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Jump in the Fire 
At long last , the age of magic is dawning. Fire and eldritch force 
shall combine with such a thunderous clap that your world cannot 
hope to survive unchanged . 

This book is about magic in the Burning Wheel Fantasy Roleplaying 
System. By magic, I mean wizards, priests, miracles, spell s, powers 
and artifacts. 

The terms wizard and sorcerer are used loosely-anyone who is 
with arcane power is considered a wizard or sorcerer in 

· the context of this book. 

A wealth of options and information are contained herein. There is, 
perhaps, too much in th is book. So take care as you delve furth er, 
because there is only one sure t hing about mercurial magic: It will 
change your world! 

The Structmc of the Magic Burner 
The Magic Burner is divided .into five sections: The Roles of Magic, 
the Arcane Library, Magical Artifacts, the Wizard Burner and the 
Magic Burner itself. 

The book begins with an essay by Thor Olavsrud , ou r esteemed 
editor, on the roles of magic in fiction . This essay is likely the most 
important part of this book. Thor breaks down what it means to be 
a wizard and wield power for good or ill. He asserts that there can 
be no magic without a wizard to employ it. In the Burning Wheel, 
magic is secondary to the characters. 

The next section , the Arcane L ibrary, presents 13 magical 
systems and variants for use in your Burning \Vheel game: Gifted , 
Corruption., Practical Magic, Religion, Art Magic, Enchant ing, 
Sp irit Binding., Sum moning, Death Art, Blood Magic, Abstraction 
and Distillation, Revised Practicals a nd the Arsenal Method. It's a 
veritable library of arcana. 
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After the magical systems, I present you with 25 magical artifacts. 
Some of these pieces are humble and subtle, while others possess earth
shattering power. Each artifact includes a suggested hook, something 
designed to spark the imagination for ways to include the item in your 
game. 

The Wizard Burner section focuses on wielders of magic and those who 
surround them. Most of the lifepaths are designed for Men. Sorcerous 
magic is their art, and these paths grant them access to more dark roads. 
Some of the paths are designed to be incorporated into extant settings, 
and in addition, two completely new settings have been provided for 
your pleasure: the College of Magic and the Death Cult. This chapter 
also details the new traits and skills associated with these lifepaths. 

The final section of this book is the Magic Burner itself, the arcane 
inferno in which you can forge your own mad ideas into utile systems. 
Drawing on examples from this book and all of the other published 
Burning Wheel works , I describe every mechanical facet of the game 
that I have used to create magic. It is the truth laid bare, the joke 
dissected. It"s heady stuff, so prepare yourself! 

Cast your wards, make the sign to avert evil and prepare to enter this 
mysterious place! 

The Things I Don't Talk About 
There is one rather major element omitted from this book on magic: I 
do not talk about farLta sy culture at all. Any discussion of the impact of 
magic on a fantasy world has been left out; it's beyond the scope of this 
book. The Magic Burner focuses on wizards and their power. 

...... 
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The Roles of Magic 
Th e Magic Burner ex ist s to help yo u sh ape the rol e of th e 
supernatural in your game. Perhaps you seek a more historical 
game where men of power follow tbe model of Pytbagoras (the 
famed Ionia n Greek mathematician , ph il osopher, mag ician and 
mystic) or llenricus Cornelius Agrippa von Nettesheim (a German 
mag ician , scholar, physician, legal expert and theologian who 
served Holy Roman Emperor Maximilian I) . Or maybe you are 
more interested in a game with myt hological overtones ins pi red 
by the 1 ikes of Odin or Medea. Most likely, you a rc interested in 
a game where mag ic is firm ly ensconced in the tropes of fantasy 
fict ion inspired by tbe exploits of Candalf and Ged. You should 
find someth ing here to help make magic in your game unique and 
exciting. 

Specificall y, thi s supplem ent is about exploring magic and 
practitioner s of mag ic in the context. of a Burning Wheel ga me. 
The Burn ing Wheel Fantasy Roleplaying System has a number of 
underlying assumptions, and as you begin t:o use 1 he tools included 
in this supplemenl you would do well to keep them in mind. 

Standard Burning Wheel is based la rgely on Wes tern fantasy and 
histo ry, and as such , we draw primarily from \Vestern sources in 
th is supplement. It is not our intent ion to exclude the magic of 
other cultures and traditions. It is our hope that those of you more 
interested in magic based on the legends and slorics of Africa, Asia , 
Southeast Asia., A11 stralia and the Americas, or fanta sies derived 
from these sources, use 1 he tools in t hi s supplement 1 o develop 
them yourselves. We encourage you to share your creations with 
your fellow players a t our website. 

Further, because we are speaking of Burning \Vl1eel, it should be 
clear that a il mag ic consists of choices and consequences . Power 
exacts a great price, botl1 from the person that wields it. and from 
the world itself. But despite th e cosmic powers involved, both the 
choices and the consequences will be fundamentall y human in 
nature, driven by Belief a nd Tnstinct. 
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To this end , we should be clea r that while magical powers hold a degree 
of novelty in themselves, our conceit is that the decision to use power or 
not, how to apply it and the price to be paid for it is far more interesting 
than the actual power itself. The best stories of mag i.c are about the 
choices that its use presents. 

Finally, it is worth noting that the magic in this book is heavily flavored 
by the source material we used for inspiration. At Burning Wheel 
Headquarters, our pole star for matters magical is Ursula K. Le Gu in 
and her stories of Earthsea. It is no coincidence that we return to her 
stories again and again to illustrate our points. Stephen R. Donaldson's 
sto ries of Thomas Covenant are another powerful insp irat ion, and it 
should come as no surprise that J. H. R. Tolkien's stories helped to guide 

. us as well. Norse and Greek mythology also play an important role in 
ou r thinking, and we have drawn from them heavily. 

Magical Magic 
Magic is a supernatural power that defies the natura 1 order. It is a force 
that controls both man and nature. Magic has laws that govern its 
working, though they are often a li en horn the laws that describe the 
working of the natural world. In many case , only another appli cation 
of magic or faith is sufficient to guard against it or break its power. 

In historica l or mythological conceptions of magic, it is generally a 
power granted by the gods or spirits of some kind. 

Such magic is usuall y innate in the case of gods (tho ugh some, like 
Odin, must quest or sacrifice for deeper secrets) . For men , vis ions 
and callings are a common way to discover power, from Moses and 
the burning bush to the Oglala Lakota medicine man , Black Elk., who 
rece ived his vision at a young age during an intense, life-threatenin g 
fever. Men , in general, invoke tl~e power-the power does not belong to 
the men themselves. 

In Western fa ntastic literature, wizards a nd witches generally keep 
the quasi-scientific trappings of the Renaissance- or En 1 igh ten rnent
era magus. The historical and rei ig iou s overtones of such magic are 
usuaLly left behind (a great many Renaissance magicians were rnonks, 
like Giordano Bruno, Tommaso Campanella or Abbot Joh a nn es 
Trit hem ius). 

3: 
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Such magic is u sually tapped thro ugh esoteri c formulae and 
inca ntations. Often-but not always- the one who seeks to control 
such powers must have been born with a special gift. Others, like Pan 
Twardowski (a sorcerer from Polish folklore) or Dr. Faust (of German 
legend and literature)., gain access to their powers by bargaining with 
the Dev il. 

Archetypes in Magical Fiction 
T here a r e three important terms we u se in this essay t hat bear 
definition: the other, the mi stake and the forbidden place. These a re 
three archetypes that appear in fa ntast ic fiction. We need to look at 
them before we can delve too deeply into the roles of magic. 

The Other 
The other is a person who, although acknowledged by a community, 
is considered outside it. Wizards stand apart as others because they 
are different; th ey wield a power that regular people neither have 
nor tmderstand, and their names are written in the book of destiny. 
Commun ities either fear a wizard's power, revere that power or both. 

The Mistake 
The mistake is a terrible error committed by a young wizard in hubris 
or ignorance. The error has far-reaching consequences that threaten 
doom to the wizm·d, his loved ones m1d often the world itself. 

The Forbidden Place 
The forbidden place appears in story after story. It is a place that 
the corrununity considers taboo. Jt appears in many gu ises: a cave, 
a haunted forest, a lost temple, a deep mine, a tomb, a labyrin th or 
even the lm1d of the dead . The forbidden place is fraught with terrible 
danger. Perhaps most dangerously of all, the forbidden place forces 
d1e wizm·d to examine himself, to face who and what he is. 

Sorcerer and the Community 
Sorcerers and wizards a lways exist in relation to a community, whether 
they are its protector, its outcast or its terrifying adversary. The 
stories of sorcerous heroes often begin with a pressing need within a 
community. The com muni ty will be threatened, whether by natural 
disaster, conquest or even more insidious perils, like the weakening of 
the barrier that separates the living from the dead. 
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As one who stands apart, the sorcerer is in a unique position to answer 
the community's need , for he is able to see in ways the communi ty 
cannot. Further, he has, or can find , the power to act on what he sees . 

If the community recognizes its need and sorcer y is revered, or at 
least accepted , the sorcerer may be seen as a savior by his community. 
Prophecy may identify him as anointed for the role. 

Ramon Alonzo, the hero of Lord Dunsany"'s 1926 fantasy novel The 
Charwoman's Shadow, is a prime example. His father is the Lord of the 
Tower and Rocky For est, but the family has fallen on hard times and has 
no money for the dowry of Ramon's sister, Mirandola. Ramon is sent to 
study with a nearby magician so as to learn how to turn dross into gold 
.and thus supply his sister's dowry. In this story, the community is small, 
consisting only of Ramon's farn il y. T t works because the story remains 
relentlessly focused on the personal level, even though Ramon's actions 
ultimately affect all of Spain and one long-suffering charwoman. 

Galen Brad warden provides another example in the film Dragonslaye1: 
Galen's community is the whole of the kingdom of Urland. He steps 
into the role of savior by summoning his master from the dead with an 
incantation so that he may confront the dreaded dragon Vermithrax 
Pejorative . 

Thomas Covenant, of Stephen R. Donaldson's Chronicles of Thomas 
Covenant the Un believe1:, is the quintessential antihero. He shows 
another side of thi s type of wizard. The White-Gold Wielder, and 
supposed reincarnation of a great hero of the Land, is recognized as 
a savior by almost everyone in that place except for himself. He is 
sent forth in accord with proph~cy to use hi s wild magic to thwart the 
machinations of the dreaded Lord Foul. 

Other t imes, the need is only hinted at in prophecy, and only a select few 
recognize the portents. Heroes in such stories are often underestimated 
and even scorned, for the comm unity does not see its need. Yet when 
troubl e strik es a nd only a man or woman of power has the ability to 
face it , it is fortunate indeed tha t such a person is nearby to hear the 
call. 

Once the need has been identified, the anointed one must step forward 
as destin y requ ires-the living embodiment of the mystical other who 
possesses the power to cure the incurable. 
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The Light Side 
Whether the source of inspiration is h istori cal, mythological or literary, 
cer ta in themes recur. Magical heroes generally take one of four roles: 
the Adept, the Bringer of Fire, the Maker or the Oracle. Sometimes a 
hero is purely one type, while some heroes blend them. 

Our examples are far from exhaustive. We've pared them down to our' 
favorites and encourage you to reflect on yours. In some cases, we've left 
out the most obviou s examples because, well, they're very obvious. 

The Adept 
"Gee!, Listen to me now. Have you never thought how danger must 
surround power as shadow does light? This sorce1y is not a game we 
play for pleasure or praise. Think of" this: that eve1y word, eve1y act of 
our Art is said and is done eitherfor good, orfor evil. Before y ou speak 
or do y ou must know the price that is to paJ'I" 

-Ursula K. Le Guin , A Wizard ofEarthsea 

The Adept is a youn g wizar·d or sorceress, flu sh wi th power- often 
beyond that of magical peers-but lacking the wisdom and experience 
to understand the deeper ramifications of hi s actions. 

The story of the Adept is one of power, error and redemption. The need 
to redeem himself, to fix an error, is what separates the Adept from the 
other roles. 

The Adept is powerful, but he is also innocent., nai"ve and vulnerable. 
In his arrogance or ignorance, the Adept uses his magic to play with 
powers he does not yet understand and breaks a fundamental law or 
rule that is beyond his master y. Often, repeated warnin gs against 
the danger of his chosen path go unheeded. The core quest ion of his 
story is whether he will earn the wisdom to redeem his mistake (and 
thereby to practice hi s art as a master), or succumb to corruption and 
be enveloped by it. 

