
Sorcery
What is Sorcery?
Sorcery  is the ability to harness and use magic .  A sorcerer (a generic term for anyone who can use sorcery) is a person who can

shapes and wields magic.  A character who has developed sorcery is cap able of tapping into energies from beyond the physical

world, and can shap e and control them, using them  to perform incredible feats.

The study of magic has been going on since the daw n of time, but no body has e ver learned  every secret a ssociated w ith sorcery.

For every new discovery made, new questions are raised, and the process is constantly evolving.  As such, magic is ra rely safe .

Sorcery: 5 DP (Character is from appropriate Nation)

10 DP (Character is from appropriate Race)

15 DP (Character is from neither appropriate Race or appropriate Nation)

Form Race and Nation Mastery Requirements

Aria Divine Social Artistry Awareness Language

Artificing Tarant is Mental Artistry Inventor Occultism

Azure Path Drachenkeep Mental Academia Awareness Occultism

Bardic Path Aregon Social Academia Artistry Socialize

Glamour Faerie Anaitha Social Artistry Awareness Persuasion

Infernalism Infernal Southern Wilds Social Language Occultism Persuasion

Necromancy Aranous Spiritual Awareness Chirurgeon Occultism

Path of Shadow R’Tal Spiritual Awareness Meditation Occultism

Path of Suleiman Anansie Social Academia Language Socialize

Path o f the Wild Wild Northern Wilds Spiritual Animal Empathy Athletics Survival

Shamanism Springda le Spiritual Awareness Herbalist Meditation

Witchcra ft Shire Lands Mental Herbalist Occultism Survival

Aspects
Once a character  has purcha sed one o r more form s of Sorcer y, they gain access to Aspects .  An Aspect is a form of Ability unique

to Sorcerers, indicating their strength in the different aspects of magic.  The different Aspects are:

Area The are a of effect for a sp ell.

Effect The actu al spell effect itself.

Range The ran ge in which you  can cast a spe ll.

Target The number of targets the spell can have.

Time The du ration of a spe ll.

The player can choose one Aspect to begin at 3 , two Aspec ts to begin at 2, a nd two Asp ects to begin  at 1.  These can be raised,

however, at a cost of 3 DP  to raise an As pect by on e, to a maxim um of 5.  It then c osts 4 DP to raise an Aspect, up to a maximum

of 9.  It then costs 5 DP to raise an Aspect up to 10.  Aspects can not be purchased beyond 10.  Some Forms of magic can allow

a character  to tempor arily cast spells of a h igher Aspe ct.

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

influences of many different nations and the presence of outside factors upon the region.  A character can take multiple Forms.



Forms
Aria
The Ar ia is potentially limitless, re stricted 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 a ccepts

when using the Aria, the character can increase either their Mastery or a single Aspect by one.  Additionally, a person who uses

the Aria can attempt to shape the harmony into something similar to other forms of magic.  By increasing the Essence Cost of

the spell by 10, the caster can imitate the Special Rules for any other Fo rm of M agic.  This ca n be don e multiple times  to

specifically  imitate multiple  Forms.  Im itating a Form  of magic also  places any lim itations on the sp ell which are inherit to the

Form being imitated.

Because the Aria is so p rimal 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 the spell, and can ignore the Traits of a target, whether or not

the spell is direct or indirect.  Additionally, the caster may only  use Artistry for casting spells through the Aria.  Th e Artistry Skill

can either be  used with singing , or by the use o f an instrument.

The Aria is difficult to control – any error on the part of the caster, any interruption, anything short of perfection will have

unforseen results.  If the caster gains less succe sses than the M astery require ment of the sp ell, or the spell  is interrupted in the

casting, the Aria goe s out of contro l.  If the caster gains ev en one suc cess, the Spe ll is still cast, but not fully under the control

of the caster.  The level of each Aspect is increased by +2 (to a maximum of 15), and the caster suffers 5 Health times the new

Mastery requireme nt of the spell,  plus an additional 5 Health for every success they were shy of the original Mastery.  If this kills

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 n ew Aspec ts for it, then unleashe s the spell as a twisted  interpretation  of the effect.

Artificing
To create an Alchemical Spell, called a Form ula , the alchemist m ust have the p roper ma terials.  This is  represente d by a Co st,

which must be paid.  The Resource Cost for a Formula is equal to its Difficulty.  Before the character begins casting, they must

make a Resour ce Roll , using Mental + Oc cultism + Resources.  If 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 an hour.

A Formula is a triggered effect.  The shelf life of a completed Formula indicates how long it can potent before the properties of

the Formula goes inert.  Artificers know how to make Formulas which can remain usable for long periods of time, however, and

by increasing the Essence C ost of the Formula, its she lf life can be incre ased.  By inc reasing the E ssence Co st of the Form ula

by 10, the artificer c an increase th e triggered T ime Aspe ct by the caster’s In ventor Skill.   The cha racter is allowe d to bypass their

Mastery Level for this purpose.  The Modifier for a Trigger is 0.

