and some elixirs to drink whenever she feels nauseous. She’ll probably need to take regular supplements as well.


NOTES:


WHAT SHE REALLY NEEDS IS SOMEONE TO TAKE THAT MONSTROSITY OFF OF HER HEAD.




INCIDENT: Emergency House Call to Everglen


DETAILS:


The Black Swan tried to ambush the bad guys (who seem to be called “the Neverseen” ), but it turned into a battle—and this was after Sophie survived a huge firefight with Brant (who’s apparently a Pyrokinetic). Basically, I can’t keep up with all the weirdness, and I don’t know how Sophie’s still alive—but boy, am I glad she is.


SYMPTOMS/INJURIES:


Frostbite, altitude sickness, smoke inhalation, and dozens of other issues. Guess it could’ve been worse (like Sandor), but… sigh.


TREATMENT:


So. Many. Things. (Seriously, my elixir and balm supplies are totally depleted.) Also… had to give her a big hug.


NOTES:


Thank goodness she got rid of that horrible ability restrictor. I don’t want to know how—and I have a feeling the Council’s going to freak out. But I’m so happy it’s gone.




INCIDENT: Ninth Healing Center Visit


DETAILS:


Sophie was expelled from Foxfire (don’t even get me started on that), but leave it to her to show up in the Healing Center anyway—with a plague-infested gnome, no less. (And Fitz.)


SYMPTOMS/INJURIES:


I insisted on doing a full checkup, and I could see signs of healed burns and previous light poisoning. But it looks like the “Sophie Survival Kit” and the list of “Crazy Messes That Sophie Will Find a Way to Get Herself Into” are doing their job!


TREATMENT:


A LOT more elixirs.


NOTES:


Kinda killed me to watch Sophie leave, knowing she’s surely going to have more medical emergencies. But at least she knows she can come to me if she needs to.




INCIDENT: Emergency House Call to Sterling Gables


DETAILS:


Timkin Heks hailed me to help Keefe, who was having some sort of emotional meltdown (among other things). And I checked on Sophie while I was there.


SYMPTOMS/INJURIES:


Nothing I could find, except the usual signs that she’s been pushing herself too hard and risking her life.


TREATMENT:


A bunch more elixirs. And another hug!


NOTES:


Sophie asked me to get Keefe an Emotional Support Stuffed Animal. Gotta admire how she’s always taking care of her friends. Wish I could get her to take better care of herself!







INCIDENT: Emergency House Call to Havenfield


DETAILS:


I can’t believe I’m writing this, but… there was a major ogre attack.


SYMPTOMS/INJURIES:


No physical injuries to Sophie. (She said she wasn’t there for the battle.) But she did show borderline signs of shock.


TREATMENT:


Gave her a couple of calming elixirs.


NOTES:


Grady’s bodyguard (Brielle) was killed, and it sounds like it would’ve been a lot worse if Verdi hadn’t broken out of her enclosure and done some ogre-hunting.




INCIDENT: Tenth Healing Center Visit


DETAILS:


Sophie rushed Keefe to see me after he decided to challenge King Dimitar to a sparring match and become a Mercadir—whatever that means.


SYMPTOMS/INJURIES:


Did a quick checkup on Sophie, since she was here. And I couldn’t find anything wrong—but she was a little pale.


TREATMENT:


Made her take one elixir, just in case.


NOTES:


Apparently Keefe has the ogre princess for his bodyguard now? Also: There was some serious tension between Sophie and Keefe. As far as I know, they’re just friends—but it almost seemed like… you know what? I do not want to get involved in teenage drama!




INCIDENT: Eleventh Healing Center Visit


DETAILS:


The Neverseen brutally attacked Sophie (and Fitz). If I ever get my hands on them…


SYMPTOMS/INJURIES:


This is the closest Sophie’s ever come to dying. Bullhorn knew it too. And Sophie wouldn’t respond to anything I gave her—until Tam called the shadows out of her blood. The bulk of the damage is to her right shoulder and right hand, but there’s lots to deal with.


TREATMENT:


I wrapped her arm and hand in a cocoon of bandages to immobilize them. But the healing is going slow, even with marrow regenerator.


NOTES:


She’s not going to be able to move or light leap until her bones heal. So it looks like we’ll be having a Foxfire slumber party. And of course Sophie doesn’t want any sedatives. I also don’t like how certain parts of her look fuzzy when I try to examine them.