The mistakes of wizards are not smalL They threaten the world , 
a community or a soul, often all three. The Adept- vulnerable and 
corruptible- must go forth as a savior on a quest to undo what he has 
wrought. 

Such quests generally have three stages, as follows: 
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First , the Adept must recognize the extent of his mistake and that on ly 
he bas the ability to fix it. lie cannot run from his mistake, nor can a 

mentor m· Oracle resolve iL l'or h im. 
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Second., the Adept must accept that the mistake was the result of a flaw 
in himself. Outside forces may have played a role in bringing him to his 
mistake, but he alone is ult imately responsible for his fate. 

Finally, the Adept must confront his mistake, usually in a lost or 
forbidden place , and pay a price (which could be anything from 
humility to death) to redeem it. 

Gee! of Earthsea defines the role of the Adept in A Wizard of Earthsea , 
when his arrogance and env y lead him to attempt to summon the dead. 
Instead, he brings forth a monstrous shadow and must undertake a 
long and harrowing quest beyond the edge of the world to master both 
it and himself. Only by vanquishing his pride, learning humility, and 
accepting the da rk things within himself as part of his being, is he able 
to overcome the shadow that he summoned. 

Thomas Covenant the Unbeliever is another Adept. In Lord Foul's 
Bane, his disregard leads him to commit an unforgivable crime that 
he must struggle to redeem. Somewhat uniquely for an Adept, Thomas 
Covenant's mistake is not tied to misuse of magical power, but rather to 
a refusal to acknowledge the world around him and his role in it. Only 
by accepting the world and his place in it can he draw on the wild and 
unpredictable magic of his ring to defeat Lord Foul. 

John Constantine, too, is an embodiment of the Adept. As a young man, 
Constantine thought he had the wisdom and power to end a demonic 
possession. Instead, he damned a little girl 's soul and doomed himself 
and the friends who particip ated in the ritual. The comic Hellblazer is a 
long and winding chronicle of his doomed effort l.o live with his mistake 
and his addiction l.o walking the razor's edge between the role of the 
Adept and the role of the Dark Disciple. 
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The Bringer of Fire 
Prometheus was one of the Titans, a gigantic race, who inhabited the 
earth before the creation of man. Tb him and his brother l!-pimetheus 
was committed the office of making man, and providing him and all 
other animals with the fa culties necessary for their preseruation. 
Epimetheus undertook to do this, and Prometheus was to overlook his 
work, when it was done. Epimetheus accordingf,y proceeded to bestow 
upon the d~(/erenl animals lhe various g4"ts of courage, strength, 
swiftness, sagacity; wings to one, claws to another; a shelly covering 
to a third, etc. But when man came to be provided fo1; who was to 
be superior to all other animals, Epimetheus had been so prodigal 
of his resources that he had nothing left to bestow upon him. In his 
p erplexity he resorted to his brother Prometheus, who, with the aid 
of Minerva, went up to heaven, and lighted his torch at the chariot of 
the sun and brought down fire to man. With this g4t man was more 
than a match for all other animals. It enabled him to make weapons 
wherewith to subdue them; tools with which to cultivate the earth; to 
warm his dwelling; so as to be comparatively indep endent of" climate; 
and finally to introduce the arts and to coin mane)~ the means of trade 
and commerce. 

- Thomas Bullfinch, The Age of Fable 

The Bringer of Fire is one who recreates the feat of Prometheus by 
journeying to lost or forbidden places, to bring forth salvation for the 
people. It should be noted that th i.s represents two distinct arcs for the 
Bringer of Fire----'-the journey to that forbidden place and the return to 
society with his fire. 

Fire r epresent s many things. It is the forc e of creation, and also 
destruction. It is a source of protection, a nd also terror. It transforms, 
consumes and purifies . It represents technology and man's ability to 
tame nature, but also nature's ability to reclaim what man has made
civilization and primal forces at once. It allows man to communicate his 
prayers to the gods in the form of burnt offerings . Fire is magic. 

But it comes with a steep price. Man does not steal the power of gods 
lightly. Ask Crow, who lost his brilliant plumage; or Dr. Frankenstein, 
who lost everything. A victorious Bringer of Fire will be feted by his 
people, but the price he pays will forever set him apart. 

The Bringer of Fire is both savior and trickster, for power alone is not 
enough to steal power. Wisdom, cunning, ingenuity and a true hea rt are 
required to defeat the challenge of the forbidd en place. 

0 ......., 



11u• llf1a;ic Burm•r 

The forb idden place can be fri ghteningly real or sublimely spirit.na I. 
The prize can be a physical treasure., eldrit.ch migh t or lost or forgotten 
lore. 

The Bringer of Fire doesn't always make hi s _journey with the fate of 
the world a t s l akc. The people can often continue as they a rc without 
the Bringer of Fire's intervention, yet. he can make their lives better and 
more meaningful if his quest is successful. 

The Bringer of Fire has not. erred, as the Adept has . But neither is he 
perfect. His quest. will test and change him. He will have to prove his 
wisdom, cunning and heart. to succeed. 

Ged of Earthsea takes on the mantle of the Bringer of Fire when he 
enters the li ghtless depths of the Tombs of Atuan and brings forth the 
Ring of Erreth-Akbc, thus restoring the Bond Rune, the sign of Peace. 
The Ring is a physical treas ure, but it also represents forgotten lore. 
Ged 's strength and will are put to the supreme test in the tombs, as he 
struggles against darkness and the oppressive force of the Nameless 
powers of the earth. But hi s true test is discovering Arha , the Eaten 
One, and k indling the light of her desire for freedom in order to guide 
her from the belly of the Nameless Ones and allow her to be reborn as 
Tenar. 

Norse mythology gives us yet another example in the form of Odin the 
Allfather, who takes a more spiritual journey by hanging himself from 
the World Tree for nine days , a sacrifice to himself, so that. he might 
bring forth the Hunes of Power-eldritch might. He learns many things, 
from spells t.o stay the weather and extinguish fires to spells for blunting 
weapons and healing. Odin sacrifices an eye so that he might drink 
from the Well of Wisdom and so sec into the past, present and future. 
Odin's tests are ph ys ical in nat ure, b1 1t. also tests of will , requiring the 
king of the gods to humble hi rnself and suffer for power. 

In ]ourne_y to the Wesl, Tripitaka the monk (also known as Xuanzang) 
and his disciples become Bringers of Fire when they journey t.o Vulture 
Peak in India to bring forth the Buddhist scrip t ures. Tripitaka's 
main magical abi I it y is g uidance from Buddha himself, though his 
companions, like Monkey, have fla shier abilities, such as transformation 
or leaping incredibly long distances. Countless evils, both physical and 
spiritual, test the companions on their journey along the Silk Road and 
prove their worthiness to carry the scriptures back to China. 



The Maker 
Tn that time were made those 
things that qf'terwards were most 
renowned of all the works of the 
El/)es . For F'eanor; being come lo 
his fuLL might, was filled with a 
new thought, or it ma.r be that 
some shadow of./(Jreknowledge 
came to him of the doom that drew 
near; and he pondered how the 
Lt:ght of the Trees, the glor:y of the 
Blessed Realm, might be preser{)ed 
imperishable. Then he began a long 
and secret labor; and he summoned 
all his lore, and his power; and his 
subtle skills, and at the end of all 
he made the Silmarils. 

The Fire Within 

- .T. R. R. Tolkicn, The Silmarillion 

The Maker is a skilled technician, a craftsman who accepts the gift 
of fire and tames it so that it becomes a power of creation rather than 
destruction. 

Most frequently it is the product of the Maker 's labors that initiates or 
is the goal of a quest. 

Sometimes, this product can lead to more harm tha n good, as happened 
with Feanor and his sons, who became so enamored of his gr eatest 
creation that they swore an oath that would lead to great suffering and 
misery in the world. The stories oJ such treasures rarely have happy 
endings . 

Other times, the Maker crafts physical treasures of power, like the 
Finnish god-smith Ilmarinen, who created the mysterious Sampo, a 
magical artifact that manufactured flour, salt and gold from thin air. 

T he Maker also exists to mend such treasures , I ike Elrond Half-Elven 
taking up the shattered pieces of Narsil-symbolic of the broken 
kingdom of Arnor and Gondor-and forging them anew as Andur il, 
the Flame of the West, in J. R. R. Tolkien's Fellowship of the Ring. 
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Rarely, it is the land itself the Maker seeks to mend. Heleth, master of 
Aihal, who in turn was master to Ged, shows this face of the Maker 
when he stills the earthquake, mending the fault beneath the Isle of 
Cont in "The Bones of the Earth." 

The Maker's story is primarily one of building and shaping, whether 
it be an item of power, a destiny, a nation or a person. It requires 
something broken that a man or woman of power might mend , or a 
danger that a magician might face by crafting a treasure. The mending 
is never an easy task, and frequently requires a journey to a forbidden 
place for the reagents necessary for a making. Invariably, the making 
requires a sacrifice that is difficult for the magician to bear. 

The Oracle 
Alas, alas, what misery to be wise 
When wisdom profits nothing! This old Lore 
1 had j01gotten; else I were not here. 

- Sophocles, Oedipus Rex 

The Oracle is an advisor and guide, a keeper of secrets and lost lore. 
His role is to inform, never to act. The Oracle is always a supporting 
character, great in power but unable to perform the task for which the 
hero is destined. 

Oracles deliver knowl edge from unattainable sources-the gods, the 
future, the past , the dead-and transmit it to the hero so he migh t 
continue his quest. Not infrequently, the hero denies the Oracle's 
wisdom to his misfortune. 

The Oracle can appear at the beginning of a tale so that he might 
commune with the otherworld and relay the hero's destined path-one 
that is surely filled with misfortune or an guish. But the Oracle can also 
be a goal of a hero's quest, dwelling in the forbidden place to deliver the 
otherworld 's lore to the Bringer of F ire. 

Teiresias the blind seer p lays the role of Oracle many times in his 
appearances in epic poetry and tragedies . In Oedipus Re:r: he reveals 
the cause of the curse on Thebes to the furious and disbelieving King 
Oedipus. Even death does not dull the prophet's abilities, for Odysseus 
ventures into the Underworld itself to learn from the ghost of Teiresias 
what he must do to ass uage the sea god Poseidon's wrath. 
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Then there is the tragic Cassandra of the Iliad, whose sufferings seem 
endless. She foresaw the destruction of Troy, as well as her own demise 
and defilement, with the oracular powers inflicted on her by Apollo. 
Despite this , her brothers Hector and Paris, and her father Priam, 
thought her mad a nd imprisoned her., denying her visions. 

Dallben and his adoptive mothers, Orddu, Orwen and Orgoch all play 
the Oracle to the hero Taran in the Chronicles ofPr;ydain. As an Oracle, 
Dallben helps Taran begin his quest s. Taran's two journeys into the 
Marshes of Marva- the forbidden place-to visit Orddu, Orwen and 
Orgoch mark i mportanl. turning points in his des tiny. 

Playing tbe Light Side 
When a player creates a magical character in a Burning Wheel game, 
it i.s worth considering which of the roles that character will play. 
All player characters in Burning Wheel are expected to be dynamic 
protagonists. It is expected that the story of the game revolves around 
the characters and that the characters' Beliefs will be challenged and 
changed in the course of play. 

Of the wizardly roles described above, two-the Adept and the Bringer 
of Fire-lend themselves to the role of protagonist. The Adept, especially, 
addresses the fundamental question of magic: What is the proper use of 
magic? When is its price worth paying and when is it not? 

The other two roles-the Maker and the Oracle-are rarely protagonists; 
they are usually supporting characters that aid or guide the protagonist 
in some way. 

The reason comes down to choice. Adepts and Bringers of Fire are in 
the process of questioning their choices abou t magic and themselves. 
Their stories are about answering those questions. Makers and Oracles 
have typically made their chokes and paid their prices. They are not 
expected to become something else at the end of th e story. 

Heleth , cited as a Maker, is an example of a rare exception for this type. 
l-Ie is a character who still has a choice to make and a price to pay, and 
so he is a fit protagonist for a tale. 



ln any even I , when creating a magical character-whether that 
character uses sorcer y, fa ith , or some other magical power-ask yourself 
what price and what choice stands before the character. What does the 
character struggle with? Ilow does that struggle define magic in your 
game? Write a Belief about tha t str uggle. 