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 is equal to its Difficulty.  Before the character begins artificing, they must make a Resource

Roll , using Me ntal + Occ ultism + Reso urces.  If the character can not afford the Cost, or does not wish to pay the cost, the

process e nds.  The  character c an make a nother Re source R oll in one da y.

An artificer is known  for being ab le to make permanent Artifacts.  By expending a number of points of Experience equal to the

Difficulty of the Artifact, the artificer can ma ke the Artifact p ermanent (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 Reso urce Cos t of the Artifact.



The Azure Path
Azure magic is effective for casting  powerful S pells.  When performing an Azure Ritual, the caster can sacrifice expediency for

power.  By increasing the Casting Tim e up one category (sec onds to minutes, minutes to hours,  hours to days), the sorcerer can

roll Physical + O ccultism again st the Spell’s M astery.  For each success, the character gains the following benefits: The Mastery

and Difficulty of the Sp ell is reduced by one and  the Essence Cost  of the Spell is reduced by two.  The maximum Mastery and

Difficulty reduction is equal to the number of people taking part in the Ritual.   This will allow a  sorcerer to  cast Spells with

higher Aspects tha n the caster is no rmally allowed .  Azure ma gic is incredib ly potent, and rightly feared for its power.  By

expending 20 Health, the sorcerer can invoke powerful N ames and  incantations.  T his activity is in no way subtle, but doubles

the final results in a Spell’s numerical benefits from Area, Range, Time, and Effect.

Azure magic also uses something called an Azure C ircle.  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

duration determined by using the Time Aspect.  For every 5 Health the caster places into the Circle, the Circle gains one level

of Time.  (15 Health for one minute, 25 Health for o ne hour, 35  Health  for one day, and 75 Health for a permanent Circle)  An

Azure Circle grants a number of bonus dice on all spells cast on a target t hat 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 Bard ic Path can  read the om ens provid ed by nature , and unde rstands how  to act in accord ance with

the order of things.  By spending 10 Essence as an 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 spell-casters are capable of tapping into the aura of the world to harness greater

power.  By spending 25 Health, the character can tap into a location for the Scene.  During this time, the Difficulty, Casting

Time, and Essence Cost of any Spells cast within that area is reduced  by the charac ter’s Med itation Skill.  Music and Sto ry 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 a non-damaging Spell on a ta rget, using the targ et’s Resolve T rait to resist, rather than the target’s Resistance

Trait.

Glamour
Glamour magic is known for transforming entire regions, coating them in illusions so realistic that you would mistake it for

reality.  When creating an illusion (a spell which alters or confuses a target’s senses but has no physical components), the caster

can choo se to doub le the final Area of the Spell witho ut cost.

Glamour involves using illusions, and while the line 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 a ttempting to

perform a Spell which has tangible, physical components, the Resolve of the target is considered doub led for attempts to resist

the Spell.   Fortunately, Glamour is insidious.  By increasing the Essence Cost of the Spell by 10, the caster can reduc e the target’s

final Resolve by their Skill in Persuasion for purp oses of resisting the Spell’s effects.

Infernalism
Infernalism often requires sacrifice to powerful infernal creatures.  Characters willing to risk contacting the infernal planes can

channel incredible power for ca sting their spells.  By wounding themselves or others, and invoking the name  of infernal lords,

the character can gain tempo rary favour with those infernal lords.   The targets being wounded must either be restrained (Defence

of 0), or willing.  This is called a diabolic rite .

The caster can use a diabolic rite  when using any Form of magic that they know, and may even use the rite to attempt spe lls

beyond th eir level of M astery or Asp ect.  Before  beginning to  cast the Spe ll, the caster rolls Sp iritual + Occultism against the

Difficulty of the Spell.  For every success,  the Mastery and Difficulty of the Spell is reduced by one, and the Casting Time of

the Spell is reduced by two.  If the caster finds the Mastery of the Spell is still beyond the character’s capabilities, or the character

simply fails the roll, the  Spell fails imme diately.



Infernalism often carries a terrible price .  A characte r who dem ands too m uch from the ir infernal masters, or who proves to be

inadequa te in any way, often find themselves destroyed by the pow ers they attemp t to harness.  When an Infernalist does not meet

the strict demands of their dark lords, the demons exact a price.  A price is called if one of three conditions are met: 1) If the

caster fails in a diabolic rite , 2) if the caster does not get at least a number of successes o n an Infernal S pell equal to the Mastery

of the Spell itself, or 3 ) the caster is interru pted 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 a loss of 10 He alth.  These wounds often appear as burns

or black infernal runes on the caster’s skin.  If the Infernalist is reduced to 0 Health, they are ‘rewar ded’ by be ing immed iately

dragged  into the Inferna l realms and  removed  from play.

Necromancy
Necromancy often requires the sacrifice of health to create more  powerful effects.  By sacrificing blood or life force to fuel the

spell, the caster can  channel mo re power ful effects into their spells.  Th e person g iving up their  health or life force can be either

the caster, or anyone that the caster can wound, willing or unwilling.  The character may inflict a number of Wounds on

themselves or a target equal to the Mastery of the Spell.  Th is grants the necromancer a num ber of additional dice to ca st the spell

equal to the caster’s O ccultism Skill, and  reduces the  Essence C ost of the Spell by the same amo unt.  Necromancy is mo st

effective when dealing with creatures, either living, or dead.  When casting a Spell on a creature (animal or person), the

necroma ncer can sp end 10 E ssence to red uce the Ca sting Time a nd Difficulty of the  Spell by the c aster’s Chirurg eon Skill.

