Sorcery
What is Sorcery?

Sorcery isthe ability to harness and use magic. A sorcerer (ageneric term for anyone who can use sorcery) is a person who can
shapesand wields magic. A character who hasdeveloped sorcery is capable of tapping into energies from beyond the physical
world, and can shape and control them, using them to perform incredible feats.

The study of magic has been going on since the daw n of time, but nobody has ever learned every secret associated with sorcery.
For every new discovery made, new questions are rased, and theprocessis constantly evolving. Assuch, magicisrarely safe.

Sorcery: 5DP  (Character is from appropriate Nation)
10 DP (Character isfrom appropriate Race)
15 DP (Character isfrom neither appropriate Race or appropriate Nation)

Form Race and Nation Mastery Requirements

Aria Divine Socia Artistry Awareness Language
Artificing Tarantis Mental Artistry Inventor Occultism
AzurePath Drachenkeep Mental Academia Awareness Occultism
Bardic Path Aregon Social Academia Artistry Socialize
Glamour Feerie Anatha Socia Artistry Awareness Persuasion
Infernalism Infernal Southern Wilds Socia Language Occultism Persuasion
Necromancy Aranous Spiritual Awareness Chirurgeon Occultism
Path of Shadow R'Ta Spiritual Awareness Meditation Occultism
Path of Suleiman Ananse Socia Academia Language Socidize
Peth of the Wild wild Northern Wilds ~ Spiritual Animal Empathy Athletics Survival
Shamanism Springdale Spiritual Awareness Herbalist Meditation
Witchcraft Shire Lands Mental Herbalist Occultism Survival

Aspects
Once acharacter has purchased oneor moreformsof Sorcery, they gain access to Aspects. An Aspectisaform of Ability unique
to Sorcerers, indicating their strength in thedifferent aspects of magic. The different Aspects are:

Area The area of effect for aspell.

Effect The actual spell effect itself.

Range The range in which you can cast a spell.
Target The number of targetsthe spell can have.
Time The duration of a spell.

The player can choose oneAspect to begin at 3, two Aspectsto begin at 2, and two Aspectsto begin at 1. These can be raised,
however, at a cost of 3 DP to raise an Aspect by one, toamaximum of 5. It then costs 4 DP to raise an Aspect, up to a maximum
of 9. It then costs5 DP to raisean Aspect up to 10. Aspects can notbe purchased beyond 10. Some Forms of magic can dlow
a character to temporarily cast spells of ahigher Aspect.

Forms
The type of Sorcery a character uses is called a Form. There are a number of Forms available in Kith Kanaan, due to the
influencesof many different nations and the presence of outsidefactors upon the region. A character can take multiple Forms.



Forms
Aria

The Ariais potentially limitless, restricted only by the caster’s imagination and willingness to risk themselves The character
can surpass the limits of both their Mastery and Aspects when using the Aria. For every +1 to Difficulty the character accepts
when using the Aria, the character can increaseeither their Mastery or asingle Aspect by one. Additionally, a person who uses
the Aria can atempt to shape the harmony into something similar to other forms of magic. By increasingthe Essence Cost of
the spell by 10, the caster can imitate the Special Rules for any other Form of Magic. This can be done multiple times to
specifically imitate multiple Forms. Imitating a Form of magic also places any limitations on the spell which are inherit to the
Form being imitated.

Because the Ariais so primal in nature, it can ignore the limitations of more formalized magic. Spells cast using the Aria are
unresisted. The caster need only contend with the Difficulty of thespell, and can ignore the Trats of a target, whether or not
the spell isdirect or indirect. Additionally, the caster may only use Artistry for casting spellsthroughthe Aria. TheArtistry Skill
can either be used with singing, or by the use of an instrument.

The Ariaisdifficult to control — any error on the part of the caster, any interruption, anything short of perfection will have
unforseen results. If the caser gains less successes than the M astery requirement of the spell, or the spell isinterrupted in the
casting, the Aria goes out of control. If the caster gains even one success, the Spell is still cast, but not fully under the control
of the caster. Thelevel of each Aspect isincreased by +2 (to a maximum of 15), and the cager suffers 5 Health times the new
Mastery requirement of the spell, plusan additional 5 Health for every success they were shy of the original Mastery. If thiskills
the caster, then they are simply erased from existence, most likely never to be seen again. Additionally, a Wizard looks at the
original intent of the spell, and the new Aspects for it, then unleashes the spell as a twisted interpretation of the effect.

Artificing

To create an Alchemical Spell, cdled aFormula, the alchemist must have the proper materials. Thisis represented by a Cost,
which must be paid. The Resource Cost for a Formulaisequal to its Difficulty. Before the character begins casting, they must
make a Resour ce Roll, using Mental + Occultism + Resources. |If the character can notafford the Cost, or does not wish to pay
the cost, the process ends. The character can make another Resource Roll in an hour.

A Formulaisatriggered effect. The shelf life of acompleted Formulaindicates how long it can potent before the properties of
the Formulagoesinert. Artificers know how to make Formulaswhich canremain usable forlong periods of time, however, and
by increasing the Essence Cost of the Formula, its shelf life can be increased. By increasing the Essence Cost of the Formula
by 10, the artificer can increasethetriggered T ime Aspect by the caster’ sInventor Skill. Thecharacter isallowedto bypasstheir
Mastery Level for this purpose. The Modifier for a Trigger isO.

To create an Artifact, the artificer must have the proper materials. This is represented by a Cost, which must be paid. The
Resource Cost for crafting an Artifact isequal to its Difficulty. Beforethe character begins artificing, they must make aResource
Roll, using Mental + Occultism + Resources. |f the character can not afford the Cost, or does not wish to pay the cost, the
process ends. The character can make another Resource Roll in one day.

An artificer isknown for being able to make permanent Artifacts. By expending a number of points of Experience equal to the
Difficulty of the Artifact, the artificer can make the Artifact permanent (in that the enchantment and properties which make the
Artifact magical do not fade). The Experience Point cost of the Artifact can be reduced by one for each additional point added
to the Resource Cost of the Artifact.