The Dark Side 
Magical villains generall y take one of four roles : the Dark Disciple, the 
Deceiver, the Bringer of Darkness and the lJnmaker. 

The Dark Disciple 
Then, grotesquelj~ his laval eyes took on an angle of curming. Twitching 
nods over his shoulde1; he hissed in a raw voice, "Here-this is fair. 
Fai1: Better than promise. All of them-here. All little Lords and puny 
Bloodguard-luunans. Readyfvr crushing. " He started to laugh, hroke 
into a fit of coughing "Crush! " he spat when he regained control of 
himse(/ "Crush with powe1: "He made a little noise Like cracking of bones 
in his throat. "Power! Little Lords. M.ighty DrooL Better than promises." 

- St:ephe11 R. Donaldson, Lord Foul's Bane 

The Dark Discip le is one who walked the pa th of the Adept but was 
unable to redeem himself. Instead, he was consumed by his mistake. 
Hedemption might still be poss ible, but it is outside the Dark Disciple's 
reach a lone. The impetus must come from another. 

The possibili~y of redemption is the defining attribute of a Dark 
Disciple. \'\fhether that redemption comes to fruition or not is another 
story. The mere possibility gives the cha racter huma n ity and also makes 
the character an excellent foil for the protagonist, who should, in turn , 
recognize that he too might fall as the Dark Disciple has fa llen . 

In the meant ime, the Dark Disciple must serve an evil master and pay 
for his mistake by spreading suffering and terror. The Dark Disciple is 
a servant of a greater ev il. He must be confronted, and vanquished or 
redeemed, before the true evil can be faced . 

Each Dark Disciple has a weakness, sown from his own a rrogance and 
corresponding to his mistake. The one who di scovers that weakness can 
use it to remind the Dark Disciple of h is humanity, or to break his power 
if the Dark Disciple refuses redemption. 
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In general, if the Dark Disciple is the foi l of an Adept, the mistake of 
the Dark Disciple shou ld be the same as the one with which the Adept 
st ruggles . A Dark Disciple works best when held up as a mirror to the 

protagonist. 

Dark Disciples are the most human of sorcerous a ntagoni sts. Their 
mot ives a re typica lly discern ible and understandable. We may not 
feel that we would make a similar mistake, but we should be able to 
understand the choice that was made. 

Dark Disciples are often the servants of Bringer s of Darkness and 
Unmakers , archetypes who rarely interact with th e protagonists 
directly. 

Darth Vader is perhaps the most iconic Dark Disciple. Hi s flaws are 
pride and anger. He is ruled by those passions, as typified by using the 
mystical powers of the Force to kill subordinates who question his power 
or fa il in their duties . Pride-his desire to overthrow hi s master-leads 
him to seek a reunion with his son, leaving the door open for that son to 
awaken feelings in him that he had long bur ied . Whereas Darth Vader 
succumbed to his passions a nd fell to the Dark Side, hi s son, though 
tempted , resists. That resistance proves to be the example Dart h Vader 
needs to stru ggle anew against his own mistake. 

Santman, chi ef of the Order of the Tstari in The Lord of the Rings, 
represents another face of the Dark Disciple. L ike his eventual master, 
Sauron, Sa ruman was a servant of the Valar Aule; !.ike man y of Aule's 
servants, he was predi sposed to covetousness . His lust for ring lore and 
Sauron's power led him to abandon his original quest in Middle Earth 
and to become Sam·on's accomplice a nd servant, raising up a rmies of 
orcs. His desire for power led to his weakness: His pride blinds him to 
the anger he arouses in the primal forces of Fangorn. He sends all his 
armies into Helm's Deep in an effor t to conquer Rohan, and leaves his 
st ronghold undefended aga inst the march of the Ents . Gandalf offers 
Saruman a chance to redeem himself, but Saruman is unwilling, and 
so Candalf breaks his staff and hi s power with it. 

Droo l Rockworm, in Lord F'ou.L 's Bane, is a classic Dark Disciple. 
Thinking that he has captured and mastered the Staff of Law himself, 
he merely performs Lord Foul's bidding. Lord Foul , potent and cunning, 
grants Drool power so that the tw isted cavewight can lead Thomas 
Covenant into a trap and further bind the hapless hero to Lord Foul 
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himself. Drool is a pawn in the game, and though he nearly obliterates 
Covenant and his companions, it is he who is destroyed by Covenant's 
wild magic power. 

The Deceiver 
Moreover {the Noldo r} were not at peace in their hearts, since thex 
had refused to return into the West, and thex desired both to stax in 
Middle-earth, which indeed thex loved, and yet to enjoy the bliss of 
those that had departed. Therefore thex harkened to Saur·on, and they 
learned of him manx things ,for his knowledge was great. In those daxs 
the smiths ofOst-in-Edhil surpassed all that thex had contrived before; 
thex took thought, and they made the Rings of Power. But Sauron. 
guided their labors, and he was aware of all that thex did; for his 
desire was to set a bond upon the Elves and bring them under his 
vigilance. 

- .T. R. R. Tolkien , The Silmarillion 

The Deceiver is a dark Oracle, an agent of evil sent to twist the hero's 
destiny and send him hurtling down the wrong path. 

The Deceiver's power stems from his ability to fool and manipulate 
the protagonist. The Deceiver rarely has the power to stand up to a 
protagonist in a fair fight once his lies have been revealed. Instead , the 
Deceiver plays upon the weaknesses of his victims to encourage them 
to destroy themselves. 

Although the Deceiver's methods are often employed by more powerful 
entities with apocalyptic goals, the Deceiver himself is not seeking the 
end of the world. He seeks control, like the Bringer of Darkness, but is 
not strong enough to take it by force. Instead , the Deceiver's enemies 
must be manipulated into giving up control. 

To function , a Deceiver must gain the trust of a person of power and the 
ability to influence that person. The victim falls under the Deceiver's 
influence due to the Deceiver's evil power, but also du e to a fl aw or 
weakness in the victim's character. The Deceiver guides his victim to 
wrong actions, but ultimately it is the victim's choice. The Deceiver does 
not make anyone do anything. 



Often , the baleful influence or the Deceiver becomes apparent to those 
who truly care for the victim, but by the time it does, the victi rn is too 
far under the Deceiver 's spell. Those who can see the truth are never 
in a posit ion to act d irectly aga inst the Deceiver without hu r ting the 
victim. 

Deceivers most often work on behalf of other powers. They are rarely the 
main vill a ins and frequently turn on their masters at the end , though it 
is rarely out of penitence. Their evil and selfi shness does not a llow them 
to care for anyone but themselves. 

Grima Wonntongue of The Two Towers is one of the most recognizable 
Deceivers. He uses his arts, learned at the feet of Saruman , to enfeeble 
and influence Theodcn , king of the Rohirrim. Under Wormtongue's 
influence, Theoclen King ch·ives his loyal subjects into exile and forsakes 
his duti es . Grima works also to poison the mind of the king against 
Gandalf and the companions. \Vhen Wormtongue is undone, he turns 
upon hi s master. 

Sauron himself, in hi s g ui se as Anna tar, the Lord of Gifts, shows 
himself' a very potent Deceiver. Sau ron takes the role of Anna tar at the 
beginning of the Second Age, befriendin g the Elven smiths of Eregion 
and instructing them in rin g lore and magic, des pite the . doubts of 
Galaclriel and Gil-galad. It is under Annatar's direction that the rings 
of power are made . Later in the Second Age, captured by the king of' 
Numenor, Sauron the Deceiver convinces them to bu ild a temple to 
the Dark Lord Melkor where human sacrifices are made. Eventually, 
under his dark guidance, Numenoreans make war upon Valinor itself, 
and Eru sinks the isle beneath the waves for their pres umption. And 
so Sauron's manipulation and lies ended one of the greatest threats to 
Melkor's ultimate rule of Middle Earth. 

In A Wizard ofEarthsea, it is Serret , daughter of the lord of Re Albi 
and Lady of the Court of the Terrenon, who performs the duties of the 
Deceiver. It is she that goads Ced into making the tenible mistake for 
which he pays dearl y. She senses the weakness in him-his pride and 
arrogance-and plays upon it. Later she seeks to enslave him to the 
Terrenon , one of the Old Powers of the Earth, thinking that she had 
mastered that dread stone and cou ld cont rol Ged through it. Through 
Sen·et, the Terrenon promises Gee! mastery and ru le. By way of much 
sufferin g and heartache, Ced is able to see through her wiles to the 
truth of slaver y nes tled within her lies. in the end , as is inevitable with 
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The Bringet· of Darkness 
He I hought of Yara , the high priest, who worked strange doom s .fi·om 
1 hisj eweled to wet; and the Cimmerian's hair prickled as he remembered 
a tale told b.r a drunken page of the cot.trl-lww Yara had laughed in 
the face 1~/ a hostile p rince, and held up a glowing, evil gem before 
him, and how rays shot blindingly .fimn that unlw(y j ewel, to envelop 
the prince, who scream.ed and f ell down , and shrank to a withered 
blackened lump that changed to a black spider which scampered 
wildly about the chamber until Yara set his heel upon it. 

-Hobert E. I Joward , Th e Tower of the Elephant 

T he Brin ger of Da rkness is a sorcerer whose master y is bent to infecting 

Lhe land with fear and ignorance. The Bringer of Darkness seeks hi s 
own aggrandizement and power, temporal or otherwise. 

Such sorcerers seek dominion over tbe earth, and they pursue thi s goal 
by en1ploying or making deal s with da rk powers and by seekin g to 
break 1 he bonds of civilization. They seek to make men ignorant and 
savage in order to make them easier to rule. 

T he Bringer of Darkness is not bent on destruction for its own sake. If the 
world were destroyed, there would be nothing to rul e and domin ale. 

Whi le it is harder to relate to th e motives of the Bringer of Da rkness 
than to the motives of the Da rk Disciple, I he Bringer of Darkness sti ll 
ha s recognizably lmman qualities. The desire for power and domination 
drives the Bringer of Darkness , though it is nut necessaril y clea r whal 
the Bringer of Darkness hopes to do with th is power should he gain it. 

Without a clear purpose behind the drive fo r dorn i nalion , the Bringer 
of Dark ness can be a bit one-dimensional. l t is therefore best to keep 
him as a menace looming in the background , rather than a force lhat 
confronts the protagonists dil·ec Ll y. These characters most frequently 
confronllhe protagonists through their min ions, Deceivers and Dark 
Disciples in their serv ice. 

On the other hand , a Bringer of Darkness with a full y formed motive can 
becurne a truly memorable and terri ble foe to a group of protagonists. 

A rawn Death-Lord, the tyrant tha l overshadows a ll of the Chronicles 
ofPry dain from hi s stronghold in Annuvin, is a Bringer of Darkn ess. 

Able to take any shape he chooses, he spends yea rs traveli ng the land 
ofPryda in , stealing enchanted loo ls a nd knowledge. Rather than using 



t·hem for himself, he locks them in the treasure vaults of Annuvin , where 
their power can benefit no one. He maintains hi s power by keeping 
rnen ignorant and weak. While he is a looming threat, he most often 
acts through his servants, like the Horned King, the gwythaints, the 
Cauldron-Born , the Huntsmen of Annuvin and power-hungry men that 
Hock to his banner. 

The Mag ician , from The Charwoman's Shadow, initially seems to 
be a less menacing Bringer of Darkness but proves to be all the more 
sinister for it. Dedicated to cultivating hi s own power and wresting 
away the secrets of heaven, the Magician tricks hi s ser vants into giving 
away their shadows in exchange for his gifts , but a ll too soon they 
discover that doing so has put them deep in hi s power. The Magician's 
defeat at Hamon Alonzo's hand , while freeing those who suffered in 
the Magician 's clutches, does not drive back the darkness . Instead, the 
Magician sets off on a voyage through Spain , drawing all the hidden 
creatures of magic to him and taking them with him to the Country 
Beyond the Moon's Rising. The Magician's departure brings an end to 
a ll magic and Spain's Golden Age. 

Jadis, the White Witch of The Lion, the Witch, and the Wardmbe, 
is another Bringer of Dark ness. The beautiful Amazon dominates 
a ll Narnia with a wand that turns those who oppose her to stone 
(reminiscent of Circe's wand, which turn s victims into swine) . The 
remaining, fearful subjects of her police state suffer a never-ending 
winter. T n addition to her wand a nd other sorceries, Jadi s maintains 
her power with an arrny of evil creatures, including wolves, g ia nts, 
dwarves, werewolves a nd ogres. 



