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Sorcery
Invoking Sorcery

Sorcery allows you to accomplish things 
that aren’t normally possible: the improbable, 
implausible, and otherwise impossible.

Practicing sorcery–casting a spell–is 
rolled like any other contest.  However, to 
make the magic happen, you must have a 
sorcerous tool.  No tool, no magic.

Simple spells are resolved with a simple 
contest: roll your dice and present one.  
Unless you roll all 1s, your spell is cast.  If you 
present the high die, the spell accomplishes 
what you want it to do: you “win.”  Sorcery 
can also be used in conjunction with other 
rulesheets, in which case the dice you rolled 
are used as described in the rulesheet.

It’s worth noting that anyone can attempt 
sorcery.  Characters without sorcerous 
training will just find themselves rolling three 
d4s and accumulating a lot of drain.

Sorcerous Tools

Sorcerous tools–grimoires, wands, circlets, 
wizard’s staves and the like–are necessary 
tools for working sorcery.

Any tool created to aid sorcery has a number 
of keywords that describe what about that 
tool works in sorcery.  Emerald green gems 
might assist in manipulating plants or inciting 
envy; delicate construction might work with 
precision magics or manipulatons; blessed 
materials contribute to miracles.

If you can describe how your tool’s 
keyword complements your spell, roll a d8.  
Otherwise, you can use the tool (and thus 
work sorcery), but do not roll a d8.

Gaining Drain

Whenever you roll dice for sorcery, each 
die that rolls 1 gives you a point of drain.  
Shifting or rerolling does not mitigate drain.  
Shifting a die to 1 does produce drain.

Drain burdens your later actions.  Whenever 
you have drain and roll dice, you must shift 
the high die down one point for each point 
of drain you have.

You must always reduce the highest, largest 
die: if you have two points of drain and roll 
a 6 on a d6, a 5 on  a d8, and a 2 on a d4, 
you must reduce the 6 to a 5, then the 5 on 
the d8 to a 4.

Dissipating Drain

You can dissipate drain and remove it from 
your character sheet with ten minutes’ 
uninterrupted meditation and a contest.  
This is a spell–active sorcery–so it does 
require an appropriate tool and can produce 
more drain than it dissipates.  

In the absence of an interfering character 
who rolls dice to oppose you, the GM rolls 
location Elements for the contest.  Present 
dice in ascending order; each time you 
present the high die, strike one drain from 
your sheet.  Any 1s you roll add a new point 
of drain. 

Spellcraft

Sometimes you do “sorcery things,” using 
sorcerous Elements and even sorcerous 
tools, which are not active use of spells.  
You might recall the limits of a certain kind 
of sorcery, analyze a ritual to learn its costs 
and effects, examine a tool to discover its 
sorcerous keywords, or the like. This is 
called spellcraft, and does not risk drain. 

Curses, Hexes, 
and Charms

Emotions & Lay 
Sorcery
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Sorcery
Emotions & Lay 
Sorcery
While dedicated sorcerous tools are useful, 
they are not always convenient.  Luckily, 
sorcery can also make use of the abstract 
tools of emotions.

Anyone may gather emotional power and 
add the emotion to their list of tools.  You 
can do this by rolling a d4 in any contest 
where that emotion is running high in your 
charater.  Instead of claiming a Heat, add 
the emotion to your list of tools.

You may use an emotion as a complementary 
tool when doing anything else, gaining you 
a d8.  Doing so is technically sorcery; 
scholars refer to this as “lay sorcery” 
because it requires no training.  This does 
carry the risk of drain, however!

You may also use the emotion to power 
a real spell: flashy and well beyond your 
“normal” abilities.  The emotion may give 
you a d8 if it complements the spell being 
cast–basically it works as its own keyword.

Whether used in lay sorcery or for a “real” 
spell, the emotion is consumed if one of 
your dice comes up 1 in that roll (rerolls and 
shifts do not mitigate this).

Counterspelling

Any sorcery can be counterspelled as it is 
being cast; this simply requires the oppositoin 
to present a higher die immediately after 
the caster’s die.  Counterspelling is always 
sorcery and risks drain.

Once cast, sorcery must be dispelled, which 
is usually a more involved process.  Each 
kind of ward requires something different.

Wards

Most spells produce an immediate effect 
and are over as soon as they begin.  Those 
few exceptions are collectively called 
wards.

Curses create a lasting connection between 
the sorcerer and a target.  The target 
experiences this as gnawing pain, invisible 
bindings, or nagging fear.  This is noted as 
a tool on the sorcerer’s sheet, and can be 
used for any other sorcery used against the 
target.  This comes at a price, however: 
all curses require the sorcerer to fill in a 
wound bubble, which usually cannot be 
healed until the curse is lifted.  Curses can 
be dispelled with a simple contest, although 
lifting a curse requires the presence of the 
original caster.  Failing that, a vial of their 
blood or a clipping of hair will suffice.

Hexes can be cast on locations and tools, 
binding them to the sorcerer’s will.  This 
automatically adds one point of drain, 
which cannot be dissipated until the hex 
is dropped.  Whenever anyone passes 
through the hexed location or tries to use 
the hexed tool, the sorcerer knows who it 
is.  Additionally, if someone uses the hexed 
location or tool to roll a d8, the sorcerer 
can substitute a d4 instead at the cost 
of one additional drain (which dissipates 
normally).  Hexes can be dispelled with a 
simple contest which uses the location or 
tool in the casting.

Charms add a temporary Element to 
another character, such as Infatuated, 
Terrified, or Gullible. However, the charm 
requires a dedicated tool to maintain its 
effect.  The tool cannot be used for any 
other sorcery, and anyone possessing the 
dedicated tool can cancel the charm simply 
by willing it so.
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