The energy used for necromancy comes from the lands of the dead as well as the living.  This necrotic essence acts like a poison

to living things, and c areless use o f necroma ncy can do  serious harm  to the caster and  the targets of the S pell.  If the caster ge ts

less successes tha n the Ma stery of the Spell, the character losses 10 additional points of Essence for every success they were

short.  If this reduces the caster’s Essence below 0, the caster suffers from the Touch of Death.  The caster loses one point from

an Attribute for every 5 full points of Essence below 0 the  character’s E ssence trait should  have gone below.  The player decides

which Attributes are  lost in this fashion.  T his loss is perm anent, and c an only be re covered  through the e xpenditure of

Experience P oints.

The Path of Shadow
Those  who use Shado w Magic tap into a reg ion outside of creation.  The  realm of Shadow  is often described as empty  and hungry

by those who are alert.  The Shadow Mage knows how to draw on this hunger, and use it to siphon essence from the world around

them, capturing it  before it is lost.  When someone within 50 yards of the Shadow Ma ge spends Essence, the caster m ay choose

to siphon mo re Essence  from the targe t.  Attempting to siphon Essen ce requires a Spiritual + M editation roll against the target’s

Resistance Trait.  For e very success m ade by the S hadow M age, the target must  spend an additional point of Essence , which is

gained by the Shadow Mage.  If the target does not have enough Essence, then the benefit of the Essence expen diture is lost.

The Shadow  Mage c an not regain  more Es sence than w hat they can no rmally 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 forms of magic.  By expending 10 Health when casting a

Spell,  the Shadow Mage can use the Special Rules for one other Form of magic in add ition to the rules fo r Shadow  Magic.  A ll

the rules of the imitated form must  be abided by, but the Difficulty of the Spell being cast is increased by five.  Shado w Magic

is not magic o f ‘darkness’, bu t magic of twilight.  As such, if a Shadow Mage stands in a region of shadow (dim light), they may

add a num ber of dice  equal to their O ccultism to all their S hadow M agic rolls by ex pending 1 0 Essenc e for each sp ell.

Shadow Magic is dangero us and unpredictab le.  When attempting to ca st a Shadow Spe ll, 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 S hadow M agic

spell, they must make a Spiritual + Meditation roll with a Difficulty equal to the successes of the roll 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 Hea lth and Esse nce equa l to twice the M astery of the spe ll.  If the Shadow  Mage’s E ssence or H ealth

become 0, the charac ter’s soul is destro yed, and th ey become a form of undead known as a Shade (and thus becomes non-

playable).



The Path of Suleiman
Also known as the  Path of Circ les, these sorce rers are cap able of crea ting powerfu l 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 Circ les have a P otency,

indicating their strength, and the maximum Potency a sorcerer can make  their Circle is equal to the sorcerer’s M astery.  The Cost

in materials for a Circle is equal to twice its Potency.  When using a Circle to perform a summoning, a binding, or a dismissal,

the sorcerer can spend  20 Essence to ad d 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 Reso lve of the No ble – which ever is lower.  For every success of this roll, the Nob le 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 is waived.

In exchange, the sorcerer must perform one task for the Noble, which must be completed before or immed iately  after the No ble

has comp leted their final task.  F ailure results in the so rcerer bein g stripped o f all Forms of magic and having to start over.

Binding involves placing any entity with Divine, Faerie, Infernal or Undead heritage within a Circle.  The Circle must have a

Potency equal to the highest  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 the entity’s Resistance Trait, and the number of successes is compared to the Time

Aspect to determine how long the entity is bound  within the Circle.  W ithin that time, the sor cerer can a ttempt to ba rgain 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 b ound in that Circle for another twenty-four ho urs.

Dismissing an entity is difficult and dangerous.  Dismissing requires intense concentration, and any distraction forces the 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 co mpletely.  An e ntity who is bou nd within a Circle can be dismissed by the sorcerer

making a Spiritual + Occultism roll once p er minute  against the target’s Resolve.  For every success on the roll, the entity loses

one Essence.  If the roll is failed, the caster loses a number of points of Essence equal to the entity’s Resolve.  Once the 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 Essen ce, or they are  distracted suc cessfully from p erforming the  dismissal,  than the entity may make a

Social + Persuasion roll against the sorcerer’s Resolve Trait.  For every s uccess on th is 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 o f the Spirit W orld, capa ble of calling and affecting totemic  and eleme ntal creatures.  W hen casting a S pell

that Summo ns or affects a cr eature with D ivine, Faerie, o r 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 a target, the sha man can c ast Spells aga inst the target rega rdless of the ra nge of the Sp ell.