The Azure Path

Azure magic is effective for casting powerful Spells. When performing an AzureRitual, the caster cansacrifice expediency for
power. By increasing the Casting Time up one category (seconds to minutes, minutes to hours, hoursto days), the sorcerer can
roll Physical + O ccultism against the Spell’s M astery. For each success, the character gains the following benefits: The Mastery
and Difficulty of the Spell is reduced by one and the Essence Cost of the Spell is reduced by two. The maximum Mastery and
Difficulty reduction isequal to the number of people taking part in the Ritual. Thiswill allow a sorcerer to cast Spells with
higher Aspects than the caster is normally allowed. Azure magic is incredibly potent, and rightly feared for itspower. By
expending 20 Health, the sorcerer can invoke powerful N ames and incantations. T his activity isin no way subtle, but doubles
the final results ina Spell's numericd benefits from Area, Range, Time, and Effect.

Azure magic also uses something called an Azure Circle. These circles are formed by expending Health and making a Spiritual
+ Occultism roll. For every success, the Circle gains one level of potency, as it manifests before the caster. The Circle has a
durationdetermined by using the Time Aspect. For every 5 Health the caster places into the Circle, the Circle gans one level
of Time. (15 Health for one minute 25 Health for one hour, 35 Health for one day, and 75 Health for apermanent Circle) An
Azure Circle grants a number of bonus diceon all spells cast on atarget that is within the Circle equal to the potency of the
Circle.

The Path of Bards and Druids

The magic of the Bards and Druids is one of harmony with the natural world, and an understanding of the patterns which appear
in nature. A follower of the Bardic Path can read the omens provided by nature, and understands how to act in accord ance with
the order of things. By spending 10 Essence asan additional cost of a Spell, the caster can be assumed to have read the proper
omens, and had a Spell prepared already. This reduces the Casting Time of the spell by one category: (Hours to Minutes,
Minutes to Seconds, Seconds to Instant). If the Casting Time for the Spell was already Instant, it takes no Action to cast the
Spell, though the caster can still only cast one Instant Spell as part of an Action.

Because of their connection to nature, these gell-casters are capable of tapping into the aura of the world to harness greater
power. By spending 25 Health, the character cantap into a location for the Scene. During this time, the Difficulty, Casting
Time, and Essence Cost of any Spells castwithin that areaisreduced by the character’s Meditation Skill. Music and Story also
play an important part in performing this form of magic. By spending an additional 10 Essence over the cost of the Spell, the
caster can cast anon-damaging Spell on atarget, using the target’s Resolve T rait to resist, rather than the target' s Resistance
Trait.

Glamour

Glamour magic isknown for transforming entire regions, coating them in illusions so realistic that you would migake it for
reality. When creating anillusion (a spell which alters or confuses atarget’ s senses but has no physical components), the caster
can choose to double the final Area of the Spell without cost.

Glamour involves usingillusions, and while theline between phantasm and reality is often blurred by glamour magic, it is belief
which makes it truly real. Glamour is always resisted using the Resolve Trait, rather than Resistance. When attempting to
perform a Spell which has tangible, physical components, the Resolve of the target is considered doubled for attempts to resist
the Spell. Fortunately, Glamour isinsidious. By increasing the Essence Cost of the Spell by 10, the caster can reducethetarget’s
final Resolve by their Skill in Persuasion for purposes of resisting the Spell’s effects.

| nfernalism

Infernalism often requires sacrifice to powerful infernal creaures. Characterswilling to risk contacting the infernal planes can
channel incredible power for casting their spells. By woundingthemselves or others, and invoking the name of infernal lords,
the character can gain temporary favour with thoseinfernal lords. Thetargets being wounded must eitherberestrained (Defence
of 0), or willing. Thisis called adiabolic rite.

The caster can use adiabolic rite when using any Form of magic that they know, and may even use the riteto attempt spells
beyond their level of M astery or Aspect. Before beginning to cast the Spell, the caster rolls Spiritual + Occultism against the
Difficulty of the Spell. For every success, the Mastery and Difficulty of the Spdl isreduced by one, and the Casting Time of
the Spell isreduced by two. If the caster findstheMastery of the Spellisstill beyond the character’s capabilities or the character
simply fails theroll, the Spell fails immediately.



Infernalism often carries aterrible price. A character who demands too much from their infernal masters, or who proves to be
inadequatein any way, often find themsel ves desroyed by the pow ersthey attempt to harness. When an Infernalig does not meet
the strict demands of their dark lords, the demons exact aprice. A priceis called if one of three conditions are met: 1) If the
caster failsin adiabolicrite, 2) if the cager does not get at |east a number of successeson an Infernal Spell equal to the Mastery
of the Spell itself, or 3) the caster is interrupted and fails to complete an Infernal Spell. For every success that the caster was
short on the roll they were expected to make, the Infernalist suffers aloss of 10 Health. These wounds often appear as burns
or black infernal runes onthe caster’s skin. If the Infernalist is reduced to 0 Health, they are ‘rewarded’ by being immediately
dragged into the Infernal realms and removed from play.

Necromancy

Necromancy oftenrequires the sacrifice of health to create more powerful effects. By sacrificing blood or life force to fuel the
spell, the caster can channel more power ful effectsinto their spells. The person giving up their health or life force canbe either
the caster, or anyone that the caster can wound, willing or unwilling. The character may inflict a number of Wounds on
themselvesor atarget equal to the Mastery of the Spell. Thisgrantsthe necromancer anum ber of additional diceto cast the spell
equal to the caster’s Occultism Skill, and reduces the Essence Cost of the Spell by the same amount. Necromancy is most
effective when dealing with creatures, either living, or dead. When casting a Spell on a creature (animal or person), the
necromancer can spend 10 E ssence to red uce the Casting Time and Difficulty of the Spell by the caster’s Chirurgeon Skill.