UPDATE:


Sophie woke up thrashing, which set back her recovery—and she’s feeling pain in her head and hand that isn’t showing up in my tests. Gave her some of the extreme marrow regenerator (leftover from when Sandor was thrown off Mount Everest) plus pain medicine.


SECOND UPDATE:


I asked Tam to check for shadows, and his Mentor (Lady Zillah) tagged along and gave a long speech about shadowflux and echoes. Tam tried to soothe them, but it only made things worse. And sadly, there’s not much I can do—except give Sophie an elixir to keep her dreams lighter while the echoes fade.


THIRD UPDATE:


It’s been uneventful around here (unless you count Keefe’s skill lessons—and Fitz waking up). I’m also working with Livvy to change the strategy. The new elixirs and balms have some nasty ingredients, but we’re onto something.


FOURTH UPDATE:


Had to change out the bandages and wow, was there a lot of ooze! Also got a better look at Sophie’s hand, and it’s definitely swollen. But the bones have set, and these new balms and compression wraps might mean she can go home by the end of the week!


FIFTH UPDATE:


Ro and Keefe insisted on being at the next bandage change (or “the Great Fitzphie Ooze Fest”), and it was even stinkier than the last one. But Sophie’s hand was back to normal size! Time to focus on the nerve damage and rebuilding strength.


SIXTH UPDATE:


After a special mineral soak and a little more strength training, Sophie regained feeling in her hand and could FINALLY get out of bed! (!!!)


SEVENTH UPDATE:


Fitz went home yesterday, and Sophie’s mood seemed a little low. Thankfully, Keefe was there to distract her.


EIGHTH UPDATE:


Gotta admit, sometimes I thought I’d never get to write these words, but: SOPHIE JUST LEFT THE HEALING CENTER!!! And of course she’s doing an “errand” with Mr. Forkle before going home. Some things never change.




INCIDENT: Follow-Up House Call to Havenfield


DETAILS:


Sophie still has a long recovery ahead.


SYMPTOMS/INJURIES:


Nothing new, at least!


TREATMENT:


Just rest.


NOTES:


The Black Swan’s Technopath made a bracelet to boost the strength in Sophie’s left arm, so I gave her permission to start battle training—but only on that side!




INCIDENT: Twelfth Healing Center Visit


DETAILS:


Sophie’s being good and coming in for her checkups.


SYMPTOMS/INJURIES:


Found some swelling in Sophie’s knuckles, but nothing serious. Lady Zillah also wanted Sophie to trigger her echoes—and it wasn’t horrible. But… it wasn’t great.


TREATMENT:


More medicine. Also hoping Lady Zillah finds a solution to this echo thing.


NOTES:


Kinda looked like Sophie and Fitz were “together.” Huh. My little girl is growing up!


UPDATE:


I wasn’t there when it happened, but I just got word from Flori that she learned a song that finally made Sophie’s echoes fade away.




INCIDENT: Emergency House Call to Havenfield


DETAILS:


Sophie agreed to reset her inflicting—which means taking limbium and hoping Livvy and I can stop her allergy before it kills her. No pressure.


SYMPTOMS/INJURIES:


Sophie went with the stronger, more dangerous dose (Is anyone shocked by this?), so the reaction was severe—and her heart stopped.


TREATMENT:


Chest compressions, plus the allergy remedy Livvy and I designed (and a booster shot Livvy made), followed by a tiny dose of sedative.


NOTES:


This definitely didn’t go as well as I’d hoped.


UPDATE:


Sophie was knocked out for three days. And it’s not safe to give her any elixirs or pain medicine for at least another day. Flori made her a Panakes blossom broth that may help, though.


SECOND UPDATE:


She still needs a little more bed rest. But it was safe to give her some painkillers.


THIRD UPDATE:


Took Sophie five days to get out of bed and six before she made it outside. So this definitely took a toll. But she’s through the worst of it, and it does seem to have worked.




INCIDENT: Thirteenth Healing Center Visit


DETAILS:


Sophie rushed Keefe to me. He’s unconscious, and his cells are going through some sort of “transformation.” So it looks like his mom got what she wanted.


SYMPTOMS/INJURIES:


Checked Sophie, too, and she’s exhausted and emotionally overwhelmed and banged up from the battle. But nothing major.


TREATMENT:


Mostly, she just needed a pep talk—which I’m bad at. But I did my best.