Essentially,  the shaman can increase the C asting Time by one level (sec onds to minutes, minutes to hours,  hours to da ys, days

to weeks), and  ignore the R ange Asp ect of the Sp ell, allowing the ca ster to target the su bject of the S pell regard less of their

location.  This symp athetic link can be a lock of hair, scrap of cloth from an article of clothing, a brick from the building to be

targeted, or similar personal material.

A shaman ca n bind a sp irit into an obje ct, allowing the sh aman to use  the spirit’s Pow ers as if the shaman had them.  Activating

a spirit’s Power costs 1  Essence and lasts for the Scene.  The shaman can have only one spirit bound, and the spirit has a number

of Powe rs equal to the  shaman’s M astery.



The Path of the Wild
A character who uses Wild Magic harnesses magical energies to tap into the primal ancestry and totemic entities of the world

around them.  For these mages, the Aspects do not work as per the normal rules of Sorcery.  Truthfully, these characters do not

cast Spells.  Instead, they internalize their magic to create po werful effects and augment their forms.

The character’s Aspects  are important in how they allow the character to fuel this ability.  Area is used to determine the radius

for any Powers which have an area of effect, with an area of one yard per level of the  Area Asp ect.  Range is used for any ranged

Powers (such as Telepathy), with a range o f five yards per le vel of the Ran ge Aspec t.  Targets  is used to target multiple peo ple

with Powers which normally can not do such (such as Telepathy), with one targe t per level of the  Target A spect.  Time is used

to determine h ow long the  character c an remain a ugmented , with a time of on e Round  for every level of the Time Aspect.

Finally, the Effect Aspect creates a  pool of Effect Po ints 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: gain one Additional Success on a single 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 Points to gain Regeneration 2, or gain +2

additional successes on all Physical rolls.  As normal,  Mastery limits how much of the character’s Aspects 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.

Witchcraft
A character tra ined in W itchcraft gains kno wledge of sim ple charms and ward s to protect themselves and o thers.  The witch can

make a charm, spending 20 Essence and imbuing an object to be worn.  This charm grants the character Immunity to a specific

race, a specific Form of magic, or Psionics.  The charm does not cost Essence to activate, but can be activated a number of times

equal to the witch’s Mastery.  Once activated, the charm lasts for a Scene.

A ward works much like a ch arm, but co sts 20 Essence and 20 Health.  A ward can protect an area a number of yards in radius

equal to the witch’s Mastery.  Like a charm, the ward pro tects either against a specific race, a specific Form of m agic, or psionics.

Anyone inside the ward  gains Immu nity, but additio nally, if it is used to protect aga inst a race, creatures of that race can not p ass

through the ward.  A ward  lasts twenty-four hours.



Aspects
Area

Levels 0 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15

None Touch 1 yd 10 yd 100 yd 1 mi 10 mi 100 mi global

Range

Levels 0 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15

Self Touch 1 yd 10 yd Sense 100 yd 1 mi Sympathet ic 10 mi 100 mi 1000 mi Known

Target

Levels 0 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15

Self/None 1 5 10 50 100 500 1000 5000

Time

Levels 0 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15

Instant Round Concentration Minute Hour Day Week Month Year Permanent

Frequency Once Day Hour Minute Round Continuous

Effect

Levels Impact Adjustment Secondary

0 None None None

1 1 1 die / Talent Insignificant (Target)

2 2 dice

3 3 3 dice / Gift Insignificant (Area)

4 4 dice

5 6 5 dice / Power Minor (Target)

6 6 dice

7 9 7 dice / Ability Minor (Area)

8 8 dice

9 12 9 dice Major (Target)

10 10 dice

11 15 1 success Major (Area)

12

13 18 2 successes Drastic (Target)

14

15 21 3 successes Drastic (Area)

Trigge red Spe lls

By increasing the Time Aspect by one, the caster can make a

triggered effect.  The caster picks the ‘wait period’ as the first

Time Aspect, then chooses a second Time Aspect which

indicates the Duration of the effect once it is triggered.  The

triggered condition can b e anything that the caster wishes.

If the caster wishes for the triggered effect to happen multiple

times (via repeated triggers), than the Target Aspect is used

to indicate how many times the Effect can be triggered.

Example
Time 6 (Hour, Triggered)

Time 3 (Minute)

Targets 3 (5)

Description: For the next hour , the spell effect can be

triggered.  The effect remains in place for

one minute.  The effect can be triggered up

to five times over the course of the hour.

Frequency

The Frequency Time Effect determines how often an effect

can happen to  a target.  This is used for effects which can be

continuous or which resp ond to a stimulus.

Example
Time 6 (Hour, Triggered)

Time 10 (Frequency, Con tinuous)
Description: Each time the character is attacked over the next hour, regardless of

how often, the effect is triggered.



Area Aspect
The Area Aspect governs area effects.  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 b e protected against  the spell, or immune to the spell’s effect, must use the

Target Aspect to choose  who is not affected by the  spell.  The A rea of the spe ll can be multip lied by the succ esses of the spe ll,

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 o ne spell equ al to the caster’s M astery.  Impact

produces a fixed value or can be used to increase or decrease a numerical value on a character’s sheet.  Things which can be

influenced by Impac t are listed belo w.  A mod ification to an A ttribute doe s not modify secondary Traits (such as Health,

Defence, Speed, e tc).  This is  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 (Dam age or Healing)

2) Secondary Traits (Increase or Decrease:  Defence, Initiative, Resistance, Resolve, Resources, Size, Soak, or Speed)

3) Increase or Dec rease Costs (or create co sts)

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 subjec t automatic successes.  Dice or successes can be granted or taken from the following.