The Unmaker 
F'aiL'n Cherube, to be weak is misemble 
Doing or St~flering: but o{this be sure, 
To do ought good never will be our task, 
But ever to do ilL our sole delight, 
As being the contrw y to his high will 
Whom we resist. !{then his Providence 
Out of our evil seek to bringforth good, 
Our labour must be to pervert that end, 
And out a_{ good still to find means o.f evil; 
Which oft times may succeed, so as perhaps 
Shall grieve him, 1flfail not, and disturb 
His inmost counsels fi'om their destine! aim. 

The Fire Within 

- Satan l.o Beelzebub upon the Fa ll. John Mi lton , Paradise Lost 

The Unmaker is a sorcerer whose mastery is focused upon bringing 
destruction . Un like the Bringer of Darkness, the Unrnaker does not 
concern himself with dominion , nor is power reall y his ultimate end. 

Un makers seek to bring a bout the end of the world a nd the destruction 
of a ll things. 

Unmakers are not so much characters as plot elements. Their motives 
are typically inexpli cable, their powers vast, and they rarely appear 
to the protagon ists. Instead, they act behind the scenes and through 
minions, and their actions have widespread conseq uences. 

Becau se they rarely have motives with which we can sympathize, it is 
best to leave Unmakers off the stage as much as possible in our games. 
Instead , the protagoni sts encounter the Unmaker and his acts th rough 
hi s minions, especially Dark Disciples and Deceivers in his service. 

The key to the Unmaker is not:lJis motive, but the methods he employs. 
T hey ar e what give each Un maker a unique flavor. In a sense., the 
Unrnaker is a metaphor for a fear or darkness in ourselves. Add itiona lly, 
though powerfu l, the Unmaker is not without li mits. T here are certain 
ru les to how he must accompli sh his ends, and these rules arc a lmost 
a lways tied to I he method the Unmaker employs. 

Cob, the vill ain of The Farthest Shore, is a syrn bol of the fear of death. 
To defeat death, Cob breaches the wall between worlds. This act grants 
Cob eternal life of a sort, but a lso slowly strips away all that is good a nd 
worJ·hwhi lc in the world. Without the intervent ion of' Ged and Arren, 
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Cob would exi st forever, but there would be no real life. Cob plays upon 
the fear of death in those he encounters, convincing them to willingly 
give up their names in exchange for supposed never-ending existence. 
But when they do so, they a lso give up the things inside themselves that 
allow them to take pleasure in life. Each person who gives. up his name 
to Cob further erodes the wall that separates the world or 1 ife from the 

Dry Land. 

Meanwhile, Lord Fou l the Despiser, of the Thomas Covenant stories, 
ultimatel y seeks to destroy the Arch of Time and thus unmake Creation. 
Lord Foul works through despair, corruption and seduction. He makes 
his foes th ink their fight is hopeless, exposes them to their flaws to make 
them succumb to despair, and seduces those who do not react in horror 
when they are confronted with their flaws. Slowly, through his expert 
manipulation, he subverts a U those who would fight him and turns 
them to his cause. Indeed, it becomes clear that Lord Foul must work 
this way because there is a fundam ental mystic rule which he must 
obey: The White Gold Ring and its wild magic must be given to him 
willingly. He cannol take it by force . 

Playing the Dark Side 
Each fi lm is only as good as its villain. Since the heroes and the 
gimmicks tend to repeal fi·om film to film, on~y a great villain can 
transform a good trx into a triumph. 

-Hoge r Ebert, review of Star Trek II : The fllrath of Khan. 

Whereas the children of I ight a re protagonists, the children of darkness 
are intended to be antagonists, plain and simple. Aside from the player 
characters , antagonists a re the most important character s in any 
Burning Wheel game. To appropriate Mr. Ebert's analysis, a. hero is 
only as good as the vi lla in who makes him interesting. 

While each Burnin g Wheel game is about the player characters, it is 
the antagonist, the villain, who will provide them with th e opportunity 
to be great. Sorcerous vi ll a in s are especially fun., as their powers are 
wide-ra.ng i ng and they can rarely be countered by anything short or 
magic or faith. 

Your primary sorcerous villains will be Dark Disciples. They are the 
most human of the vi lla inous types, and therefore the easiest for us to 
understand. The ability to understand motivations is what separates a. 
villain from a force of nature. Dark Disciples are also refl ections of the 
choices a nd potential future fa.ci ng the protagonist. 
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In addition , Dark Disciples have a p er sonal stake in the defeat or 
destruction of' the protagonists. A Dark Disciple should incorpora 1 e hi s 
mistake and the protagonist into at least one Bel ieL 

The Deceiver, meanwhile, must get close to the player characters
or someone they care about-in order to do hi s work. The Deceiver 
poisons from close up. He, like the Dark Disciple, usually has strong 
and complex motivations. It is essential that the characters either nol. 
recognize him for what he is at first , or not have I he political power to 
confront him directly. 

A Deceiver whom the players know about but cannot touch clue to his 
politica l influence can be one of the best , most maddening villains 
players w.ill ever face. Such a villain will take great care and cunning 
on the players' parts to attack. 

Deceivers have Beliefs based upon subverting their v.iclims and getting 
them to do something in the in l.eres t of the Deceiver or his master. If 
the victim is not a player character, he should be a relationship of a 
player character. 

The Bringer of Darkness and Unmaker are more plot elements than 
viLlains. They are forces of nature, and the player characters are usually 
beneath their notice. They seek the destruction of the protagonists in 
a n impersonal way. They are the big picture problem tied inextricably 
into the fabric of the setting. It just so happens that the protagonists 
stand in their way. Should the protagonists' actions be brought to their 
attention, the Bringer of Darkness will take personal interest i.n their 
destruction. They will send monstrous minions, Deceivers and their 
servant Dark Disciples to carry out the task. Because their motivat ions 
a re I. ypically one-dimensional, it is best to keep Bringers of Darkness 
and Unmakers in the background. The players should see and feel the 
res ults of their act ions but shotildn't come face to face with them until 
the final climactic moments. 

Bringers of Darkness and Unmakers should have Beliefs born of their 
goals and their motivations. They rarel y take protagonists into account 
in their Beliefs. I nsl.ead, they obliquely attack the protagonists through 
the ideological core of protagonists' Beliefs . 
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Questions, Questions 
in order to make the most of magic in your game, you shou ld consider 
both the nat 111'e of' magic in the world in which the character s I ive, 
a nd how the characters' communities rela le to the power. Review the 
fo llow ing qu estions. Their answers will add a great dea l of depth to the 
magic in your game a nd help es tablish its boundaries . 

llow does magic take shape in your game? Does it work subtly or 
blatantly? Are speech and gestures required to use the power? 

Does magic come from an external supernatural agency? Is it a gift 
with which on ly a select few are born or a re study and discipline enough 
to a llow anyone to master the art? 

\Vhat limitations bind the magic in your game? What can't it do ? What 
does it excel at doing? 

How is mastery taught or learned? Do people know about it and, if so, 
how do I hey feel about it ? Are the men and women who wield these 
powers revered or hated? What does religion have to say on the matter? 
What of the law? 

Are there rituals a practitioner must observe? Are certain act ions or 
possessions taboo for sorcerers? Are certain mag ical actions forbidden 
or restricted? 

The remainder of thi s book will provide you with game mechanical 
options to support your answers to those questions. 
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The Arcane Library 
This section contains 13 chapters detailing new magic systems, 
variations of extant systems and a couple of new magical powers. 

The C~/ted chapter presents rules for using characters who possess 
the Gifted 1 rait but are untrained in any sorcerous art. It introduces 
an element of magical mayhem into the game-something for 
lovers of young adult fantasy .fi ction. 

Corruption presents a new emotional attribute for mages . 
Tampering with ancient forces can empower the character, but at 
great cost and risk! 

PracticaL Magic offers up a very simple form of magic in which 
sorce rers are merely skill ed craftsmen. It's subtle and low-key, 
perfect for a nyone sick of White Fire bolts destroying every monster 
in the path of the sorcerer. 

The Religion chapter talks about ways to codify Faith into religion. 
It describes the powers of gods and pantheons and offer s small 
varia nts for the versatile Faith mechanics. 

Familiars and Homunculi offers a handful of rules so wizards and 
witches can acquire their iconic li ttle friends. 

Art Magic presents an a lternate Sorcer y system . Using Art Magic, 
the wizard player can devise his spells on the fly, rather than 
prepurchase spells from a li st. Of course, this versatility comes 
with a price! 

The long-awa ited Enchanting chapter provides an extensive system 
th a t a llows characters to create their own magical a rtifacts
whether it's something created quickl y l.o be used once or something 
painstakingly crafted and meant to last a generation. 

The next chapter, Spirit s,:nding, detai Is the myst erious a nd 
dangerous art of calling and hindi ng the very forces of nature. 
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Swrnnoning is the sister to Spirit Binding, but. rather than the implacable 

forces of nature, the summoner trucks with the dead, demons, angels 

a nd gods. 

No arcane library would be complete without a treatise on raising the 

dead. The Death Art chapter offers the chilling details of this powerful , 

obscene art. If you wish to raise corpses from death and have these 

tormemed souls blindly serve you, this is your foul home. 

Following Death Art. , the A bslraclions and Distillations chapter details 

a 1net.hod for creating spells for the traditional Burning Wheel Sorcery 

system. It's difficult, volatile and powerful. 

Blood Magic isn"'t a full magic system per se. It is an optional subsystem 

that you can tack on to nearly any of th e system s in this book or to 

canon Burning Wheel. Blood Magic provides the awful details on u sing 

r itual torture and murder to fuel your other magics. 

F inally, the Arcane Library concludes with a short entr y describing an 

alternate method for learning spells in the Revised Practicals chapter 

and new rules for memorizing spells in the Arsenal Metlwd, both for use 

with the traditional Burning Wheel Sorcery system. 

Danger 
This book is not a li st of preLty new toys to be clumped into your game. 

Do not toss in all of the options on top of Faith, traditional Sorcery, 

Elven Songs , Dwarven Art and Ore Rituals! 

Individually, each of these systems is dangerous. If you want to use 
one, introduce it to your campaig n with care and caution. Discu ss 

the system with your whole group. Hell, if you can, r ead the whole 

thing together. Any single one of these can change the face of a game. 
Therefore, everyone should be aware of t.he possibilities, even those who 

aren't playing mages . 

So., when starting a new game, pick a couple of magical elements to 

bring into play. Let each character have access to one-a new system , a 

new item or a new trait-and go hom there. 

Burni ng \Vhed doesn' t have system limits on power-gaming. If you 

want to power-game, you can. Including lots of magical systems a nd 

art. i facts in your game opens the door. If yo u' re not. into that., just be 
cau tious aboul what. you inlrocluce. 
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Another power-ga mer pitfall is the multi-talented magic character : 
the character with Fa ith, Sorcer y and Enchant ing or Death Art , 
Summoning and Corruption or m yriad other awful combinations. To 
reduce campaign-breaking power-gaming, limit each character to one 
form of magic until your group gets a feel for the scale of the systems. 

After you're comfortable with the new elements, introduce more systems 
and have fun! 

Sorcerous Skills 
Sorcerous-type skills- Alchemy, Ama Reading, Death Art, Enchanting, 
Practical Magic, Sorcer y, Spirit Binding and Summoning- cannot be 
learned just by unskilled testing. In order to learn one of these skills, 
the first test toward learning the skill must come from Instruction . 
Thereafter, all other tests needed to learn the skill can come from 
Begi1mer's Luck or Instruction . 

System Review 
Before a system can be introduced into you r game, the whole group 
must have a chance to review it. At least two player s should read the 
chapter and explain the positive a nd negative aspect s of that type of 
magic. If the group doesn't think the system is a good fit , they may 
decline to allow the system into the game. 



Gifted 
When I originally designed the Burning Wheel magic system , 
I wanted sorcerers to be rare individuals. Inspired b y Urs ula 
K. Le Guin's fiction , I wanted them to possess a special quality 
that gave them access to their power. The Gifted trait is the first 
conceit of the Burning Wheel Sorcery rules . It is the first limit-a 
restriction on learning the magic of Sorcery. Sorcerers, summoners, 
enchanters and death artists all must be Gifted in order to work 
their wonders. 

The following section describes options for omitting, modify" 
and tailoring the Gifted trait for your game. 