NOTES:


I guess she discovered she can teleport without needing to free-fall now. The girl just keeps getting more and more amazing.
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REGISTRY FILE FOR Fitzroy Avery Vacker
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KNOWN ABILITIES: Telepath


RESIDENCE: Everglen


IMMEDIATE FAMILY: Alden Vacker (father), Della Vacker (mother), Alvar Vacker (brother), Biana Vacker (sister)


MATCH STATUS: Registered with zero lists received


EDUCATION: Current Foxfire prodigy


NEXUS: No longer required


PATHFINDER: Not assigned. Restricted to Leapmasters and home crystals.


SPYBALL APPROVAL: None


MEMBER OF THE NOBILITY: No


TITLE: None


NOBLE ASSIGNMENT: None


SIGNIFICANT CONNECTIONS: Cognate to Sophie Foster; fealty-sworn member of the Black Swan; former Exillium Wayward; part of the Vacker family


ASSIGNED BODYGUARD(S): Grizel (goblin)


PREFERRED NAME:


For reasons not disclosed, Fitzroy is most commonly identified by a nickname. In fact, few of his peers even realize his full name is Fitzroy. So to avoid confusion, the rest of this file shall refer to him by his more recognizable, shortened name: Fitz.


A LEGENDARY LINEAGE:


As made obvious by his last name, Fitz is a Vacker—a member of one of the most prominent families in the Lost Cities. Which means that he—and his siblings—have more relatives holding powerful positions in the nobility than any of their peers do. It would be far too tedious to include a full list of all the prominent Vackers and their accomplishments, but a few of note are as follows: Fallon Vacker, who was one of the three founding members of the Council and served for a thousand years as a Councillor; Orem Vacker, who is an extremely talented Flasher and puts on the impressive light show seen at the Celestial Festival; Luzia Vacker, Orem’s mother, who is also a Flasher and created many of the illusions that keep the Lost Cities hidden; and, of course, Fitz’s father, Alden, who is a renowned Telepath and an Emissary for the Council with the highest level of clearance, and is often given their most important assignments.


THE GOLDEN BOY:


Fitz manifested as a Telepath when he was thirteen, setting the record for “youngest to manifest as a Telepath”—until Sophie Foster revealed that she’d manifested when she was five human years old. Some people occasionally get confused and think that Fitz was actually “the youngest to manifest an ability—period.” But that is simply not accurate. His own sister (Biana) manifested younger than that—as have several others. Nevertheless, Fitz’s youth, and the strength of his telepathy, earned him the title “Alden’s Golden Boy” (which is occasionally used less-than-kindly, particularly by Councillor Bronte). Fitz’s academic record at Foxfire is also considered exemplary (despite his brief attendance at Exillium—and a somewhat suspicious number of absences during his first few years at the academy). And when he was descried by Councillor Terik, the reading was incredibly promising. Fitz excels in all areas of study, often receiving the highest grades out of everyone in his level. And he was the reigning Foxfire splotching champion until Sophie beat him with a brain push during her first time competing—though many consider that match to have been a tie, since both of them were thrown backward against the wall and knocked unconscious.


HIS FATHER’S UNAUTHORIZED QUEST:


Alden Vacker has long had a reputation for occasionally pursuing investigations without the Council’s approval, and the largest proven example is the twelve years he spent secretly searching for the source of a strand of unregistered DNA. The Council had deemed the DNA to be a hoax after it was recovered during a memory break performed on Prentice Endal (a convicted rebel). But Alden was convinced the DNA belonged to a female child created by the Black Swan (an organization no one believed existed at the time) who’d been hidden somewhere among the Forbidden Cities. And in order to avoid the Council’s suspicion or interference, Alden enlisted the help of both of his sons (who were also better able to approach the children that Alden was investigating without frightening them). Alvar—the elder of Alden’s sons—was the first to assist with the project, but he was replaced by Fitz as soon as Fitz was old enough to take over, presumably because Fitz was closer to the girl’s estimated age. Little is known about how Alden chose which “leads” to investigate or where he got his information from, or how many places his sons visited (though rumor has it that Fitz collected small souvenirs from each of the Forbidden locations he was sent to). But eventually all the searching paid off, and Fitz located Sophie Foster and brought her to the Lost Cities—technically twice. The first time was the day he met her—which was not what his father had instructed him to do. He was only supposed to observe and report back. But Sophie’s eye color confused him, so he approached her to investigate further and realized she was definitely the girl he’d been looking for. And when she refused to believe what he was telling her, he brought her to the Lost Cities as proof—then took her back to her human home and made her promise not to tell anyone about anything she’d seen. (He’s very lucky that she kept her word.) The next day, after the Council had been properly updated, Fitz was sent to retrieve Sophie and bring her to the Lost Cities permanently.