The energy used for necromancy comes from the landsof the dead aswell astheliving. This necroticessence ects like a poison
to living things, and careless use of necromancy can do serious harm to the caster and the targets of the Spell. If the caster gets
less successes than the Mastery of the Spell, the character losses 10 additional points of Essence for every success they were
short. If thisreducesthe caster’ s Essnce below 0, the caster suffers fromthe Touch of Death. The caster |oses onepoint from
an Attribute for every 5 full points of Essence below 0 the character’ s Essencetrait should have gone below. The player decides
which Attributes are lost in this fashion. This loss is permanent, and can only be recovered through the expenditure of
Experience Points.

The Path of Shadow

Those who use Shadow Magic tap into aregion outside of creation. The realm of Shadow isoften described as empty and hungry
by thosewho are alert. The Shadow M age knows how to draw on this hunger, and use it to siphon essence fromthe world around
them, capturing it beforeit islost. When someone within 50 yards of the Shadow Mage spends Essence, the caster may choose
to siphon more Essence from thetarget. Attempting to siphon Essencerequiresa Spiritual + M editation roll against the target’s
Resistance Trait. For every success made by the Shadow M age, the target must spend an additional point of Essence, whichis
gained by the Shadow Mage. If the target does not have enough Essence then the benefit of the Essence expenditure is lost.
The Shadow Mage can not regain more Essence than what they can normally hold. T he effect is obvious, causing a chilling
sensation to the target.

Shadow Magic is a dark reflection which can be used to mirror other formsof magic. By expending 10 Health when casting a
Spell, the Shadow Mage can use the Special Rules for oneother Form of magic in addition to the rules for Shadow Magic. All
the rules of the imitated form must be abided by, but the Difficulty of the Spell being cad is increased by five. Shadow Magic
isnot magic of ‘darkness’, but magic of twilight. Assuch, if aShadow Mage stands in aregion of shadow (dim light), they may
add a number of dice equal to their Occultism to all their Shadow M agic rolls by expending 10 Essence for each spell.

Shadow Magic is dangerous and unpredictable. When attempting to cast a Shadow Spell, the caster must have the utmost
concentration and must keep control of the energies used. If the caster is injured or distracted while casting a Shadow M agic
spell, they mus make a Spiritual + Meditation roll with a Difficulty equal to the successes of theroll made against them. Failure
means that the Shadow Realm has seized a portion of the Shadow Mage’s essence, and consumed it. The Shadow Mage suffers
an immediate loss of Health and Essence equal to twice the M astery of the spell. If the Shadow Mage's Essence or Health
become 0, the character’s soul is destroyed, and they become a form of undead known as a Shade (and thus becomes non-
playable).



The Path of Suleiman

Also known as the Path of Circles, these sorcerers are capable of creating powerful wards and circles, which allow them to
control and communicate with the Nobles of the elemental realms. Part Sorcery, and part Faith, the Path of Suleiman was a
religious treaty between Mortal and Elemental. The sorcerer must have each Circle built. These Circles have a Potency,
indicating their strength, and the maximum Potency a sorcerer can make their Circleisequal to the sorcerer’sM astery. The Cost
in materialsfor a Circle is equal to twice its Potency. When using a Circle to perform asummoning, a binding, or adismissal,
the sorcerer can spend 20 Essence to add the Circle’s Potency as additional successes to the roll.

Summoning involves the sorcerer calling upon an Elemental Noble to manifest within the Circle to bargain with. Once the
Summoning has been completed, the sorcerer makes a Social + Socialize roll against a Difficulty equal to the Mastery of the
Summoning or the Resolve of the Noble —whichever is lower. For every success of thisroll, the Noble must perform one task
for the sorcerer to the best of their ability. While the Noble still has tasks to perform, the Time of the Summoning iswaived.
In exchange, the sorcerer must performone task for the Noble, which mug be completed before orimmediately after the Noble
has completed their final task. Failure resultsin the sorcerer being stripped of all Forms of magic and having to start over.

Binding involves pladng any entity with Divine, Faerie, Infernal or Undead heritage within a Circle. The Circle must have a
Potency equal to thehighest Attribute of the entity, and the sorcerer must spend 20 Essence to seal the Circle. The sorcerer can
then make a Spiritual + Occultism roll against theentity’ s Resstance Trait, and the number of successesis compared to the Time
Aspect to determine how long the entity is bound within the Circle. W ithin that time, the sor cerer can attempt to bargain with
the entity (as per the rules under Summoning), or dismiss the entity. If neither is done, the Circle releases the entity at the end
of the duration, and it can not be bound in that Circle for another twenty-four hours.

Dismissing an entityisdifficult and dangerous. Dismissing requiresintense concentration,and any distraction forcesthe sorcerer
to instead make a Spiritual + Meditation roll against a Difficulty equal to the successes of the distraction (an attack, or other
distracting event) or fail in the dismissal completely. An entity who is bound within a Circle can be dismissed by the sorcerer
making a Spiritual + Occultism roll once per minute against the target’s Resolve. For every success on theroll, the entity |loses
one Essence. If theroll isfailed, the caster loses a number of points of Essence equal to the entity’s Resolve. Oncethe process
of dismissing has begun, the sorcerer can not end the process until the entity or the sorcerer has been reduced to 0 Essence. If
the entity is reduced to 0 Essence, they are dismissed and immediately sent to the realm they are most connected to. If the
sorcerer is reduced to 0 Essence, or they are distracted successfully from performing the dismissal, than the entity may make a
Social + Persuasion roll against the sorcerer’s Resolve Trait. For every success on this roll, the entity forces the sorcerer to
perform one task of the entity’s choice. Refusal causes the sorcerer to be stripped of all Forms of magic.

Shamanism

Shamans are masters of the Spirit W orld, capable of calling and affecting totemic and elemental creatures. W hen casting a Spell
that Summons or affects a creature with Divine, Faerie, or Infernal heritage, the shaman can spend an additional 10 Essence
above the cost of the Spell to reduce the Difficulty by the character’s Occultism Skill (minimum of 0).