1) Specific Attrib ute or Skill Ro lls (Using the S ocial Attribute , using the Aca demia Sk ill)

2) Specific Circumstances (A ttack Rolls, Spell-Casting Rolls)

Starting at Aspect o ne, a spell  caster can use  Adjustme nt to mimic sp ecific traits that are no t normally  covered  by the charac ter’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 aspec ts of a characte r.  If there is an Essence Cost associated with these,

the cost of the trait can be reduced or increased by using the Effect (Imp act) table.  Granting Powers or Gifts stack with the

effects if the target already possesses it.  For Powers and Gifts, the caster may accept a +2 Difficulty to increase the number of

times that the P ower or G ift is granted or re moved  by the succes ses of the spell, to  a maximum  equal to the c aster’s Ma stery.

Seconda ry is used first and fo remost to go vern side-effec ts of a spell.  For example, a spell which engulfs an area  will usually

create  additional fires which can grow out of control.  This is a secondary effect, and as such, if the  caster wishes the ir spell to

be able to  do this, the caste r must take this effec t.

! Insignificant:  The effect is one that can be ignored.  It does not require a roll on the part of any witness or the target of the spell.
Example: A fire spell which scorches the ground or that damages clothing.  An illusion which may cause people to be startled, but
little else.

! Minor:   The effect is one that may be ignored, but it will have an effect on the targets or the environment.  The caster can force a
specific roll (Attribute + Skill) to avoid the secondary effect.  Adjustment can be used to apply a penalty to th is roll.  Example: An
illusion may inspire fear in those who see it, and can force a Mental + Awareness roll among witnesses.  The witnesses can decide
how to react to the effect, but if they fail the roll, they do feel fear.

! Major:   The effect is one which is difficult to ignore, and will 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
conditions which occur with failure.  Example: A necromantic fireball which causes horrible burns to those in the area of effect that
can not be healed by magic.  A character can use Mental + Chirurgeon to attempt to minimize the damage however, and thus allow
the burns to heal normally.

! Drastic:  The effect can not be ignored, and will have a drastic effect on the target or environment.  The caster can choose to inflict
penalties or create conditions where no roll is involved.  Example: A fireball which leaves flames in its wake which 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 caster can produce an effect, or where an effec t can reach to .  This can b e used to

strike at someon e at a distance , or to even tele port to  the distance gr anted by this A spect.   The character must still choose an Area

or a Target for the spell itself.  T he Range  of the spell can  be multiplied  by the succes ses of the spell, up  to the caster’s M astery,

by increasing the Difficulty by +2.

Target Aspect
Target refers to a single focussed recipient for the spell the caster will be casting.  This can be anything which is recognized as

a single object.  In the case of landscape, a ‘target’ can not extend more than 5 yards in radius.  The Target Aspect is  used for

selecting individuals, either for inclusion or exclusion from a spell e ffect.  This may also be used on the spell itself, to allow for

multiple  versions of the  spell to be cast.   Note that while this can allow a caster to strike a single target with multiple spell effects,

if the effects are simulta neous, then o nly one effect is ap plied.  Th e caster can h owever, sp ace the spe ll effect out over the course

of a duration, as dictated by the Time Aspect.  E xample: A  spell which rele ases a Hea ling Effect may h ave 5 T argets.  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

simultan eously  on the target however, only one effect would count.  The Targes of the spell can be multiplied by the successes

of the spell, up to the caster’s Mastery, by increasing the Difficulty by +2.

Sample Targets

A person, a ho rse, a wagon , a door, a ja cket, a sword , a ring, a tavern, a  window, a fire place, a tab le, a chair, a tent, a

lamp-post, a tree, a rock, a well, a backpack, a cliff wall, a floor.

The difference between Target and Area is that Area is all-inclusive.  If you target a tavern with an invisibility spell, the tavern

becomes invisible, but the plants that surround it and the people within it will not become  invisible.  If you targe t the area with

an invisibility spell, the tavern, the plants on it, anyone entering it, and those who are inside will all become invisible.  If you

cast a fire spell on a floor, the floor will burst into flames and potentially damage those who are standing on it.  If you cast a fire

spell within an are a, everything in the area bursts into flames.

Time Aspect
The Time Aspect co ntrols duration and time-critical effects.  There are two forms of Time Aspect, one governing duration, and

one governing frequency.  The primary Asp ect of Time is used to de termine how long an effect can last as a  continuous  effect.

This  does not apply to  immediate  effects (such as simple healing) but it does app ly to granting and removing ab ilities, bonuses,

or penalties.  The Duration of the spell can be multiplied by the succes ses of the spell,  up to the caster’s Mastery, by increasing

the Difficulty by +2.