A LOYAL FRIEND:


There is some debate on this issue, but many consider Fitz to be Sophie Foster’s “first friend,” since he was the one to discover her and also helped her settle into her new life in the Lost Cities. Despite the difference in their grade levels, Fitz also did his best to look out for Sophie when she first started attending Foxfire, and their relationship has only grown stronger since. Some have tried to claim that Fitz’s friendship was initially only motivated by his father’s encouragement. But the connection between Sophie and Fitz has stood the tests of both time and trial. Fitz even chose to follow Sophie to the Black Swan when she had to flee the Lost Cities after “losing” her ability restrictor, and Fitz has fought by her side in numerous confrontations with the Neverseen.


HERO MOMENT:


As previously mentioned, everyone believed that Sophie Foster and Dex Dizznee were drowned by a tidal wave after their registry pendants were found at the bottom of the ocean. And Fitz was no exception. He attended both of their plantings and was seen grieving intensely at each. But Fitz was also the first to suspect that Sophie and Dex were still alive. He’d initially thought he was imagining Sophie’s transmissions for help, but as they grew stronger and more desperate, he decided to confide in both his sister (Biana Vacker) and his best friend (Keefe Sencen), who encouraged him to check the place where Sophie’s “voice” was telling him to go. The three of them leaped to the Four Seasons Tree in Lumenaria and found Dex stunned by multiple melder blasts and Sophie fading away from an unprotected leap—but Fitz was able to keep Sophie conscious by communicating with her telepathically while Biana and Keefe brought Elwin back to help. Sophie and Dex needed time to recover, and it’s likely that neither of them would be alive today if Fitz hadn’t acted when he did.


SHADOWED DAYS:


Sophie Foster’s kidnapping was a world-changing event for the Lost Cities in so many ways. But for Alden Vacker, her rescue proved that he (and the Council) had been wrong about the Black Swan. The organization was technically composed of rebels—but they were not behaving as enemies, like Alden had initially suspected. Which meant that Prentice Endal’s arrest, memory break, and subsequent exiling had technically been unjust—particularly since Prentice had simply been trying to protect Sophie. And while the Council maintained (and still maintains) that they based their decision on the information they had been given at the time and therefore are not to be blamed, as the source of that information, the realization proved to be too much for Alden. He tried to fight his emotions—even pulled himself back from a smaller breakdown during a Council-assigned mission to [LOCATION REDACTED FOR SECURITY] with Sophie. But after watching Prentice’s son (Wylie Endal) performing during the Foxfire Opening Ceremonies, the guilt shattered Alden’s mind, leaving him in an unstable, unconscious state that is almost worse than death. His wife (Della Vacker) tried her best to hold her family together. But all three children (Fitz, Alvar, and Biana) were devastated over essentially losing their father. And many reports indicate that Fitz’s grief manifested primarily as anger, and that most of that anger was directed at Sophie, whom he blamed for what happened to his father, since she’d known about Alden’s smaller breakdown and hadn’t warned anyone. (It should be noted that Elwin Heslege, who’d been assisting the family as a physician, reported seeing some improvement in Fitz’s temperament with the use of what he calls an “Emotional Support Stuffed Animal.” Elwin gifted Fitz with a sparkly stuffed red dragon, which he instructed Fitz to call Mr. Snuggles, and recommended that Fitz try hugging Mr. Snuggles whenever he was upset, or if he couldn’t sleep. Numerous reports indicate that Fitz still has Mr. Snuggles in his possession and finds a great deal of solace and comfort from his stuffed dragon.) Even though Alden was technically still alive, a planting was held for him in an attempt to provide his family (and our world as a whole) with some sort of closure for his loss. His Wanderling continues to grow—but it has thankfully turned out to be yet another unnecessary tree casting shade in the Wanderling Woods (along with the Wanderlings for Sophie Foster and Dex Dizznee). Sophie discovered that her unique telepathy allowed her to heal broken minds, and she brought Alden back to consciousness. Since his “reawakening,” it’s been as though Alden were never gone, which was naturally a huge cause for celebration, both for his family and for everyone in the Lost Cities. And reports suggest that Fitz apologized to Sophie before she healed his father, because he wanted her to know that he valued her friendship even if she couldn’t save the day.