If the shaman has a sympathetic link to atarget, the shaman can cast Spells against the target regardless of the range of the Spell.
Essentially, the shaman can increase the Casting Time by one level (seconds to minutes, minutes to hours, hours to days, days
to weeks), and ignore the Range Aspect of the Spell, allowing the caster to target the subject of the Spell regardless of their
location. This sympathetic link can be alock of hair, scrap of doth from an article of clothing, a brick from the building to be
targeted, or similar personal material.

A shaman can bind a spirit into an object, allowing the shaman to use the spirit’s Pow ers as if the shaman had them. Activating
aspirit’s Power costs 1 Essence and lasts for the Scene. The shaman can have only one irit bound, and the spirithas a number
of Powers equal to the shaman’s M astery.



The Path of the Wild

A character who usesWild Magic harnesses magical energies to tap into the primal ancestry and totemic entities of the world
around them. Forthese mages, the Aspects do not work as per the normal rules of Sorcery. Truthfully, these charactersdo not
cast Spells. Instead, they internalize their magic to create powerful effects and augment their forms.

The character’s Aspects are important in how they allow the character to fuel this ability. Areais used to determine the radius
for any Powers which have an area of effect, withan area of one yard per level of the AreaAspect. Rangeisused for any ranged
Powers (such as Telepathy), with arange of five yards per level of the Range Aspect. Targets is used to target multiple people
with Powers which normally can not do such (such as Telepathy), with one target per level of the Target A spect. Timeis used
to determine how long the character can remain augmented, with a time of one Round for every level of the Time Aspect.
Finally, the Effect Aspect creates a pool of Effect Points the character draws on. This pool is expended to perform a number
of effects.

For one Effect Point, the character can do one of the following: gan one Additional Success on a singe Attribute. Gain two
Powers, Replenish a number of points of Essence or Health equal to the character’s M astery. These Effect Points return at the
end of the Scene. Effects are cumulative, so a character can spend two Effect Pointsto gain Regeneration 2, or gain +2
additional successes on dl Physical rolls. Asnormal, Mastery limits how much of the character’ sAspects can be drawn upon,
but it also limits how many times the character can stack a Power or stack a bonus onto a single Attribute. The character can
regain Effect Points sooner by spending five Essence per Effect Point recovered.

Witchcr aft

A character trained in Witchcraft gains knowledge of simple charms and wardsto protect themselves and others. Thewitch can
make a charm, spending 20 Essence and imbuing an object to be worn. This charm grants the character Immunity to aspecific
race, a specific Form of magic, or Psionics The charm doesnot cost Essence to activae, butcan be activated anumber of times
equal to the witch’s Mastery. Once activated, the charm lasts for a Scene.

A ward works much like a charm, but costs 20 Essence and 20 Health. A ward can protect an area a number of yardsin radius
equal tothewitch’sMastery. Likeacharm, theward protects either against aspecific race, aspecific Form of magic, or psionics.
Anyone inside theward gains Immunity, but additionally, if it isused to protect against arace, creatures of that race can not pass
through the ward. A ward lasts twenty-four hours.



Aspects

Area
Levels 0 1 2 3 4 5 6 8 9 10 11 12 13 14 15
None Touch lyd 10yd 100 yd Imi 10 mi 100 mi global
Range
Levels 0 2 3 4 5 6 7 8 9 10 11 12 13 14 15
Sdf Touch 1lyd 10yd Sense 100 yd Imi Sympathetic 10 mi 100 mi 1000 mi Known
Target
Levels 0 1 2 3 4 5 6 8 9 10 11 12 13 14 15
Self/None 1 5 10 100 500 1000 5000
Time
Levels 0 2 3 4 5 6 7 8 9 10 11 |12 | 13 | 14 15
Instant Round Concentraion Minue Hour Day Week Month Year Permanent
Frequency Once Day Hour Minue Round Continuous
Effect Triggered Spells
ec By increasingthe Time Aspect by one, the caster can make a
Levels | Impact | Adjustment Secondary tr.igger ed effect. The caster picksthe‘wait. period’ asthefilrst
Time Aspect, then chooses a second Time Aspect which
0 None None None indicates the Duration of the effect once it is triggered. The
1 1 1die/ Tdent Insignificart (Targe) triggered condition can be anything that the caster wishes.
2 2dice . . .
If the caster wishes for the triggered effect to happen multiple
3 3 3dice/ Gift Insignifecant (Area) times (via repeated triggers), than the Target Aspect is used
2 4 dice to indicate how many times the Effect can be triggered.
5 6 5 dice/ Power Mina (Targe) Example
6 6 dice Time 6 (Hour, Triggered)
7 9 7 dice/ Abiity Minor (Area) Time 3 (M i nUte)
_ Targets 3 (5)
8 Bdice Description: For the next hour, the spell effect can be
9 12 9dice Major (Targef) triggered. The effect remainsin placefor
10 10dice one minute. The effect can betriggered up
to five times over the course of the hour.
11 15 1 success Major (Area)
12 Frequency
] The Frequency Time Effect determines how often an effect
13 18 2 successes Drastic (Targe) . )
can happen to atarget. Thisisusedfor effects which can be
14 continuous or which respond to a stimulus.
15 21 3 successes Drastic (Area)

Example

Time 6 (Hour, Triggered)

Time 10 (Frequency, Continuous)

Description: Each time the character is attacked over the nex hour, regardless of

how often, the effect is triggered.



Area Aspect

The Area Aspect governs areaeffects. Everyone within the area that has been targeted by the spell is influenced by the spell
effect. A caster who wishes to select individuals to be protected against the spell, or immuneto the spell’ s effect, must use the
Target Aspect to choose who is not affected by the spell. The A rea of the spell can be multiplied by the successes of the spell,
up to the caster’s Mastery, by increasing the Difficulty by +2.