Magic for the Masses 
The Gifted trait can be removed from tbe game. In this case , 
Sorcery and other similar skills no longer require it in order to tap 
true magical power. 

H.emoving the Gifted requirement opens up magic for all to learn. 
On one hand, magic then becomes more about finding the dusty 
tomes and old teachers and learning sec rets than about a cadre of 
elite men and women with the power to destroy all life. 

On the other hand, anyone who's played a fantaS)' roleplaying game 
knows that this option could quickly lead to ever y man, woman 
and ch ild in the setting learning Sorcer y and gaining the power 
to destroy all life. 

Still, for magic-infused settings where ever y farmer knows a charm 
to herd cattle and every doctor knows a chant to knit bone, this 
option can be viable. 

The key to making this option work is to make lcarni ng sorcerou s 
skills arcane and mys tical, or at. least difficult. If there's an open 
exchange of information, all spells will be available to ever yone 
and that becomes problematic. But if th ere's a cull. to explore or 
a n economy to navigate, spells will be restricted to those who have 
access to the mysteries or to those who can afford them. 

35 
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Raw Talent 
It is possible to create a character who is Gifted but untrained in any 
art. In standard Burning Wheel canon, thi s condition means that the 
character possesses untapped potential. He needs a sorcerer to teach 

him. 

There is another way to play thi s. In this case, the Gifted trait indicates 
thai the character possesses the abi lity to work great magic, but also a 
raw talent a nd wild power. 

The followin g powers- Stress, Concentration and Accident-Prone
manifest in Cifted cha racters who do not possess a ny sorcerous skills 
like Sorcer y, Death Art or Aura Read ing. As soon as any sorcerous skill 
is opened, these abilities are no longer avail able to the character. 

Stress 
When an un skilled and Gifted character fail s a Steel test., his powers 
manifest in unanticipated ways. Roll on the table below to generate a 
trail.. The trait is applied regard less of whether or not the character 
would otherw ise be eligible for it. The trait is temporary. lt .lasts until 
the end of the scene in wh ieh the character was stressed. 

Gifted Stress Table 

206 Stress Trait 

2 Bottomless Stomach 

3 Clumsy 

4 Commanding Aura 

5 E ldritch Sink 

6 Child Prodigy 

7 Second Sight 

8 Low Speech 

9 Lesser Muse 

10 Touch of the Devil 

11 Lawbreaker 

12 Brass Skin 

If the player is stressed again in a future scene, he may decide not to roll 
on the table and let the previous trait manifest again , or he may choose 
to gamble and roll aga in on the table. 
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The specifi c effects of trails like Child Prodigy or Lesser Muse must 
be decided upon when the trait is roll ed. If th.e player is stressed again 
and opts to use th e prev iously generated trait, those modified abilities 
remain the same as when they were first manifesled. If the trait is cast 
off for a new trait , but then later rolled again on the table, the player 
may assign the benefits to new abilities or the old ones as he sees fit. 

Lesser Muse 3rants + 2D to a skill. If I roll it once and choose Cookinj, 
it 3rants a +2D bonus for the scene. If I'm stressed a3ain and I roll 
Lesser Muse a3ain, I can choose to apply the muse to a different skill, like 
Research or whatever I need at the time. 

The traits on the Gifted St ress table can be found in the Character 
Burner and the Monster Burner. 

Concentmtion 
The untried hero may spend a persona poin t lo add his Will dice to a 
Beg inner's Luck test. 

---··/ '"-' However, concentrating in such a manner is draining and dangerous. 
The player must make a Forte test at an obstacle equal to the Beginner's 
Luck test (using tbe doubled obstacle). This counts as a standard tax 
test for Sorcery. 

My character is testil1j his Percertion for Be3inner's Luck for Aura 
Readil1j. It's an Oh 1 test to detect an Aura trai~ doubled to 2 since I 
don't have the skt!l. After the Perception tes~ whether I rass or fail, I have 
to make an Oh 2 Forte test to resist the tax. 

Accident-Prone 
When Cifted characters fail an attempt at any skill tes t, the results are 
spectacular. First, the failure results in the worst possible outcome for 
the situation. It's bad. There are loud , painful crashing sounds. This 
calamity mu st affect the people around the character, including hi s 
fri ends and allies. Tt cannot only affect the rnageling. 

If he were tryinj to cast a spell, for example, there c~uld he no harmless 
dissipation result. It'd have to he either an unwanted summoninj or a 
3arbfed transmission. 

However, this incident is coupled with another unlikely event. Shortly 
after the catastroph ic fai lure, the young mage-to-be gains a new fri end 
or companion , or an important item. Treat these conditions as either 
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a successful Circles test or Resources test. If you need a value for the 
pf)r son or object , it can be the equivalent Circles or Resources test 
obstacle equal to the test 's margin of failure. 

!(you fat! by two, then the object can be up worth up to whatever an Ob 2 

Resources test wouftl buy you. 

Learning 
When using the Haw Talent rules, Gifted characters are subj ect to 
the Stress , Concentration and Accident-Prone rules until they open a 
sorcerous skill. The powers are lost when they open a sorcerous skill. 
T he Cifted trait reverts to its standard manifestat ion. 

D ue to their accident-prone nature, learning Sorcery and casting 
spells with Beginner's Luck is very dangerous. Once given a test for 
advancement toward Sorcery, Death Art, Summoning or Enchanting, 
1he Gifted child may begin attempting to test these skills. He does so at 
a double obstacle penalty! 

Shou!tl an apprentice actually mana3e to learn a spell for tmditional 
Sorcery tyior to open in!/ the skt!l, he casts with a double obstacle penalty 
for Bejinner's Luck plus a double obstacle penalty for castinj a spell 
durin!! radicals. That's a double double obstacle penalty. Very nasty. 
To avoid this, he needs to open the Sorcery skt!l first, then be3in castinj 
spells. 

Specifically Gifted 
Another option for the Gifted trait is to make it specific to one or two 
sorcerous skills. The character may learn and use skill s for which he is 
Gifted, but not any others . 

For example, t( a chamcter is {ft'(ted for Sorcery, he mo/ not use Art Majic. 

I strongly recommend this opt ion for campai gns which use multiple 
spellcasting variants, like Art Magic , Sorcery, Death Magic and 
Enchan ting. 
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Corruption 
Corruption is a new emotiona l a uri bute designed to emphasize 
the effects of magic upon its users in settings where magical lore is 
unnatural or forbidd en. 

The more the sorcerer ca lls upon hi s power, the rnore corrupted 
he becomes-in body and sou l-and the more tw isted and vile he 

The Corruption emotional attr ibute can be combined with nearly 
of the extant: magic systems, bul it works especially well with 

the Death Art, Sorcery, Summoning, Spir it Binding and Faith 
mechanics. 

Inspiration for thi s system of tampering with da rk powers who 
punish and reward at a whim is taken from H.P. Lovecra ft's various 
tales, Stephen R. Dona ldson's Thomas Covenant ser ies and Games 
Workshop's Realms of Chaos, Rogue Trader and Warhammer 
Fantasy Roleplay games. 

Starting Corruption 
The Corrupt ion emotional attri bute starts at BO. Everyone has 1"11e 
potential to travel clown this path. Those who wield magic or truck 
with clark powers hasten the speed at wh ich they travel. Increase 
the starting Corruption exponent: using the follow ing list: 

+ 1 if the chm·actcr has the Gifted u·ait. 

+ 1 if the chm·acter has the Faithful tTait. 

+ l if the chm·act:er has the Chosen One u·ait. 

+1 for each po int of Spirit Marks (see Spirit Binding). 

+ 1 for each poinl of Orders (see Surrunoni.ng). 

+ 1 if the character has ever prayed alone at night to remote., 
tmbo ly gods to aiel him . 

+ l if the character has ever entered into a pact with a demon. 
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1 fa character has a st a rt.i ng Corruption value of 10 or more, the player -
JJI II St ~; p end five exponent points to shade shift to gray. Ue may not beg in 
play with a Corruption expone11 t. greater than 9. 

Starting Conuption in Play 
[f a character meets the conditions for a ny of the above in play- he 
ea rns a trait ., prays to bad things at night , gains a Ma rk or Order- he 
!'arns the Corruption emotional attribute at a value appropriate to t he 
sta rtin g Corr upt ion condit ions. Usuall y, that'll be Bl . 

Starting Corruption Traits 
A player whose character who begins the ga me with Corruption rolls 
once on the Corrupted Body and Soul ta ble (found later in this chapter) 
to get. a free trait. He m ay choose whether to t ake t.h e prim ary or 
a lternate version , bu t. this affects his future choices. 

Using Corruption 
Corr11p t ion may be used to a id a sorcerer 's actions duri ng play. It works 
similarly to Greed or Shame in that regard . It may only be called upon 
when the character is undertaking a vil e, dark or corrupt act. Th is can 
be due to overt actions or simp le intent . The group is the final arbiter of 
whether an act is degenerate enough to warra nt. help from the chittering 
gods who elwell in the shadows of men's dreams. 

The Temptation 
• Fo r on e fa te point , a sorcerer ma y call upon the dark powers to 

help him. Corruption may then help any stat or skill lest, whether 
one of the character's own abilities or a comrade's. Help gives 1D 
for expo nent 4 or lower, 2D for exponent 5 and higher. The help is 
literally from an outside force, like fallen gods or 1 u rk i ng demons. 
This bonus is in add ition to standard FoRKs and help . 

• Fo r one persona po.int, a sorcerer may substitu te his Corruption for 
any skill or stat in any t.est. 

• Fo r one deeds point, a sorcerer may add hi s Corruption exponent to 
any skill or stat test . 



Corruption Brings Strength 
Corruption may always be substituted for Forte to pass tax tests if the 
player desires. If dice are lost due to a failed test , Forte is reduced , not 
Corruption. If using the Art Magic or Religion rules in combination with 
this emotional attribute, Corruption must be used to pass tax tests. 

Advancing Corruption 
Corruption advances like a skill , but like Greed, routine tests always 
count for advancement-even when adva ncing Corruption from 
exponents 5 to 10. For exponent 5 and higher, routine tests equal to the 
exponent count as one category of advancement filled. Therefore, from 
exponent 5 and higher, the attribute advances if any two of the three 
categories-routine, difficult or challenging-are filled. 

Tests for advancement are earned when Corruption itself is tested (when 
it replaces a stat or skill), when the attribute is used to help another test 
and when certain situations ar ise in the game. The replaced stat or skill 
does not earn a test for advancement when persona points are spent for 
replacement or when using the Corruption Brings Strength rules. The 
aided stat or skill earns a test for advancement as per the standard 
testing, helping and advancement rules . 

If a deeds point is used to add Corruption to a stat or skill test , the 
standard artha rules apply-the sta t or skill earns a test , but the added 
dice don't affect the number of dice rolled for that test. The Corruption 
at tribute does earn a difficult test for advancement in that instance. 

When the Corruption attribute advances, the character 's body and soul 
are changed. See the Corrupted Body and Soul ru les below. 

We Have Eternity to Know Your Flesh 
When Corruption reaches exponent 10, the dark ones, demons or outer 
gods from whom the character has been granted power come for him. 
They cruelly grant him one last gift before taking him from this realm 
into theirs. Roll on the Corrupted Traits table one last time to see 
what trait the sorcerer has earned by advancing hi s Corruption. The 
character is then removed from play. 
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Situational Tests 
Tests for advancing Corruption are also earned through actions in play. 
Tf the character meets any of the conditions below, the player must mark 
clown the advancement as if he had passed a test at the appropriate 

obstacle. 

The situations described in the follow ing sect ion only count toward 
advancem en t if the Corruption attribute h as been opened . The 
Corrup tion attr ibute may not be opened via these situations, on ly 
through those desc ribed under Starting Corruption. 

Obstacle 1 Corruption 
Lying or committing a willful falsehood. Casting a spell. 

Obstacle 2 Corruption 
Learning a new spell. Summoning an imp for any purpose. Physically 
causing ha rm to another person. 

Obstacle 3 Corruption 
Casting a spell that affects another person. Learning a new facet or 
school of magic. Summoning a greater imp for a ny purpose. Paying 
tribu te to a demon. Discovering a marked item . 

Obstacle 4 Corruption 
Muti lating an animal, human , E lf, Ore, Dwarf, etc. Casting a spell 
with harmful in tent. Summoning a lesser demon for any purpose. 
Commanding a demon to perform a social service (as per Summon ing). 
Owning a marked item (as per Enchanting) . 