COGNATES—AND POSSIBLY MORE:


Fitz was already an exceptional Telepath, but his ability improved exponentially once he was granted the rare opportunity of sharing a telepathy session with Sophie Foster and her Mentor (Sir Tiergan). The closer Fitz worked with Sophie, the more Tiergan began to suspect that a significant connection existed between his two prodigies, particularly since Fitz is one of the only Telepaths who can breach Sophie’s mental blocking. It seems the reason that Fitz can do so is because Sophie subconsciously chooses to let him into her mind, which then allows Fitz to transmit his thoughts, search her memories, and hear what Sophie’s thinking. He’s also able to send Sophie bursts of mental energy when her own strength is weakening. And together, Sophie and Fitz have been able to accomplish impressive feats, like performing a mental healing on the shattered, ancient mind of an exiled member of the Neverseen (former Councillor Fintan Pyren)—though that healing did lead to an unanticipated inferno of Everblaze, which destroyed nearly half of Eternalia and caused the death of Councillor Kenric. They’ve also been able to successfully navigate the complex mental landscapes of other intelligent species, as when they searched King Dimitar’s thoughts during a mission to Ravagog, and read the minds of two gnomes. Additionally, with Sophie’s help, Fitz has been able to communicate with the alicorns, even over great distances. All of which is why Sophie and Fitz officially began training as Cognates during their time living with the Black Swan. Once their banishment ended, they continued the lessons with Sir Tiergan at Foxfire (though Tiergan had technically been working with them the whole time, since recent reports indicate that Tiergan is a member of the Black Swan’s Collective, who goes by the name Granite). Fitz even gifted Sophie with Cognate rings as a Level Three midterms gift. And now that Sophie has manifested as an Enhancer, the two of them are able to accomplish truly incredible tasks, like recovering fragments of memories that had been shattered and buried in the darkest depths of Keefe’s consciousness. Trust has occasionally been noted as a barrier for their Cognate connection (particularly for Sophie), but they’ve managed to find a way of working through it—though it will be interesting to see if the Cognate relationship can survive the matchmaking process. Rumors often circulate about Fitz and Sophie, and the terms “Fitzphie” and “Sophitz” seem to suggest some sort of romantic pairing. One of the matchmakers assigned to Fitz even wondered if certain answers in Fitz’s match packet might’ve been an attempt to steer his match lists a particular way (though the process is of course designed to ensure a bias like that won’t interfere with the matchmakers’ recommendations).


A BANISHED VACKER—AND THE FIRST WAYWARD:


As mentioned earlier, Fitz chose to go with Sophie when she fled the Lost Cities to join the Black Swan. And his involvement in an attempted prison break in Exile led to him (and the rest of his friends, as well as his sister) being officially banished, expelled from Foxfire, and assigned to Exillium—which was definitely a first for his prestigious family (and quite the scandal, until he and his sister were allowed to return home and resume their studies at Foxfire, thanks to the role they played in stopping the gnomish plague).


FURTHER VACKER SCANDALS:


There have been murmurings of a “Vacker legacy” for some time—though the term has been used in both positive and negative ways. As such, it’s unclear exactly what the label is meant to imply—but it should be noted that the legendary family is not without its share of controversy. Rumors have circulated for centuries about Fallon Vacker—though it’s difficult to locate any specific accusations. And Luzia Vacker worked closely with Vespera before Vespera’s scandalous arrest. Luzia also had a secret alliance with the empress of the trolls, which recently caused a deadly scandal. Evidently Luzia allowed the trolls to hide hives at both of her residences (Everglen and Dawnheath), and the trolls used at least one of those hives to breed an experimental army. Luzia claimed to have no knowledge of the trolls’ experiments, but her son seemed to suspect otherwise. Orem even helped the Neverseen expose his mother’s activities by providing the DNA they needed to open the hive at Everglen—which unfortunately unleashed a band of mutant newborn trolls, who then went tearing through the property on a deadly rampage. The Council has yet to punish Luzia for those crimes, because her sentence is still being determined—and investigations into Orem (and other Vackers potentially involved as well) remain ongoing. And then, of course, there’s Alvar Vacker—but he needs his own section.