Effect Aspect

The Effect Aspect governs the spell effect. A number of Effects can be used in one spell equal to the caster’s M astery. Impact
produces a fixed value or can be used to increase or decrease a numerical value on acharacte’s sheet. Things which can be
influenced by Impact are listed below. A modification to an Attribute does not modify secondary Traits (such as Health,
Defence, Speed, etc). Thisis considered a boost, not an innate chance to the character overall. The Impact of a Spell can be
multiplied by the successes of the spell, up to the caster’'s Mastery, by increasing the Difficulty by +2.

1) Wounds (Damage or Healing)
2) Secondary Traits (Increase or Decrease: Defence, Initiative, Redstance, Resolve, Resources, Size Soak, or Speed)
3) Increase or Decrease Costs (or create costs)

Adjustment grants an adjustment to die rolls. This can either be an increase or decrease in dice, or in successes. Granting
successes giv es the subject automatic successes Dice or successes can be granted or taken from the following.

1) Specific Attribute or Skill Rolls (Using the Social Attribute, using the Academia Skill)
2) Specific Circumstances (A ttack Rolls, Spell-Casting Rolls)

Starting at Aspect one, aspell caster can use Adjustment to mimic specific traitsthat are not normally covered by the character’'s
Attributes or Skills.

1) At Aspect 1, Talents can be duplicated.

2) At Aspect 3, Psionic Gifts can be duplicated.

3) At Aspect 5, Powers can be duplicated.

4) At Aspect 7, Order Abilities and Racial Abilities can be duplicated.

The caster can choose to either grant or remove these aspects of a character. If thereis an Essence Cost associated withthese,
the cost of the trait can be reduced or increased by using the Effect (Impact) table. Granting Powers or Gifts stack with the
effectsif the target already possessesit. For Powers and Gifts, the caster may accept a +2 Difficulty to increase the number of
times that the Power or Gift is granted or removed by the successes of the spell, to a maximum equal to the caster’s Mastery.

Secondary is used first and foremost to govern side-effects of a spell. For example, a spell which engulfs an area will usually
create additional fires which can grow out of control. Thisis asecondary effect, and as such, if the caster wishes their spell to
be able to do this, the caster must take this effect.

! Insignificant: The effectis one that can beignored. It does not requirearoll on the part of any witness or the target of the spell.
Example: A fire spell which scorches the ground or that damages clothing. Anillusion which may causepeople to be startled, but
little else.

! Minor: The effectis one that may be ignored, but it will have an effect on the targets or the environment. The caster can force a
specificroll (Attribute + Skill) to avoid the secondary effed. Adjustment can be used to apply apenalty to thisroll. Example: An
illusion may inspire fear in those who seeit, and can force aMental + Awarenessroll among witnesses. The witnessescan decide
how to react to the efect, but if they fail the roll, they do feel fear.

! Major: The effectis one which is difficult to ignore, andwill have a major effect on the targets or environment. The caster can
dictate a specific roll (Attribute + Skill) which would need to be rolled to avoid the secondary effect, and can dictate penalties or
conditionswhich occur with failure. Example A necromanticfireball which causes horrible burnsto thosein theareaof effect that
can not be healed by megic. A charecter can use Mentd + Chirurgeon to attempt to minimize thedamage however, and thus allow
theburnsto hea normally.

! Drastic: The effect can not beignored, and will have adrastic effect on the target or environment. The caster can chooseto inflict
penalties or create conditions where no roll isinvolved. Example: A fireball which leaves flamesin its wakewhich do not go out
on their own. A plague which will infect anyone who comes into contact with the plague-carrier.



Range Aspect

The Range Aspect governs how far away the cager can produce an effect, or where an effect can reach to. This can be used to
strikeat someone at adistance, or to even teleport to the distance gr anted by this A spect. The character must still choose anArea
or aTarget for the spell itself. The Range of the spell can be multiplied by the successes of the spell, up to the caster’s M astery,
by increasing the Difficulty by +2.

Target Aspect

Target refersto asingle focussed recipientfor the spell the caster will be caging. Thiscan be anything which is recognized as
asingle object. In the case of landscape, a ‘target’ can not extend morethan 5 yardsin radius. The Target Aspect is used for
selecting individual s, ether for inclusion or exclusionfrom aspell effect. This may also be used on the spell itself, to dlow for
multiple versions of the spell to be cast. Notethat whilethiscan allow acaster to strike asingle target with multiple spell effects,
if the effects are simultaneous, then only one effect isapplied. The caster can however, space the spell effect out over the course
of aduration, asdictated by the Time Aspect. Example: A spell which releases a Healing Effect may have 5 Targets. With a
duration added, the caster can heal someone five times, over the course of a duration. If the caster tried to do five healings
simultaneously on the target however, only one effect would count. The Targes of the spell can be multiplied by the successes
of the gell, up to the caster’'s Mastery, by increasing the Difficulty by +2.

Sample Targets
A person, ahorse, awagon, adoor, ajacket, asword, aring, atavern, a window, afireplace, atable, achair, atent, a
lamp-post, atree, arock, awell, a backpack, a cliff wall, afloor.

The difference between Target and Area is tha Areaisall-inclusive. If you target atavern with an invisibility spell, thetavern
becomes invisible, but the plants that surround it and the people within itwill not become invisible. If you target the areawith
an invisibility spell, the tavern, the plants on it, anyone entering it, and those who areinside will all become invisible. If you
cast afire spell on afloor, the floor will burst into flames and potentially damage those who arestanding on it. If youcast afire
spell within an area, everything in the area bursts into flames.

Time Aspect

The Time Aspect controls duration and time-critical effects. Thereare two forms of Time Aspect, one governing duration, and
one governing frequency. The primary Aspect of Time is used to determine how long an effect can last as a continuous effect.
This does not apply to immediate effects (such as simple healing) but it does apply to granting and removing abilities, bonuses,
or penalties. The Duration of the gell can be multiplied by the successes of the spell, up to the caster’s Mastery, by increasing
the Difficulty by +2.