Frequency is used to govern effects which are repetitive.  When used, the spell produces the effect a number of times over the

course of a duration .  The num ber of times is d etermined  by how po werful the Freq uency used .  Frequency is explained 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 healing spell into a regeneration spell, for example.

If the character chooses a Frequency of Continuous, then the character must set a triggering condition.  Each time the condition

is triggered, the effect takes place.  Under normal circumstances, this can be duplicated by using the Time Aspect, with a Trigger,

then placing a Target Aspect for the number of times that the effect can be triggered.  When using Continuous Frequency, this

is not necessa ry.



Casting Times

Form Ma stery of S pell

1 to 3 4 to 6 7 to 9 10 to 12 13 to 15

Aria Seconds Minutes Hours Days Weeks

Artificing 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

Necromancy Instant Seconds Minutes Hours Days

Shadow P ath Instant Seconds Minutes Hours Days

Shaman ism Seconds Minutes Hours Days Weeks

Suleiman Path Seconds Minutes Hours Days Weeks

Wild Path None None None None None

Witchcraft Instant Seconds Minutes Hours Days

Mastery and Aspects
Each Form of magic has a Mastery .  Each Mastery is determined by one Attribute and  three Skills.  Th e level of a cha racter’s

Mastery is equal to the lowest of the Skills or Attribute.  While Aspect rating determ ines the highest w ithin each Asp ect 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 as if  they were all 3, regardless of actual level in the Aspects.  If his Azure Magic is 5,

he can use every Aspe ct at their full effect, but is limited to the actual values.

Multiple Forms
A character may use multiple forms when casting a spell, ga ining the adva ntages of eve rything used.  There ar e some sp ecific

rules however which app ly when doing this:

Mastery: Equal to the lowest Mastery of all Forms used.  This is the Primary Fo rm

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 special abilities to use from all Forms involved in the spell, but any negative side effects

apply to the spell for any Form used.

Rites

A character can spend 1 DP to learn a rite.  A rite is a spell that is personalized and unchanging; the character is capable of

repeating the spell again and again, but it has been fine-tuned to a specific action and effect, and cannot be changed.  The player

writes down the rite on their character sheet as-is.  The character gains an additional success on the roll for casting the rite, and

the Difficulty of the spell is reduced by two.



Casting Spells
Each type of M agic uses a sp ecific Attribute to fuel it.  On all rolls for that form of magic, the Attribute is used.  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 a spell to augment their ability to understand language can use the Linguistics skill for casting the spell,  while another

character performs a ritual dan ce using a sword to focus o n their spell can use either Artistry or Swords to cast the spell.  The

roll for casting a  spell is Attribute +  Skill.

The roll for casting a sp ell is Attribute +  Skill, modified by bonuses a nd penalties as pertain to the situation. If the roll succeeds,

Essence is spent and the effects of the spell are determined and resolved.  A spell can not have an effect whic h modifies the

casting roll or the successes of the spell itself.  A caster must be able to m ove and sp eak freely to ca st a spell.  A mage that is

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 can choose to  either increase  or decrea se the casting time  of a spell.  Th e character  may only  adjust the casting time

up or down a number o f times equal to  the characte r’s Mastery in th at form of ma gic.  The ch aracter can not choo se to both

increase and decrease a spell’s casting  time, thou gh items which  adjust the cas ting time are allo wed to wo rk in tandem  with

either method.

For every point that the caster increases the 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).

Adjustme nts to casting time (such as from an item with Augment or a reduction  due to  a built-in penalty) are calculated before

dropping dice.

Countering Magic
A character can attempt to counter a spell as it is being cast.  The primary type of countering is to simply injure or interrupt the

spell caster.  The  character c an make a  Social+P ersuasion, S piritual+O ccultism, or a n ormal Attac k Roll to attem pt to distract,

counter-sp ell, or damage the caster in an attempt to interrupt the spell being cast, or to break the caster’s concentration.  The

Difficulty of doing this is d ependa nt on the meth od used.  F or Social a ttempts, the D ifficulty is the caster’s Re solve.  For Spiritual

attempts, the Difficulty is the Mastery o f the spell and requ ires an expe nditure of 10  Essence.  F or attack ro lls, the Difficulty is

the caster’s Defence.  In any of these cases, the character is using an Action.

If successful,  the caster mu st make a M ental+M editation roll w ith a Difficulty equa l to the successe s of their opp onent.  A  failure

results in the caster’s spell being interrupted and failing.  If the magic is of a Form that penalizes failure, all penalties take place.

A character does no t need to kn ow how  to use ma gic to attempt to c ounter a sp ell.

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 concentra tion is required .  For most sp ells, a caster do es not begin  to regain  Essence spent until the effect expires, e ffectively

lowering the c aster’s maxim um Essen ce for the du ration of the sp ell.

Spells  with a permanent duration are exempt, having been created in a self-sustaining fashion. Additionally, items empowered

by Artificing, and  Summo ning in genera l are all exemp t from this cost.