A TRAITOR IN THE FAMILY:


After the Neverseen’s defeat in Ravagog, Fitz’s older brother, Alvar, boldly declared himself to be a member of the Neverseen. He was also directly involved in the destruction of Lumenaria and the abduction (and torture) of Wylie Endal. He’s additionally suspected to have been involved in Sophie Foster and Dex Dizznee’s kidnapping, as well as the Everblaze infernos that tore through the Forbidden Cities and Eternalia—and he likely fought with the Neverseen in their skirmish with the Black Swan on Mount Everest and helped with the Neverseen’s attempts to capture the alicorns. But all of those accusations unfortunately remain speculation because of severe damage that occurred to Alvar’s memories. He was found in a cell in the Neverseen’s “Nightfall” hideout, seriously wounded and heavily drugged with soporidine (a dangerous sedative the Neverseen developed), as though he’d been betrayed by the order and left for dead. Alvar remained unconscious for weeks, and when an antidote to the soporidine was finally acquired, his mind was completely erased. Despite the amnesia, Alvar was brought to Tribunal for his crimes. But the Council found themselves uncertain of how to punish someone who no longer remembered what he’d done and seemed genuinely remorseful. So, in an effort to be fair (and despite very vocal protests from numerous members of the Vacker family—including Fitz and Biana), the Council sentenced Alvar to six months of house arrest at Everglen. Alvar was moved to a heavily guarded new apartment that Alden Vacker had built for his son, and was required to wear a gadget called the Warden (designed by Dex Dizznee) to keep track of his every move and render him immediately unconscious if he should do anything suspicious. The Council used the time to study Alvar’s behavior and assess whether he’d truly changed—and all tests seemed to indicate that Alvar had legitimately become a different person. Unfortunately, though, Alvar’s amnesia turned out to be part of the Neverseen’s plan, and his memories were triggered during the most recent Celestial Festival. He did appear to hesitate once he remembered the role he was expected to play. But in the end, Alvar chose to open the gates of Everglen for the Neverseen and helped them unleash the newborn trolls from the illegal hive hidden on the property. The Neverseen then lost control of the situation, and one of their members—a Shade who called herself Umber—was crushed to death before the rest of the Neverseen fled to safety. Alvar tried to escape as well, but a series of events (which still remain murky) left him trapped inside one of the troll’s birthing pods. Everyone assumed he drowned when liquid filled the pod soon after. But it appears that Alvar’s mastery of basic skills allowed him to escape once again. He’s only been seen once since and apparently was in very poor health. But there’s no telling whether he’ll cause any final havoc before he dies—a fact which seems to infuriate Fitz more than anyone. He’s made it clear that he’s determined to ensure Alvar can never hurt anyone ever again, even if it requires deadly force. In fact, during the confrontation on the night of the Celestial Festival, Fitz came shockingly close to ending his brother’s life. The moment was broadcast by the Neverseen for everyone to witness, and many have mixed feelings about Fitz’s behavior. Fitz’s friends talked him out of causing any harm, and it’s unclear whether he regrets the decision. The Council may or may not regret it as well.


GOBLIN PROTECTION OF HIS OWN:


Given how many enemies Fitz is fighting, it’s not surprising that the Black Swan decided to arrange a goblin bodyguard for him. He’s now under the protection of Grizel, who volunteered for the position. She’s proven herself to be a fierce and fearsome warrior, but also appears to be quite high-spirited, often turning things into games or bets with interesting consequences. Additionally, there seems to be some sort of connection between Grizel and Sandor (Sophie’s bodyguard). Neither goblin has been willing to update the Council—or their queen—on their relationship status. But all evidence suggests they’re currently a couple.


BRAVE RECOVERIES:


Fitz has suffered numerous minor injuries over the years, as well as two major brushes with death. The first took place while he was living with the Black Swan, after he and his friends were caught breaking into Exile. During the confrontation with the Council, Councillor Clarette used her ability to call forth several arthropleura in an attempt at intimidation. And when the situation escalated, Fitz ended up impaled through the chest and shoulder by one of the creature’s antennae. Sophie Foster then negotiated a deal for his freedom, and Dex Dizznee rushed Fitz to the Black Swan’s physician, who was able to heal the wound and draw out the venom. (It should be noted that Councillor Clarette was found blameless for her role in what happened, as it was simply an unfortunate accident—and the arthropleura involved was not harmed.) Fitz’s second and perhaps more frightening injury occurred during an ambush with the Neverseen. He was with his bodyguard (Grizel) as well as Sophie Foster and her bodyguard (Sandor) when several members of the Neverseen appeared out of nowhere and attacked. Reports on the incident indicate that Fitz was tortured by the Neverseen’s Shade (who called herself Umber) in an attempt to make Sophie cooperate. And since Umber used shadowflux for her attacks, Fitz’s injuries were complex and long-lasting. He and Sophie (who’d sustained similarly frightening injuries) spent several weeks in the Healing Center, and both of them needed additional weeks of therapy after they returned home. (Grizel and Sandor were also injured during this incident, as was Dex Dizznee; his bodyguard, Lovise; and Wylie Endal, who’d arrived after Sophie sent out a call for help.) Fitz occasionally walks with a slight limp as a result of the attack, but otherwise seems to have fully recovered.