Obstacle 5 Corruption 
Murder, by an y mean s. Summoning a dem on for a n y purpose. 
Command ing a demon to perform a physical service that leads to the 
injury of a person (as per Summoning). Being Marked by a demon (as 
per Summoning) . 

Obstacle 6 Corruption 
Torture- to cause ph ysical and emotional pain to a subject so as to 
extract information or der ive pleasure from them. Summoning a greater 
demon for any purpose. Commanding a demon to perform a physical 
service that leads to the death of a person (as per Summoning). Paying 
a physical price for a service (as per Summon ing). 
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Obstacle 7 Corruption 
Necrophilia. Commanding a spirit service from a demon (as per 
Summoning). Owning many marked items (as per Enchanting). 

Obstacle 8 Corruption 
Necrophagia. Selling the soul of another to a demon. 

ObstacJe 9 Corruption 
Being possessed by a demon. 

Obstacle 10 Corruption 
Selling your own soul to a demon. 

Corrupted Body and Soul 
When your Corruption advances in play, roll one die and add the result 
to your new Corruption exponent. This will generate a number from 2 
to 16. Consult the table below. Listed next to the number are two traits., 
primary and alternate. The first t ime a player rolls on this chart, he 
may choose which of these two traits he wants. However, the next time 
he advances his Corruption, he must choose from the opposite category. 
The following time, he must take a trait from the other category., and 
so on. 

!(I advance my CorrurHon from 1 to 2 and I roll a 1 on the die, I can choose 
between R.at Sreak (rrimary) or Lunatic (alternate). Let's say I choose 
R.at Sreak from the tyimary column. The next time I choose, I must take 
the alternate trait. And the following time, I have to take the tyimary. The 
time after tha~ I have to take the alternate. And so on, and so forth. 

Corruption Traits 
The Corruption traits can be found in the Character Burner and the 
Monster Burner. Some of the traits are not particularly nice. Some are 
not harmful, nor even useful. The character is stuck with them, though. 
One set of traits is particularly vicious-Tongueless and Radula. The 
Cods of Corruption are cruel and mocking.lt amuses them that sorcerers 
would become so corrupt that they could no longer speak the words of 
their spells but not corrupt enough to ascend into their divine ranks. 

If a character already has the trait he's rolled, then tough luck. l-Ie's 
earned no benefit from his debauched ways. 
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Corrupted Body and Soul Traits Table 

llollllcsult l' rima ryTrait Alternate Trait 

2 Zoopbagia Dissent. Parasite 

3 Ha t. Spea k Lunatic 

4 Bottomless Stomach Dreamer 

5 Lame Forked Tongue 

6 Palsy Cilia 

7 Diseased Tough 

8 Blind Fearless 

9 Ma imed Dreadful 

10 Aura of Malevolence Aura of Fear 

11 Enlarged Venom Sacs Wolverine 

12 Fur Spines 

13 Tongueless Hadula 

14 Henna ph rod it e Tentacles 

15 Believer Tough as Nail s 

16 Amoeboid Shadow and Dust 

Corrupted Life 
Corruption draws other souls to its foul light like moths to flame. 
Corrupted characters are often the focus of the attention oJ dilettantes 
and seekers of knowledge, but. also of hunters and ex terminators. 

The Creepy Clause 
Failed Circles tests for characte rs with the Corruption emotiona l 
a ttribute are a lways interesting. Bather than th e st.a ndar cl Enmity 
Clause, the GM can invoke thi s rule, which allows him to bring forth 
unsavory, detestahle seekers of knowledge and power. These characters 
are always mad in some fashion, a nd murderous. T hey either seek to 
gain the power of Corruption from the sorcerer, or wish t.o elevate the 
sorcerer to a n exalted place of power (and thereby reap a reward for 
th emselves) . They may ver y well be unwitting pawns of powers who 
seek to a id or destroy the sorcerer (sometimes both ). Men, Orcs, Dark 
Elves, Great Spiders and Roden serve well in this capacity. Trolls., Great 
Wolves, Elves and Dwa rves do not. 
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The Mortal Enemy Clause 
Instead of bringing in creepy ne'er-do-wells, the GM ca n choose to use 
the E nmity Clause in a grand and brutal fash ion-rather than those 
who seek t.o aid and uplift the co rrupted , he can bring forth those 
" ·ho seek to destroy him. \Vit.ch hunters (Village Born, K id, Vill age 
Guard, Pilgrim, Zea lous Convert) or inquisitors (Born Noble, Religious 
Acolyte, Pr ies t, Archpriest , Inqui sitor) with a pair of zealous knights 
(Born Noble, Page, Squire, Kni ght) backing them up make for good 

times! 

The Gift of Corruption 
Corruption dwells not just. in the hearts of men, but also in the fabric 
of" life. When a corrupted soul fai ls a Resources test and the Gift of 
Kindness is invoked, the sorcerer has stumbled upon some previou sly 
unknown secret of tbe clark and forbidden forces. Whatever it. is that 
he sought bears tbe arcane taint of some degenerate power. It is a 
"marked " item , and just knowing of it. , touching it, seeing it, increases 
the sorcerer's own Corruption. Marked item s are descr ibed in the 
Enchanting chapter. 

Marked items often possess some magical power of their own. It's more 
likely a curse than a blessing. Use the Enchanting rules to determine 
the nature and power of the item. The obstacle of the enchantment. 
cannot exceed the rna rg.in of failure of the Resources test. Ass ume that 
a proper antecedent was used to create the item. 

Note that just seeing such an item counts as a test toward advancing 
Corruption ( Ob 3) , and owning one counts even more so ( Ob 4). 
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Practical Magic 
In this form of mag ic, there a re no spell s, no susta ining, no casting 
times , no flash , no great effects. It is a simple magic. A sorcerer 
is less a thunderous god and more a potent, skilled ma n who can 
overcome a ny task set before hi rn. 

You can't use Practical Ma!Jic to weave a fishin!J net that hauls itself 
in, hut you could use it to weave an eerif; efficient fishin!f net. 

Practical Process 
When using the Practical Magic rul es, the Sorcer y skill may be 
used as a proxy to test against obstacles that fall under one of the 
skills in one of the sorcerer's schools of magic. The Sorcery skill 
ro lls are open-ended . 

When the player wishes to attempt a test using his Sorcer y, he 
incants an extemporaneous spell and undertakes the task using 
magic rather than simple, mundane means. Test Sorcer y against 
the obstacle. The standard success and failure rules apply. 

There is no "duration" for these spells. They last as long as the skill 
tes t would otherwise last. So if you make a pot using Sorcery rather 
than Blacksmithing., it lasts as long as a pot wou ld last . 

1 Normal skill test rules apply-FoH.Ks (from other mundane skills) , 
linked tes ts, help, etc. Time for the Practical Magic test is as the 
skill for which it is being substituted. 

And just to be clear, the Sorcery skill may not be used as a stat or 
for Beginner 's Luck tests. 

Weaving Charms 
A sorcerer player can earn a 1D advantage to his Sorcery test if he 
names the spell he is casting and describes the effect. For practical 
magic, the effects must be simple a nd low key. This is not the stuff 
of high-energy mag ic. 

when usin!f Sorcery as the Rituals skdl to sanctify a hotly, I inscrihe 
it with the rune of envfin!J. 
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Tools 
Tools and raw materials are reqttired for indi vidual tests as per the 
ste~ndard skill r ules. 

when usin!J Sorcery to count (or Blacksmith in!!, you must have 
Blacksmdhi11!J tools ami metal to work with. 
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Schools of Magic 
In order to gain power in a certain realm, the sorcerer must study a 
school of magic. Schools of magic provide access to the expertise of 
certain groups of skills. They are a part of the Sorcery skill. 

A school of magic contains the knowledge of a skill category as described 
in the Advancement chapter of Burning Wheel Rev ised. When the 
sorcerer has mastered that school, he may use his Sorcery skill as the 
equivalent of any skill that falls into the associated skill categor y. 

Practical Magic may be used with general, Mannish and Roden skills 
only. Skills specific to any other character stocks are not part of this art. 

Starting Schools of Magic 
The sorcerer begins the game with the Sorcerous skill category for free. 
He also gains an additional school of magic for each lifepath he took 
during character burning. The school of magic is derived from. the skill 
categ'OI:Y of the first skill on the lijepath skills list. If the sorcerer already 
knows that school of magic from a previous path, he's out of luck. This 
lifepath doesn't teach him a nything new. 

The player may purchase additional schools of magic using resource points. 

Practical Schools of Magic RPCost 

Academic 16 rps 

Artisan 12 rps 

Artist 7 rps 

Craftsman 18 rps 

Forester 15 rps 

Martial 12 rps 

Medicinal 13 rps 

Mi litary 9 rps 

Musical 7 rps 

Peasant 12 rps 

Physical 7 rps 

School of Thought 9 rps 

Seafaring 12 rps 

Social 25 rps 

Son,erous free 

Special 18 f)IS 
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Wise8 Restricted 
Wises may not be folded into the Sorcery skill. They are not a part of 
il s practical magic application. 

Adopting Schools of Magic in Play 
Players may have !heir character s learn new schools of magic in 
play. Consult the table below and note the Adopt ion Obstacle for the 
particular school. The obstacle must be divided into an obstacle for a 
Will test and an obstacle for a Resources test. The obstacle number may 
be split in any fashion, with a minimum value of' one. 

ln order to learn a school , the mage must find someone or something 
'" illing to divulge this knowledge. No test need be made by this entity. 
The player tests his Will to learn from him and his Hesources to make 
him a n offering. 

Practical Schools of Magic 

Academic 

Artisan 

Al'!isi. 

Craftsman 

l'orcstcr 

Mi litary 

Musical 

Peasant 

Physical 

School oi'Thoughi 

Seafaring 

Social 

Sorcerous 

Special 

Adoption 
Obstacle 

8 

5 

13 

For example, the Craftsman school is listed with an Adoption Obstacle 
of1. This may be sp!t't into an Ob 4 Will test and an Ob 5 Resources test 
or an Ob 2 Will test and an Ob 7 Resources test or in any other fashion 
the player sees fit. 



Adoption Time 
Adopting a new school of magic requires one full skill practice cycle 
for that category. No other skills may be practiced or learned during 
that time. Both tests must be made during that span of game time. 

!(I want to adoft the feasant school, I must fYactice it for three months. 

Tf both tests are successful, the character may now cast spells in this 
school of magic. 

Will Failure 
If the Will test is failed, that school of magic cannot be adopted by 
tnis character. 

Resources Fhilure 
If the Resources test is fail ed , the character has researched or 
un covered a perverted version of the school. Resources is taxed as 
normal. In addition, the margin of failure for the test is added as an 
obstacle penalty when casting spells in the school. 

!(I fatf the Resources test to adoft the feasant school of mtljic by one, I 
have a + 1 Ob fenalty to all Sorcery tests in that school. 

Tax 
When casting a Practical Magic spell, the caster must resist tax equal 
to the Sorcery skill test obstacle. Test the caster 's Forte against the 
skill test obstacle. In the case of a versus test, the Sorcerer 's For te test 
obstacle is equal the number of successes rolled by his opponent. If the 
test is open, then the tax obstacle is 1. 

lf the Forte test is passed, there is no ill effect. If the test is failed, Forte 
is temporari ly reduced by a number of dice equal to the margin of 
fa ilure. If Forte reaches zero, the character is incapacitated. 

!(I use my Sorcery to fass an Ob 3 History tes; I must also test my Forte 
a3ainst Ob 3. !(I roll two successes, my Fode is temforari/y reduced by 
one die. 

lf the Sorcer y test was successful , he passes out after completing his 
task. If the test was failed, he passes out before complet ing the task. 

Use the standard tax recovery rules described in the Sorcery chapter of 
Burn ing Wheel Revised. 
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Weavers Balm is a charm to aid usin:J rractical majt'c for Weavinj. The 
charm soothes the (in3ers of the weaver. The Strinj Steel is a charm for 
tyactt'cal Sword ski/ I ma3ic. The srel/ 6oth fljhtens and stren:Jthens the 
6/ade of the caster. 

No Turning Back 
Once you start using magic in place of a given skill for a Duel of Wits, 
Range and Cover, Fight ! or any other series test, you cannot return to 
the mundane for any instance of that skill u nt: i I the end of the conflict. 
A sorcerer player can opt: not to test if he fee ls that the tax would be too 
much for him. But in this case, any opponent would get to test aga inst 
hi rn unopposed for that action. 