Dismissing Spells
Under most circumstances, a spell caster can deliberately end a spell’s effect before its duration expires.  Doing so is controlled

and does not c ause any failure c onditions fo r a magic style.  T here are, ho wever, exce ptions.  Any spell with a permanent

duration may not be dismissed in this way.  Also, items empowered through Artificing and Summonings are not nor mally

dismissable, though they may be cre ated 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

wishes to do, and using those levels to determine the various co sts and com plexities to  the spell.  Eac h form of ma gic has spec ific

rules on what can  be taken an d what the ch aracter is  effective at.  Under most circumstances, players will be able to simply throw

a spell togethe r when it is need ed, and re lease it immed iately.

Most  Aspect charts go to level 15 , though the Aspect skills are limited to rank 10 . These charts allow for special conditions such

as magic styles that allow higher Aspects.

Mastery / Difficulty
The highest Aspect chosen for a spell determines the spell’s Mas tery.  This also se ts the base D ifficulty of the spell, thou gh this

may be modified by specific Talents and things such as making a Triggered Spell.  When casting against an unwilling or

unknowing opponent the Difficulty of the spell is either the Mastery, or the target’s Resista nce, whichev er is higher.  The target

can choose to  spend 5 E ssence to  increase their Resistance by +2, or can spend an Action to add their Resistance to the Difficulty

of the Spell as an Active Defence.  Against a willing target, the character uses the Difficulty of the spell, alone.

Essence Cost
The Essence c ost of a spell is eq ual to the sum o f all Aspects in the spell. The Essence is expended after the casting roll is made,

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 time is the highest Aspect

level of the spell plus one for every other Aspect included in the  spell. This nu mber is  then matche d with the style of m agic 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 a triggered spell effect, can be overcome by the target.  If the target of the spell has a higher Resistance (or in the case of

Glamour, Resolve), than the successes of the spell, the sp ell has no effect o n the target.  If the targ et can not resist the  spell, then

the full effect of the sp ell applies to the  target.  Essenc e can be sp ent to raise the tar get’s Resistanc e in respon se to the spell.

Area Effects
A spell which affec ts an area is not re sisted by those  within the area of effec t.  This also goes for triggered spells which do not

target someon e until the effect has b een triggered .  Instead, if  the spell is cast successfully, to find if a person within the area of

effect is subject to the spell, compare the successes against the 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 always use the Unadjusted values of a cha racter’s Attribu tes or Skills to d etermine M astery.

3) Psionics always uses the Unadjusted values of a cha racter’s Attribu tes to determ ine ability.

4) A character c an have a m aximum nu mber of o ngoing Spell Effe cts 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, a nd is remo ved to ma ke room  for the new Sp ell.

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 Targets to make it affect the Mental and Social as well.  Each different

aspect is its own  Effect.



Summoning
Summo ning is a specialized  form of sorc ery, and uses slig htly altered rules fo r what is allowed .  The pur pose of a  summoning

is to create or conjure a creature to serve the caster.  In essence, the caster uses th e Effect Asp ect to create th e necessary tra its

which would make an effective character sheet.  It is automatically assumed that a summon is controlled by the caster, though

the degree of control may be in question.

Area Aspect

This Aspect is use ful for when the c aster wishes to  create multiple minions from the tools at hand.  Normally, this is used for

Necrom ancy.  A goo d examp le would b e: 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 ca n allow the ca ster to create m ultiple summo ns at the same tim e.  Addition ally, 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 de termines ho w long the sum moning ca n last for.  At the end  of the duration, t he effect ends and the summoned

creature vanishes.  The caster may decide to increase the duration of a summo n by spend ing 5 Hea lth for each increase in the

Time A spect.  This w ill allow a caster to  surpass their M astery and T ime Aspe ct level.

Effect Aspect

Impact is used to create the m ost importa nt aspects of a  summoning.  The following things are created using the Impact Effect:

Attributes: Impact determines  the level in the sum mon’s Attrib utes.  Target Aspect (3 ) may be used to target all four

Attributes, allow ing the four Attrib utes to be give n the same lev el.

Size: Impact determines the Size level of the summon, negative or positive.

Resources: Summons can begin with equipment.  The caster can grant the summon Resources, and then select equipment

for the summon as t hey would a starting character.  Any Resources not spent are discarded, and when the

duration ex pires, the equ ipment disa ppears as  well.

Skills: Impact is used to de termine the lev el of each ind ividual Skill.   Target Aspect may be used to selec t 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 summ on Pow ers, Gifts, Abilities, a nd Sorce ry.  The leve l of each Asp ect for Sorc ery is

determined by Impact, but to determine how many Gifts or Powers the summon has, the character may use Target Aspect to grant

a number of Powers or Gifts simultaneously.  Powers and Gifts must be granted on their own.  (A character can not choose ‘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 the m.  This includ es anyone w ith

an undead, divine, faerie , or infernal element to  their race.  To unsummon a target, the character uses the same rules on Effect

Aspects  as they do for creating a creature – only the goal is to reduce the target’s traits to 0.  In essence, the character ‘unmakes’

the target.

An Unsummon ing is always actively  resisted, mea ning the chara cter rolls agains t the Difficulty of the sp ell + Resistance of the

target.  If the character succeeds in the spell, the target is unmade, and returns to the realm  of their lineage.  F or undea d, this

banishes the target to the underworld.