EXCLUDED FROM THE TEAM:


In a move that many have found surprising, the Council opted against inviting Fitz to be part of Team Valiant—though they have assured Sophie that he can be added if she ends up needing his telepathic assistance. The Council’s reasoning was that Sophie had grown too reliant on her Cognate and might discover new strengths if forced to work more closely with some of her other friends—particularly the friends with whom she seemed to team up the least often. It’s too early to tell if the Council made the right call in this regard, but either way, Fitz was understandably disappointed to be passed over for the assignment.


A HIGHLY ELIGIBLE MATCH:


Despite all of the above drama, Fitz remains one of the most eligible candidates for the match, and will likely cause quite the stir once his name begins appearing on match lists. Most assume he’ll be invited to a record number of Winnowing Galas. And given his family’s slight fall from favor, it would be excellent timing for him to choose a smart match—and very unwise for him to consider anyone not specifically matched to him.


FINAL NOTE:


This was touched on above—and should be taken somewhat lightly, since it’s only connected to extreme circumstances—but Fitz’s default reaction to emotionally intense, high-pressure situations tends to be anger (and occasionally even violence). He has been known to verbally lash out at friends and family, often unfairly blaming them for the causes of his frustrations. And his physical altercations with his brother, while justified, have grown increasingly brutal. All of which may make him a liability in the future, if the situation with the Neverseen continues to escalate.
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REGISTRY FILE FOR Biana Amberly Vacker
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KNOWN ABILITIES: Vanisher


RESIDENCE: Everglen


IMMEDIATE FAMILY: Father (Alden Vacker), mother (Della Vacker), brother (Alvar Vacker), brother (Fitz Vacker)


MATCH STATUS: Unregistered


EDUCATION: Current Foxfire prodigy


NEXUS: No longer required


PATHFINDER: Not assigned. Restricted to Leapmasters and home crystals.


SPYBALL APPROVAL: None


MEMBER OF THE NOBILITY: Yes


TITLE: Lady


NOBLE ASSIGNMENT: Regent; member of Team Valiant


SIGNIFICANT CONNECTIONS: Fealty-sworn member of the Black Swan; former Wayward at Exillium


ASSIGNED BODYGUARD(S): Woltzer (goblin)


THIRD CHILD:


Many may consider the following to be a touch scandalous, since it’s something that so rarely gets mentioned—but if this file were for someone in any other family, it would be a defining entry. Since Biana is a Vacker, there are hardly ever whispers of it—and yet, it should be noted that Biana Vacker is child number three for her parents, Alden and Della Vacker (though the inclusion of this note is in no way meant to cast any judgment). Since many in the Lost Cities fear that second children (and beyond) have weaker abilities and DNA, it’s generally rare for a family to have more than one child—and extremely rare to have more than two. Little is known about why Alden and Della chose to have a third child (again, since the subject is so rarely discussed). But one might speculate that they were hoping for a daughter. Whatever their reasoning, they definitely skirted convention and are quite fortunate that their family name protects them—and Biana—from facing the scorn they surely would have endured otherwise.


EXCEEDING EXPECTATIONS:


Given Biana’s last name, the constant praise that was always showered on both of her brothers (though most of the praise was for Fitz), and the fact that she’s a third child—it’s safe to say that she’s had a lot to live up to. And like a true Vacker, her beauty, accent, and school performance have all been exceptional. But the real test came down to Biana’s manifesting. For years, gossip circles speculated about what ability the youngest Vacker might inherit from her legendary genetics, and whether it could possibly match that of her siblings. Biana did an excellent job of pretending not to notice the pressure she was facing (though she surely must have). And in the end, she outshone what everyone expected, manifesting as a Vanisher at an even younger age than Fitz manifested as a Telepath. And even with limited training, she’s proven herself to be incredibly adept at her ability, managing to vanish completely within hours of manifesting and holding her vanish for longer and longer periods of time. Records also suggest that when Biana teams up with Sophie Foster and allows Sophie to enhance her, she’s able to not only make herself invisible—but make others invisible as well. And while some may whisper about the irony of one of the most “watched” prodigies in the Lost Cities being able to literally disappear, others suspect that Biana may relish the anonymity her ability allows. There have also been numerous reports of Biana using her ability to eavesdrop on important conversations or sneak into places she otherwise wouldn’t be able to access, which has made her a valuable asset to the Black Swan and her friends.