Practically Gifted 
AI the outset of your campaign, you may decide if Practical Magic can 
be used with or without the Gifted trait. If used with the trait , it's a rare 
a rt just like Sorcery in standard Burning Wheel. This has the additional 
effect of mak ing magic very low-key for the campaign world. 

lf used without the Gifted trait, magic is more easily accessed , but since 
this isn't a powerfu l art, it shouldn't be overwhelming. Rather, it has the 
efl"ect of creating a magic-rich world in which many different types of 
people know a little sorcery. If yo u 1 i mit the schools of magic avail able, 
individual groups will have magical specialties and unique flavor. 

Sorcerous Skill Practical Magic 
T he sorcerous skill category for Practical Magic is intended to all ow the 
mage to have access to Alchemy, Aura Read ing ~mel Circination through 
hi s Sorcery skill. It is not inten'ded that the wizard have access to Death 
Art, Enchanting, Summonin g, Art Magic, Spirit Binding or an y other 
full-blown m·t through Practical Magic. However, we recognize t hat by 
default, the literal description of Practical Magic aJ!ows access lo all 
sorcerous skills and hence those mts. Allowing that loophole to remain 
makes Practical Magic the supreme magical art. Experiment with that 
loophole at yo ur own risk! 
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Religion 
Religion is deal! with ver y li ghtl y in Burning Wheel. The Faith 
niles assume all deities in the game are of eq ual power, and the 
powers they grant are uniform. This chapter provides guidelines 
for introducing a variety of faiths a nd powers into your Burning 
Wheel game. 

In our experience, we've found that the Faith rules are much more 
interestin g when limits a re imposed. The ru les described in this 
chapter provide limits and st ri ctures for the ex tant Faith rules . 

create a sense of religious order and structure in the game 
world to help differentiate adherents. 

Theism 
Befo re proceeding, you must decide how your culture's religions 
view their deities. Is there one chief god a nd a handful of minor 
ones? Are there many entities wi th a variety of dut ies and spheres? 
Or is there a singular super-religion that derives a ll its power from 
the same source? 

Monotheist 
A monotheist societ y worships a sin gular divine entity who 
espouses a singular ideology. He is not universal and omnipotent ; 
he is powerful., but lim ited. Miracles are then limited to the god 's 
idiom. 

For examtle, a trihe that worships a local volcano 3od 

Polytheist 
A polytheistic culture contains many gods and their attendant 
relig ions. Each deity rules over a sphere of power. There are ranks 
of deities-chief deity, deity, minor deity. 

In these cultures, the priest has a patron who favors hirn , but he 
rnay call upon the aid of other powers so long as he performs 1 he 
proper rit uals. 
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Supertheist 
Supertheism describes a single, overarching, all -encompassing ideology. 
Divine power is universal , and all power is derived from a single source. 
Usin g Burning Wheel 's unadu lterated Faith mechanics produces a 
supertheistic cu ltu re. Even if there are mu ltiple gods in play, all entities 
have the same power and influence. 

The Spheres of Gods 
T n monotheistic and polytheistic cultures, deific power comes in many 
forms- gods of war, fire and law. 

To simplify the myriad possibilities, we've d ivided the dom ains of d ivine 
power in to three spheres : Nature, the Human Condition and Society. 
Nature encompasses the natural world outside of huma nity's control. 
The Human Cond it ion describes what we are individually, for good or 
for ill. Society describes what we, as groups, do. Use these spheres to 
design deities for your campaign. The list is by no means exhaustive, so 
feel free to add elements to it. 

Nature 
Fire, Wind, Oceans, Water, Earth, Sun, Fertility, Time, Volcanoes, Sky, 
Mountain, Chaos, Ice, Darkness , the Moon, the Underworld , Grain , 
Spring, Twil ight , Dawn, Rain, Storms, Thunder, Earthquakes, Rivers, 
Hills. 

The Human Condition 
Love, War, Luck , Betrayal, Revenge, Work, Labor, Marr iage, Poetry, 
Knowledge, Family, Hunger, Famine, Plenty, Death, Birth, Chi ldhood, 
Adulthood, Illness, Hea lth, Honor, Fear, Courage, Forethought, Order, 
Discord , Harmony, Justice, Grief, Joy, Sex, Anger. 

Society 
Contracts, th e Written Word, Travel, Trade, Law, Mili tar y, Harvest, 
Protec tion, Medicine, Augury, Magic, Agriculture, Trade, Temples , 
Necropoli , Ships, Markets, Roads, Craft, Architecture, Crime. 
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The Power of Gods 
Gods are broken down into three levels of power: chief deities, deities, 
and minor deities . 

Chief Deities 
These are singular entities who head up a whole pantheon or ex ist on 
their own as the sole representatives of their religion. They''re powerfu I. 
When determining their nature, choose one dom a in from each sphere, 
plus at least two more domains from any of the three. 

Odin, Zeus and Ahura Mazda are examples of chief deities. Odin's 
spheres are justice, majt'c, the sky, death and family {t'n the form of the 
All-Father). 

Deities 
Deities have one domain in each of the three spheres. 

Athena, Thor and An3ra Mainyu are examples of deift'es. 

For example, the Roman 3od Vulcan is the 3od of (ire (Nature}, the 3od of 
smithinj (Society} and is tied to the harvest (Human Con(lition }-both 
in ripenil1j it with his heat and protectinj it from fire. 

Minor Deities 
Minor deities have control of one domain in one of the spheres. 

Thetis is one of the SO Nereids, a sea nymph and the mother of Achilles. 
Her domain is the Ae3ean Sea. 

Da3r is the 3od of day. He is the son of Dellinj, the 3od of twi!tjht. His 
mother is NoH, the 3oddess of nljht. 

Ammit is she who dwells in the Hall of Matd. Her domain is divine 
retribuft'on. When the hearts of the dead are weijhed by Anubis, those 
who fail are 3iven to her to devour. 

Faith in the Nature of God 
Once you have a god and hi s spheres of power delineated, you have also 
described the sphere of .influence for hi s worshippers' Faith abilities . 
This doesn't restrict t.he categories of mi.racles described on pages 232 
and 233 of the Burning Wheel. It does res t rict where and how those 
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miracles can be performed. Gods of oceans arc dimini shed on land; 
gods of revenge are only empowered when their followers are seeking 
vengeance and no I. a ltrui sm. 

Divine Afflictions 
Afflictions are curses and hindra nces handed down from the gods for 
angering them with your mortal concerns. These rules, if used, replace 
the standard r ules for failure for Faith. 

If a pries t fail s a Faith test , the CM has two options . He may give him 
a pass and inform him that his patron has failed to heed his cries. The 
failure has no addi t ional adverse effect. Or he may hit him with an 
affliction ! Usc one of the following: 

Empower Thine Enemies! 
The prayers to your god have angered him. Your temerity is inexcusable. 
To teach you a lesson , rather than grant you aid, he empowers one of hi s 
more favored, who happens to be your enemy. 

The GM grants persona points equal to the Faith test's margin of fai lure 
to one cha racter of hi s choosing. This character must be opposed to the 
faithful character's goals. He may be a PC or NPC. 

Con(rontinj a death artist, I (ail a crucial Faith test by three. The C(M 

decides that my cries were heard by the dark 3ods. He immediately jives 
the death artist three l'ersona fOints to use a_Jainst me. 

Tax: Thine Allies 
How dare you question the power of the gods ? Your temerity causes the 
very vitality to be sapped from your allies . See how you've caused them 
to suffer! If the spell is failed , t he GM may call for an immediate tax 
test to be made by one of the character's allies. This poor soul can be a 
player character or a CM-cont rolled character. He mu st pass a Forte test 
with an obstacle equ a l to the obstacle of the Faith test. Margin of failure 
t·crnporaril y reduces Forte. If Forte is reduced to zero, the character is 
incapacitated. Tf Forte is reduced below zero, the character a lso evinces 
stigmata and suffers wounds. The wound is pips equal to the obstacle 
multiplied by each d.ie below zero. 

So a tax test for a minor miracle ( Ob 5) that reduces Forte two below zero 
knocks him out and does a B!O wound to the character. 
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Awfu I Revelation 
Your patron stlrns you with an awful revelation. The CM may call for 
1 he faithful to make a Steel test. The character's hesitation is increased 
by the margin of failure of the Faith test. If the test is failed , the player 
may not Run Screaming or Stand and Drool from this revelation. l-Ie 
may only Swoon or Fall Prone (and beg for mercy) . 

Enmity 
Sur,h profane uttera nces offend the faithful! The CM may turn a 
relat ion ship or named Circle on the priest character's sheet from 
favora ble to hateful or rivalrous. This invokes the Enmity Clause 
conditions for Duel of Wits ! H no relationship is available, the CM may 
assign one instead. Failure by one success indicates a minor relationship. 
Faihue by two or three successes indicates a important relation sh ip. 
Failure by four or more indicates a powerful relationship . 

Infamy 
Your arrogance defies reason! The deity curses you for hav ing idly 
called upon his power. The GM may assign you an infamous reputation. 
ThP rPpntation is of a value equal to or less than the margin of failure, 
at a maximum of 3D. 

Isolation 
1\ow you must walk in the desert alone. The worst afflict ion the deity 
can impose on his follower is to cut him off from the divine conduit. 
On th e condit ion of' a failed Major Miracle test , the GM may impose 
isolation upon this character or an allied Faithful character. The 
isolated character may not call upon the powers of this deity again 
until he has atoned f'or this sin. He must take the Lost Faith trait until 
he either performs a ritual of atonement or satisfies the req u irernents of 
the Lost Faith trait. 

Curses 
T be Curse is a new Faith miracle. It can be used by any of the faithful on 
anyone who is opposed to the religion. It cannot be used on other faith f'u 1 
tnPmbers of your religion, no matter your differences of opinion. 

Cursc-Ob 3 . This miracle summons the power of the gods to hurt or 
b indPr blasphemers ! It adds + 1 Ob to one of' the target's a bilities of the 
player's choosing for the duration of the scene. 



'11u• llae;ic Burner 

Rituals 
The fa ithfu l may a lleviate certa in divine afflictions-Enmity, Infamy 
and Isolation- by performing the proper rit uals to propitiate his god. 

Test th e Rituals skill. The obstacle for the ritual is one less than the 
Faith test obstacle that goth im into trou ble in the first place. The player 
may get help and may use linked tests from Doctr ine or Resources. 

!(you earned your isolation from an attempted major miracle ( O!J 10}, /t 

is an o!J 1 Rituals test to ritualistically atone. 

Tf the player does not have the Rituals skill , he may hi re a pries t to 
perform the r itual for h im. In this case, he must pass a Resources test to 
fund the ritual. The obstacle to donate to the priest's cause is the same 
as the fa iled Faith test obstacle. 

Faith in Dead Gods 
The gods you follow are long fallen, given way-pushed aside, perhaps 
even murdered- by the new gods. But even in death, the power of Dead 
Gods still resonates across time and civilization. A fad ed echo of power 
still rumbles tlu·ough the bowels of hu manity, and it is to this frequency 
the faithful are attuned. 

Faith in Dead Gods is a variant of the Faith rules. You may replace 
the Faithful trait and Faith emotional attribute with fh e Faith in Dead 
Gods trait and emotional attribute. This attribute behaves in a manner 
similar to Faith. Use the following rules for the specific characteristics 
of the ability. 

Faith in Dead Gods uses mechanics similar to Faith. However the power 
of these gods is diminished, and faith in them only grants the faithful 
miraculous power over himse!J and other believers. The character may 
heal the believi11g sick, and bend fhe minds of the believing wayward . 
However, he has no domin ion over non-believers and apostates- he 
cannot affect them \vith the power of the dead ones. 

Starting Faith in Dead Gods 
Use the startin g Faith questions. The shade of Faith is that of the 
chamcter 's Will . 
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Faith in Dead Gods in Play 
fa ilh in Dead Gods only affects th e cha.racter himself and other believers. 
T hese believers must have an appropriate Belief th ai clearl y states they 
adbr re to the doctTine that the faithful preaches . lt otherwise is tes ted 
aJ Hl adva nces like Fa.ith. 

The Umitations of Faith in Dead Gods 
The l'aithfulmay call for blessing, curse, aid, boon , guidance, minor 
m iracle and inspiration. He may not call for an intercession, miracle, 
pmification, hi.nch·ance or consecrflti on. 