Frequency is used to govern effects which arerepetitive. When used, the spell produces the effect a number of times over the
course of aduration. The number of timesisdetermined by how powerful the Frequency used. Frequency isexplained as‘one
use of the effect every X period of time’. A Frequency of 6 would be ‘ once per minute’, while a Frequency of 8 is ‘once per
round’. This may be used to turn a heding spell into a regeneration spell, for example.

If the character chooses a Frequency of Continuous, then the character must st atriggeringcondition. Each time the condition
istriggered, the effect takes place. Under normal circumstances, this can be duplicated by using the Time Aspect, with aTrigger,
then placing aTarget Aspect for the number of timesthat the effect can betriggered. When using Continuous Frequency, this
is not necessary.



Casting Times

Form Mastery of Spell
1to3 4to6 7to9 10tol2 13to15
Aria Seconds Minutes Hours Days Weeks
Artificin g Hours Days Weeks Months Years
Azure Path Instant Seconds Minutes Hours Days
Bardic Path Instant Seconds Minutes Hours Days
Glamour Instant Seconds Minutes Hours Days
Infernalism Minutes Hours Days Weeks Months
Necroman cy Instant Seconds Minutes Hours Days
Shadow Path Instant Seconds Minutes Hours Days
Shamanism Seconds Minutes Hours Days Weeks
Suleiman Path Seconds Minutes Hours Days Weeks
WI | d Path None None None None None
W I t Ch cr aft Instant Seconds Minutes Hours Days

Mastery and Aspects

Each Form of magic has aMastery. Each Mastery is determined by one Attribute and three Skills. The level of a character’s
Mastery is equal to the lowest of the Skills or Attribute. While Aspect rating determines the highest within each Aspect a
character is capable of using, the Mastery of a Form determines the highest Aspect rating the character can use with that Form
of magic.

Example: A character with Area 5, Range 3, Target 4, Time 3, and Effect 4 and with the Form of Azure Magic at 3 can
only use his Aspects asif they were all 3, regardless of actual level in the Aspects If his Azure Magic is 5,
he can use every Aspect at their full effect, but is limited to the actual values.

Multiple Forms

A character may use multiple forms when casting a spell, gaining the advantages of everything used. There are some specific
rules however which apply when doing this:

Mastery: Equal to the lowes Mastery of all Forms used. ThisisthePrimary Form

Attribute: The caster uses the Attribute of the Primary Form.

Casting Time:  The caster uses the casting time of the Primary Form.

Special Rules:  The caster gains all specid abilities to use from dl Formsinvolved in the sell, but any negativeside effects
apply to the spell for any Form used.

Rites

A character can spend 1 DP to learn arite. A rite is aspell that ispersonalized and unchanging; the character is capable of
repeating the spell againand again, but ithas been fine-tuned to a gpecific actionand effect, and cannot be changed. The player
writesdown therite on their character sheet as-is. The character gainsan additional success on the roll for casting the rite, and
the Difficulty of thespell is reduced by two.



Casting Spells

Each type of M agic uses a specific Attribute to fuel it. On all rollsfor that form of magic, the Attribute isused. The character
then picks a skill appropriate to the actions the character is performing, or to the effects of the spell. Thus, a character
performing aspell to augment their ability to understand language can use theLinguistics skill for casting the spell, while another
character performs aritual dance using a sword to focus on their spell can use either Artistry or Swords to cast the spell. The
roll for casting a spell is Attribute + Skill.

Theroll for casting aspell isAttribute + Skill, modified by bonuses and penalties as pertain to the situation. If the roll succeeds,
Essence is spent and the effectsof the spell are determined and resolved. A spell can not have an effect which modifies the
casting roll or the successes of the spell itself. A caster must be able to move and speak freely to cast a spell. A magethatis
tied up or gagged suffers a +4 Difficulty to casting. Being tied up and gagged makes casting impossible.

Bonuses and Spell Casting

When a character attempts to cast a spell and has multiple bonuses to attributes or skills, only the highest bonus to a single
attribute and the highest bonus to a single skill can be applied to the die roll for the spell. Bonuses do not stack.

Adjusting Casting Time

A character canchooseto either increase or decrease the casting time of aspell. The character may only adjustthe casting time
up or down a number of times equal to the character’s Mastery in that form of magic. The character cannot choose to both
increase and decrease a spell’s casting time, though items which adjust the casting time are allowed to work in tandem with
either method.

For every point that the caster increasesthe casting time, the spell costs one less Essence to use. To decrease the casting time,
a character must drop dice from their casting roll, dividing the casting time by the number of dice dropped +1 (round dow n).
The minimum casting time allowed is 0 (Instant).

Adjustments to casting time (such asfrom an item with Augment or areduction due to abuilt-in penalty) are calculated before
dropping dice.

Countering Magic

A character can attempt to counter a spell asit isbeing cast. The primary type of countering isto simply injureor interrupt the
spell caster. The character can make a Social+Persuasion, Spiritual+O ccultism, or anormal Attack Roll to attempt to distract,
counter-spell, or damage the caster in an attempt to interrupt the spell being cast, or to break the caster’s concentration. The
Difficulty of doing thisisdependant onthe method used. For Social attempts, the Difficulty isthe caster’ sResolve. For Spiritual
attempts, the Difficulty is the Mastery of the spell and requires an expenditure of 10 Essence. For attack rolls, the Difficulty is
the caster’s Defence. In any of these cases, the character is usng an Action.

If successful, the caster must make aM ental+M editation roll with a Difficulty equal to the successes of their opponent. A failure
results in the caster’ s spell being interrupted and failing. 1f themagic isof aForm that penalizesfailure,all penaltiestake place.
A character does not need to know how to use magic to attempt to counter a spell.

Duration Spells and Essence

In order to keep a spell effect going, a spell caster must dedicate a portion of personal energy to maintaining the effect even if
no concentrationisrequired. For most spells, acaster does not begin to regain Essence spent until theeffect expires, effectively
lowering the caster’s maximum Essence for the duration of the spell.

Spells with a permanent duration are exempt, having been created in a self-sustaining fashion. Additionally, items empowered
by Artificing, and Summoning in general are all exempt from this cost.