ALL IN THE FAMILY:


A primary goal of the matchmaking system is for each new generation to have increasingly powerful abilities. And while that isn’t always the case (much to the matchmakers’—and the Council’s—consternation), Biana’s family is a prime example of success. Like Biana, her mother (Della) is an incredibly powerful Vanisher (as is her brother Alvar, and it should also be noted that Fitz is a powerful Telepath, much like his father). But Biana seems to have also inherited her mother’s unique blend of grace, gumption, and ferocity. Reports indicate that Della’s received defensive battle training, and has combined the moves she’s learned with her vanishing to make her a true force to be reckoned with. And it appears she’s taught Biana (and Biana’s friends) how to protect themselves as well, which has allowed Biana to hold her own against some truly formidable enemies.


STRUGGLING SOCIALITE:


While most Vackers tend to be effortlessly popular by reputation alone, Biana has not had the number of friends and acquaintances that one might expect. In fact, it would appear that she has developed some trepidation as to whether potential new friends are looking simply for access to her prominent family, or to find a way to connect with her brothers (particularly with Fitz, who has many admirers at Foxfire). This very concern offered an initial challenge to the development of Biana’s friendship with Sophie Foster when Sophie first moved to the Lost Cities. In fact, numerous reports paint Sophie and Biana’s initial relationship as adversarial—and when they first began spending more time together, it was apparently at Biana’s father’s (Alden’s) urging, which caused a fallout between them when Sophie discovered the truth. Ultimately, though, Biana and Sophie have grown to genuinely respect and admire each other, and are now well and truly friends. Biana has also made amends with others she’s neglected or lost touch with over time, including Maruca Chebota and Marella Redek.


A NATURAL TRENDSETTER:


It of course helps that Biana’s family name, teal eyes, and incredible beauty make her a magnet for attention. But anyone who understands “style” knows that none of those things can give someone that additional head-turning factor that makes people stop and pay attention. And for Biana Vacker, all of that comes together perfectly, making her someone others often strive to emulate—whether it be through their clothes, hairstyle, makeup, or shoes. (One notable exception is Sophie Foster, whose distaste for attention often results in her resisting Biana’s makeover suggestions.) And while some may consider such things to be trivial or frivolous, there’s something to be said for Biana’s ability to fearlessly face down giant mutant beasts or angry ogre kings, or any of the other terrifying situations she’s found herself in, and then swipe on some of her favorite lip gloss and put on her frilliest, fanciest gown like nothing happened. In a way, it’s kind of inspiring—and an excellent reminder that when it comes to emulating Biana’s style, the most important element is staying true to who you are.


AN ILLUSION OF SAFETY:


Up until recently, the Lost Cities were always seen as a place of comfort and peace—a world that didn’t need armies or police like so many of the other intelligent species rely on. And yet, Biana’s father (Alden Vacker) added a massive glowing fence around the entire perimeter of his property (Everglen), with bars designed to absorb light and prevent anyone from being able to light leap in. Which surely must have made for an interesting upbringing. On the one hand, his children were constantly being assured that everything was fine and there was no reason to worry. And yet, every time they stepped outside their house, they saw that they were living inside a gated fortress. Does that mean Biana and her brothers suspected some of the dangers that have now been proven to exist in our world? Could that possibly even explain why Biana and Fitz connected so easily to Sophie Foster and involved themselves in the conspiracies and chaos surrounding her? Or did they simply think their father preferred to control his visitors? It’s impossible to tell. But the gates have since been removed because of the illegal troll hive found on the property. And given the new instability of our world, it’s highly likely that the Vacker family misses them.


THE BANE OF HER BODYGUARD’S EXISTENCE:


Like her friends, Biana was assigned a bodyguard when the Black Swan increased their security. But while most of the other bodyguard-protectee relationships have grown into unique friendships, it’s doubtful that Biana’s goblin bodyguard (Woltzer) feels any affection for her, the reason being that Biana has a bad habit of using her ability as a Vanisher to ditch poor Woltzer whenever she wants to do something he wouldn’t approve of—which also gets him in trouble with his supervisor (Sandor). To be fair, this has also meant that Woltzer has suffered far fewer injuries than the goblins guarding Biana’s friends—but that’s likely not why Biana sneaks away, so she probably doesn’t deserve credit for it.
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