Creatures Summoned

Below is the  list of the most co mmon thin gs summo ned by eac h Form o f Sorcery:
Aria Not normally used for summoning. Artificing Golems and Constructs
Azure Magic Elementals or ‘Familiars’ Bardic Magic Nature Spirits
Glamour Fairy Trickster or Nature Spirits Infernalism Demons o r Capt ured So uls
Necromancy Undead Minions Shadow Magic Shadow Spirits
Shamanism Tote mic Animals and Na ture T otems Suleiman Elemental Nobles
Wild Magic None Witchcraft House and Hearth Spirits



Specialized Magic
There are a number of Talents which are used to augment specialized forms of magic.  Any character c an attempt these forms,

which use slightly different rules than normal spells.  The mechanics are listed below.

Portal M agic
A portal is a gate-way created to travel between distances.  Portals are one-way, and can either be temporary  or permanent

portals.  Temporary portals use the Target Aspect to determine how many people it will allow through.

Area: 0

Range: x (Determines Distance Travelled)

Target: x (Optional: Creates a temporary portal which expire s when the listed  number o f people cr oss through .)

Time: 0

Effect: 5 (Seco ndary Effec t)

To use a temporary portal, anyone activating it must spend Essence equal to the Mastery of the portal spell that was

made.  The portal remains in place until the listed number of people have crossed thro ugh.  Activating a portal to cross

through requires a Spiritual + Occ ultism roll equal to the  Difficulty of the Sp ell.  Effect (Imp act) 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  Resourc e 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 still be made to use the gate way

(Difficulty 0).  The portal is keyed to a single 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 po tion and benefit from the potion’s effects.

A potion is constructed as a normal spell, but with the following adjustments added:

Target: 1

Time: Special (Duration is chosen to determine how long the potion lasts before 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’s effects actually are.

Rune Magic
A rune is a symbol, usu ally carved into  an objec t or tattooed  onto the skin or fur.  It can also be cut into a target as well, though

such things tend to leave permanent marks when done.

Area: 0

Range: 1

Target: x (Number of times the Rune can be used)

Time: 0

Effect: 5 (Power)

The character chooses one Power which is inscribed up on the target.  T he caster ma y invest Essenc e into this effect,

with the Essence Cost being equal to the Essence Cost of the Power that the Rune will create.  The minimum Essence

Cost for a Rune is 5 .  If the caster pays th e Essence  Cost,  activating the R une costs  no Essence to use.  If the caster does

not, or pays a lesser 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 + H erbalist + Resources)

with a Difficulty equa l to the Difficulty  of the Rune being made.  This cost is for  the various o intments and  materials

needed to inscribe the Rune.  If the caster wishes to inscribe the Rune into living flesh (called scarification), the

Resource Cost is instead  the Dama ge of the pro cess, multiplied  by the succes ses of the spell-ca sting roll.  A character

can only have a number of scar-Runes equal to their Spiritual Attribute.  Any further Runes engraved onto the character

do nothing.  Activating a Rune is considered an Instant Action, and the Ru ne takes effect im mediately.



Scroll Crafting
Scrolls  are a staple of the fantasy setting.  A sorcerer can place  a spell into a scroll f or 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 pro cess takes a number of hours equal to the casting time of the spell.  The

sorcerer does not n eed to spe nd Essenc e to create a s croll.  A scro ll can not benefit from Form, either in the crafting  of the scroll,

or in the casting of the spell afterwards.  Once the character has paid for the Resource Cost, they ma ke a Me ntal + Acad emia

roll as if casting the spell.  Each success indicates how many times the scroll may be used.

When casting from a scroll, the reader must make a Mental + Language roll for casting, using the Difficulty of the spell being

cast.  Read ing a scroll to ca st a spell takes one Round, and the reader spends the Essence to fuel the spell, though the Essence

Cost is redu ced by on e per succe ss on the casting  roll.

Wand Crafting
A wand is essen tially a staff or stick which has been imbued to cast spells.  A sorcerer can place a spell into a wand for later use,

either by themselves, or by others.  The caster makes a Resource Roll (Mental + Occultism + Resourc es) with a Co st equal to

the Mastery o f the Spell, and  a Difficulty equal to the spell’s Difficulty.  The process takes a number of days equal to the casting

time of the spell.  T he sorcere r does no t need to spe nd Essenc e to create  a wand.  A wand can not benefit from F orm, either in

the crafting of the wand, o r in the casting of the  spell afterward s.  Once the c haracter ha s paid for the R esource C ost, they make

a Mental + Inventor roll as if casting the spell.  The sorcerer uses the Targets  Aspect to determine how many times the wand can

be used b efore it expire s.  This value is m ultiplied by the su ccesses of the  spell roll.

When casting from a wand, the user must make a Mental + Occultism  roll for casting, using the Difficulty of the spell being  cast.

Using a wand to cast a spell takes one Action, and the user spends the Essence to fuel the spell, though th e Essence  Cost is

reduced  by one pe r success on  the casting roll.