Dismissing Spdls

Under most circumstances, a spell caster can deliberately end a spell’ seffect before its duration expires. Doing so is controlled
and does not cause any failure conditions for a magic style. T here are, however, exceptions. Any spell with a permanent
duration may not be dismissed in this way. Also, items empowered through Artificing and Summonings are not normally
dismissable, though they may be created with a triggered effect that causes similar results.



Spell Construction

A spell is made by consulting a series of tables for the five Aspects of spells, taking what is appropriate to what the character
wishesto do, and using those |levelsto determinethe various co stsand com plexitiesto the spell. Each form of magic has specific
ruleson what can betaken and what the character is effective at. Under most circumstances, playerswill be able to simply throw
a spell together when it is needed, and release it immediately.

Most Aspect chartsgoto level 15, though the Aspect skillsare limited to rank 10. These charts allow for special conditionssuch
as magic styles that allow higher Aspects.

Mastery / Difficulty

The highest Aspect chosen for a spell determines the spell’s Mastery. This also setsthe base D ifficulty of the spell, though this
may be modified by specific Talents and things such as making a Triggered Spell. When casting againg an unwilling or
unknowing opponent the Difficulty of the ell iseitherthe Mastery, or the target’ s Resistance, whichev er is higher. The target
can chooseto spend 5 E ssenceto increase their Resistance by +2, orcan spend anAction to add their Resistance to theDifficulty
of the Spell as an Active Defence Against awillingtarget, the character uses the Difficulty of the spell, alone.

Essence Cost

The Essence cost of aspell isequal to the sum of all Aspectsinthespell. The Essenceis expended after the casting roll ismade,
regardless of success or failure or if the spell is countered.

Casting Time

Casting time is determined by both the type of magic being used and the spell itself. The base casting timeis thehighest Aspect
level of the spell plus one for every other Aspect included in the spell. This number is then matched with the style of magic to
determine the units of time used.

Unresisted Effects

A spell which produces an offensive effect against someone, without having been directly cast at them, such as a passive ward
or atriggered spell effect, can be overcome by the target. If the target of the spell has a higher Res stance (or in the case of
Glamour, Resolve), than the successesof the spell, the spell has no effect on thetarget. If thetarget can not resist the spell, then
the full effect of the spell applies to the target. Essence can be spent to raise the target’s Resistance in response to the spell.

Area Effects

A spell which affects an areais not resisted by those within the area of effect. This also goesfor triggered spells which do not
target someone until the effect has been triggered. Instead, if the spell is cast successfully, to find if a person within the area of
effectis subject to the spell, compare the successes againstthe victim’s Resistance. If the victim’s Resistance is not higher than
the successes of the spell, they are subject to the spell’s effects.

Limitations

1) Aspects can not be targeted by magic.

2) Magical Forms alwaysuse the Unadjusted values of a character’s Attributes or Skills to determine M astery.

3) Psionics always uses the Unadjusted values of a character’s Attributes to determine ability.

4) A character can have a maximum number of ongoing Spell Effects active on them equal to their Spiritual Attribute.

When a new Spell is cast on the target, the weakest Spell (least successes) is determined from those already on the
character, and is removed to make room for the new Spell.

5) An Effect can not be modified by the Target Aspect to affect different aspects of the same target. If an Effect targets
the Physical Attribute, the character can not use Targetsto make it affect the Mental and Social aswell. Each different
aspect isits own Effect.



Summoning

Summoning is a specialized form of sorcery, and uses slightly altered rules for what is allowed. The purpose of a summoning
isto create or conjure a creature to serve the caster. In essence, the caster uses the Effect Aspect to create the necessary traits
which would make an effective character sheet. It is automatically assumed that a summonis controlled by the caster, though
the degree of control may be in question.

Area Aspect
This Aspect is useful for when the caster wishes to create multiple minions from thetools at hand. Normally, thisisused for
Necromancy. A good example would be: All corpses within the area animate as (type) undead.

Range Aspect
This Aspect is used to determine how close to the target the summons appear.

Target Aspect
This Aspect can allow the caster to create multiple summons at the same time. Additionally, this Aspect is used to allow the
caster to create multiple Effects to cover specific fields of summoning, as will be explained later.

Time Aspect

This Aspect determines how long the summoning can last for. At the end of the duration, the effect ends and the summoned
creature vanishes. The caster may decide to increase the duration of a summon by spending 5 Health for each increase in the
Time A spect. Thiswill allow a caster to surpass their M astery and Time Aspect level.

Effect Aspect
Impact is used to create the most important aspects of a summoning. The following thingsare created using the Impact Effect:

Attributes: Impact determines the level in the summon’s Attributes. Target Aspect (3) may be used to target all four
Attributes, allowing the four Attributes to be given the same level.

Size: Impact determinesthe Size levd of the summon, negative or positive.

Resources: Summons can begin with equipment. The caster can grant the summon Resour ces, and then sel ect equi pment

for the summon as they would a starting character. Any Resources not spent are discarded, and when the
duration ex pires, the equipment disappears as well.

Skills: Impact is used to determine the lev el of each individual Skill. Target Aspect may be used to select multiple
Skills to be at the same level. Thus, Target (3) will allow the caster to select five Skills for the summon.

Adjustment (3) can be used to give the summon Pow ers, Gifts, Abilities, and Sorcery. Thelevel of each Aspect for Sorcery is
determined by I mpact, but to determine how many Gifts or Powersthe summon has, the character may use Target Aspect to grant
anumber of Powers or Gifts simultaneously. Powers and Gifts must be granted on their own. (A character can notchoose ‘three
Gifts and two Powers' by using Target (3). It must be five Gifts or five Powers). Target Aspect (3) may also be used to grant
multiple Aspects the same level at the same time.

Unsummoning

A character can attempt to unsummon a creature or character with a supernatural element to them. Thisincludes anyone with
an undead, divine, faerie, or infernal element to their race. To unsummon atarget, the character uses the same rules on Effect
Aspects asthey do for creating a creature —only the goal isto reducethe target’ straitsto 0. In essence, the character ‘unmakes’
the target.

An Unsummoning is always actively resisted, meaning the character rolls against the Difficulty of the spell + Resistance of the
target. If the character succeeds in the spell, the target is unmade, and returns to the realm of their lineage. For undead, this
banishesthe target to the underworld.

Creatures Summoned
Below is the list of the most common things summoned by each Form of Sorcery:

Aria Not normally used for summoning. Artificing Golens and Gnstruds
Azure Magic Elementalsor ‘Faniliars' Bardic Magic Nature Sirits

Glamour Faity Tricksteror NatureSpiris Infernalism Demons or Capt ured Souls
Necromancy Undead Minions Shadow Magic Shadow Spirits
Shamanism  Totemic Animals and Nature T otems Suleiman Elemental Nobles

Wild Magic  None Witcha aft House and Heath Spirits



Specialized Magic

There are a number of Talents which are used to augment specialized forms of magic. Any character can attempt these forms,
which use slightly different rules than normal spells. The mechanics are listed below.

Portal Magic
A portal is a gate-way creaed to travel between distances. Portalsare one-way, and can either betemporary or permanent
portals. Temporary portals use the Target Aspect to determine how many people it will allow through.

Area: O

Range: x (Determines Distance Travelled)

Target: x (Optional: Creates atemporary portal which expires when the listed number of people cross through.)
Time: O

Effect: 5 (Secondary Effect)

To use atemporary portal, anyone activating it must spend Essence equal to the Mastery of the portal spell that was
made. The portal remainsin place until the listed number of people have crossed through. Activating aportal to cross
through requires aSpiritual + Occultismroll equal to the Difficulty of the Spell. Effect (Impact) may be used to lower
this Difficulty.

A permanent portal requires the caster to expend the Essence to cast the spell, and to make a specialized Resource Roll
for the proper materials to make the gateway (Mental + Occultism + Resources). It takes one day per point of Mastery
for the portal gate to be crafted. Once the portal gate way is crafted and activated, people do not require to spend
Essence to pass through the gate way, however a Spiritual + Occultism roll must gill be made to use the gate way
(Difficulty 0). The portal is keyed to asingle destination.

Potion Magic
A potion is a simple, limited-use artifact which can be used and discarded. Most potions are created using artificing. Any
character may use a potion and benefit from the potion’s effects.

A potion isconstructed as a normal spell, but with the following adjustmentsadded:

Target: 1

Time: Special (Duration is chosen to determine how long the potion lastsbefore it is expended)
Time: Special (Duration is chosen to determine how long the potion works once used)

Any other spell aspects are used as normal for what the potion’ seffectsactually are.
Rune Magic

A runeisasymbol, usually carved into an object or tattooed onto the skin or fur. It canalso be cut into atarget as well, though
such thingstend to leave permanent marks when done.

Area: O
Range: 1
Target: x (Number of times the Rune can be used)
Time: O

Effect: 5 (Power)

The character choosesone Power which isinscribed upon the target. T he caster may invest Essence into this effect,
with the Essence Cost being equal to the Essence Cost of the Power that the Runewill create. The minimum Essence
Cost for aRuneis5. If the caster paysthe Essence Cost, activating the Rune costs no Essenceto use. If the cager does
not, or pays alesser amount, the cost to activate the Rune is equal to the amount left unpaid by the caster. Creating a
Rune normally has a Resource Cost equal to the Mastery of the Rune being created (Mental + Herbalist + Resources)
with a Difficulty equal to the Difficulty of the Rune being made. This cost isfor the various ointments and materials
needed to inscribe the Rune. If the caster wishes to inscribe the Rune into living flesh (called scarification), the
Resource Cost isinstead the Damage of the process, multiplied by the successes of the spell-casting roll. A character
can only have anumber of scar-Runesequal to their Spiritual Attribute. Any further Runes engraved onto the character
do nothing. Activating a Rune is considered an Instant Action, and the Rune takes effect immediately.



Scroll Crafting

Scrolls are a staple of the fantasy setting. A sorcerer can place a spell into a scroll for later use, either by themselves or by
others. The caster makes a Resource Roll (Mental + Language + Resources) with a Cost equal to the Mastery of the Spell, and
a Difficulty equal to the spell’s Difficulty. The process takes a number of hours equal to the casting time of the spell. The
sorcerer does not need to spend Essenceto create ascroll. A scroll can not benefit from Form, either in the crafting of the scroll,
or in the casting of the gell afterwards. Once the character has paid for the Resource Cost, they make a Mental + Academia
roll asif caging the spell. Each success indicateshow many times the scroll may be used.

When casting from a scroll, the reader mug make aMental + Languageroll for casting, using the Difficulty of the spell being
cast. Reading a scroll to cast a spell takes one Round, and the reader spends the Essence to fuel the spell, though the Essence
Cost isreduced by one per success on the casting roll.

Wand Crafting

A wand isessentially a staff or stick which has been imbued to cag spells. A sorcerer can placea spell into awand for |ater use,
either by themselves or by others. The caster makes aResource Roll (Mental + Occultism + Resources) with a Cost equal to
the Mastery of the Spell, and aDifficulty equal to the gell’ s Difficulty. The process takesa number of days equal to the casting
time of the spell. T he sorcerer does not need to spend Essence to create awand. A wand can not benefit from Form, either in
the crafting of the wand, or in the casting of the spell afterwards. Once the character has paid for the R esource Cost, they make
aMental + Inventor roll asif casting the spell. The sorcerer usestheTargets Aspect to determine how many times the wand can
be used before it expires. Thisvalue is multiplied by the successes of the spell roll.

When casting from awand, the user must make aMental + Occultism roll for casting, using the Difficulty of the spell being cast.
Using a wand to cast a gell takes one Action, and the user spends the Essence to fuel the spell, though the Essence Cost is
reduced by one per success on the casting roll.