The 1\vists of Faith 
T he faithful has access to two other miracles of moribund power. 
Hypnotism may be used on non-believers . 

ff,ypuotism (Ob = Victim:~ Will) 
The fa ithful may chatmel the siren call of the dead gods through his 
eves and speech. Make a Faith in Dead Gods test at a11 obstacle egua.l 
LO the victim's Will. If successful , the victim hesitates for two actions 
aud will obey one simple, direct command from the fa ithful. This 
rr-g1 1ires a f'ew moments of peace alone with the victim. 

My Satyr pa3an priest is attemptinj to secluce a younj 3irl, lost in the 
forest. Her Will is 84. I test my 85 Faith in Deacl Ciocls a3ainst an 06 4. 
I pass ancl tell her that she shoulcl come clance with me ancl my (riencls 
at the stanclil1j stones tonijht at miclnijht. 

Sublime Trwisformalion (Ob 5) 
The priest of the Old Ones may assume the form of an animal 
rep resentative of the physical qualilies of his patron. In this form, he 
retains his own thought and philosophy. Use the appropriate stat block 
fo r the animal fTom Pete's F ann or Pete's Wild World of Discovery in 
the Monster Bm·ner. 

Closer to God 
As h is fai th in the Dea d Gods rises, the fa ithful grows closer to his 
ancestors. The span of time seems to fold armmd him and he begins 10 

exi st in the old temple as if it were new. Once his Faith in Dead Gods 
reaches exponent 10, I he faithful joins his stTange deities in the void in 
which they reside. 
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Dealing with Deities 
rr a situation shou ld ever arise in play in which a character has to 
confron t a deity, use the following traits li berally for the divine beings . 
Minor deities a ll have the Force of Natm e traiL Deities have the lligher 
Power trait. Chief deities ha ve the I Am God trait. 

Force of Nature Dt zpts 

T his entity is tied into the very fabric of t ime and tide. His will is a 
force of nature. If this entity should ever lose a Duel of Wits against. 
a being of equal or lesser stature, he receives a m inor compromise in 
addition to the compromise determined by dte state of his opponent's 
body of argument. 

Higher Power Dt 9 pts 

Th is deity governs over spheres of nature, society and humanity. I-Ie 
is potent and revered. If this entity should ever lose a Duel of Wits 
against a being of equal or lesser statw·e, he receives a compromise in 
addition to the compromise determined by the state of his opponent's 
body of arglllnent. 

I Am Go_dc____ _ _______ ___.LLDL_t _ _ __ 1,...2'-+'pt . .,___ _ _ 

Chief Deities rule over gods, men and all d1e creatures of their man y 
spheres . Powerful beyond und erstanding, they are not to be trifl ed 
with. 1f th is entity shou ld ever Jose a Duel of Wits against. a being of 
eq 11 al or lesser stature, he receives a major compromise in addition 
to the compromise determined by the state of his opponent's body of 
a rgument. 



Familiars 
and Homunculi 

Fum iliars are staples o f' Western magica l fantasy. They 
seemingly mundane creatures who have been bot t nd to or who 
have chosen a wizard companion. These creatures possess magical 
ubil it ies that. they sha re with their masters. 

There a re l'ou r ways to represent these crea tures and their roles in 
Btt rning Wheel: with a trait, by using Su 111 rnon i ng to create a 
with one, by using Sorcer y to conjure one for a short while or by 
crcat i ng one as a homunculus using Alchemy. Choose one method 
1 hat is appropriaJe to your game and st ick to it. 

Spirit Familiar Trait 
Fit rn i I ia rs may be purchased in character burning or earned in 
plav as a tra it. Use 1 he Spirit Familiar tra it. 

Spirit Fam1liar Dt 5 pts 

This character has a familiar whose sp i ri I is l i nkcd to his own. He 
can sec tlu·ough the familiar's eyes (using the frunibar 's Percep tion 
a ttribute a nd a ny applicable traits, like Keen Sight). However, 
when using his frun iliru·'s eyes, a character with this trait cannot 
see I hrough his own (though other senses may still be employed). 
lt takes two acti ons of concentration to engage his familiru·'s eyes, 
and two more actions to re~urn hi s sight to hi s own eyes. This 
trait does nol grant Low Speech. However, the creature does 
understand its compan ion 's wishes and wi ll go where its master 
direc ts it to go, look at what its ma,ster directs it to look at, etc. 
A characte r with this trait feels the pain of his familiar. If the 
Familiar suffer s a L ight or greater wound , I he mas ler su l'l'ers a 
L ight \Vuund . 

If the fami J ia r is ever killed, the master suffers a Traumatic 
Wound. Tn the game, the chmacler is ph ys icall y unharmed, bul 
mentally lriturn atized . Recover y and Treatment are as per a 
standa rd Tra wual ic Wou nd. This wound dues uot bleed out. 
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The famili ar uses the slats of the Imp on page 300 of' the Monster 
Bt.u·ner. llowever, the CM chooses an appropriate animal form for the 
creature. He may pick a few identifying traits from an appropriate 
animal body in Pete's Farm or Pete's Wild World of Discovery in the 
Monster Burner. The animal should be small and innocuous. Dogs , 
cats, pigs, ravens, rabbits, fox es and such are okay. No bear or wolf 
imps. 

Summoning 
Using the Summoning rules presented in this book., a sorcerer may call 
forth a spi rit and ba rgain with it to either possess or take the form of 
an an imal and serve him. This would simply be part of the te rms of the 
bargain . Being followed by a cat is far less conspicuous than a giant, 
fla ming demon. 

Sorcery 
Using traditional Sorcery, a player ca n use the followi ng spell to bind 
an animal to him. 

Summon Famihar Ob 3 90 Actions__ 
The cat broke away ji"Om the shadows like ink running across the 
p age. He silentf,y padded out to do the master 's bidding. Using 
this spell , a sorcerer may summon an animal companion to aid 
him . The spell sends scents and calls out on the night winds to lme 
forth a suitable animaL The player may choose between a cat, owl, 
dog, frog, toad, crow, snake or hare. The animal is not inherently 
magical. Use the animal stats from the Monster Burner. While the 
spell is sustained, the sorcerer may see through the creature's eyes, 
heru· through its ears, feel what it feels and smell what it smells. He 
may also control its actions. If the creatme is harmed while under 
th e sorcerer's control, this cOLmts as a m.qy not for the sorcerer. The 
sorcerer must then also immediately retest for ta"x as per the Power 
Still Flows Thro ugh Him rule. 

Origin: Presence 

Element: Anima 
Duration: Sustained 

Area of Effect: Single Target/ 
Natmal Effect 

Impetus: Control 
Resource Points: 6 



The Arcane Library 

Alchemy and the Homunculus 
Alche rn ist s may fa shion familiars of their own. Using a va ri ety of 
poss ible processes , I he alchemist cr eates a miniature man who wil l 
:;erw· hi s ~~ rea tor so long as he is fed and tended to. These creatures are 
ca lied homunculi , little men . 

Crru ti r1 g a homunculus requires a Resn rrrces test to gadwr materials 
a nd rr n Alchemy skill test to execute the process. 

Alchemical Resources 
Then· are three possible methods for creating the 1 itl le ma n. 

Jllrmdrake 
T he first method requires mandrake grown beneath gall ows where 
men h <~ve been ha nged. The root must be unearthed before dawn 
on u Friday. l t must then be kept bathed in milk and honey until it 
fuJlv forms into a small man. Acquiring the mandra.ke of th is specific 
tlrtlrm:r equires a n Ob 4 Resources test . Alternately, the player may 
muke un Ob 5 foraging or approp ri a te wise test. 

The Black Hen Egg 
T he sr:cnnd met}rod requires an egg laid by a black hen. A tiny hol e 
is poked in the shell. A bean -sized po rt ion of the white is replaced 
wi il1 lmrnan semen. The hole is then sealed with virgin parchment, 
following wh ich the egg is bmied. A hormmculus will emerge from I he 
rgg after thirty clays . This method requires an Ob 3 Resomces test to 
acq11in: the virgin parchment and an Ob 3 Animal H 11 Sbandry test to 
rr equire the black hen egg. 

Hom•.s and Hair 

Method I he third uses a collection of skin and hair from an anima l, 
a hrr g of bones., a small pile of horse manure and a sample of the 
a lchemist 's semen. Acquiring all of these items, except t he last , is an 
Oh 2 Hesourees test . The last item must be freshly deposited on th e 
completed alchemical space. I leave it to yom· imagination as to how 
thi s can be accomplished. This creatme may on ly be created by male 
chara cters. 

Alchemy Obstacles 
• Tl1 e \tlandrake method is ru1 Ob 3 Alchem y tesl. 

• The Bluck Hen Egg method is UJl Ob 4 Alchemy lesl. 

• T lw Hones and IIai:r method is an Ob 5 AJchemy test. 
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Success creates a liv ing, thinking, feeling little man. 

The Connection 
Once successfully crea ted, the homunculus and its master are connected 
in spirit. They both know the other''s location at all times. The master 
alchemist may command hi s creat ion. It willingly does as he asks. 

This connection costs a Will die to sustain, in a similar fa shion to 
sustained spells in Sorcer y. This die may only be relinquished if the 
alchemist willingly gives up control of his creation, if the creation is 
destroyed, or if the alchemist dies while the homunculus is in his control. 
Once given up, the link can never be reestablished. The little man is free. 

Jlomunculus Sustainer 
Using the Enchanting mles, a sorcerer could build a device to sustain 
the connection to the horn unculus for him. See Useful Magical Devices 
in the Enchanting chapter. 

Homunculus Stats 
'~Wii'L:·.· All homunculi may speak the language of their creator. The GM may 

wr ite Beliefs and T nstincts for them. They may learn skills and advance 
skills up to exponent 5 . They may not make use of artha. 

Mandrake 
The Mandrake Homunculus is a dangerous creature. It's poisonous! 

Mandrake Homunculus 

Wi Pc Ag I Sp Po Fo Be Re Sic Mw Res Cir 

82 83 83 I 83 82 82 82 83 8S 87 

Speed Muliiplie•· Hesitation 8 

Su Mo 
PTGS Alchemy Obsiucle: 3 

82 83 84 8S 86 8 7 

t:har Protective 

Die Small Stature, Manhunter; Repulst've 8/oot:( Piertt'nJ Ftm!f.S, /ntoxicatinj Venom 

Call 
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Black Hen Egg 
Homunculi made from the egg of a black hen are the smallest and 
most docile of the homunculi . Tn addition to bei11g tiny ru1d fast , they 
take on u-aits and skil ls of their master. 

Black Hen Egg Homunculus 

\Vi l'e Ag S p Po Fo He Re Ste Mw Hes Cir 

8z 84 B4 B4 81 81 82 B4 B4 87 

Speed Multiplier lle~italion 8 

Su Mo 
PTCS Alchemy Obstacle: 4 

82 B4 B6 

Char Vp to 'me charader" b--ait from the creator 

Trails Die Ti'nJ Stature, plus up to one t6C trait from the cr-eator 

Call llf tuunecall-on lrat~ from thecreator 

Skills choo5e twoskttls from thecreator 

Bones ami Hair 
A hOimwculus of this type adopts a character n·ait and a die trait of 
the animal from whose hair it was made. It also takes a character n·ai t 
from its master. The creature's stats are as follows: 

Homunculus of Bones and Hair 

Wi Pe Ag Sp Po Fo lie Rc Sle Mw ltes Cir 

8z 83 B4 84 82 84 83 83 84 88 

Speed Mull.iplier llesilalion 8 

Su Mo 
PTCS Alche my Obstacle: s 

83 B4 BS 86 87 88 

Char choose a character tr-ad from master, character trait (r-um 1u1t'mal 

Trails Die Small Statu,-~ plus a trail: u( the animal 

Call 

Stealthy 84, Climbin!f B4 

Alchemical Failure: Goo, Gremlins and Imps 
There are three things that can happen when an erstwhile alchem ist 
fails the Alchemy test to create a homunculus: goo, gremlins or imps. 
The GM may choose wh ichever result he feels is appropriate. 
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Goo 
Con is th e most merciful res ul t. The cxpcriinent simply dissolves into 

a mess . All of the materials are consumed and wasted. 

Gremlins 
Ou th e other hand , th e failed alchemical experimentations could 

give bi1 th to something unexpected. Rather than a hornw1culus, the 

a lcbemist creates a Grey Gremlin as described on pages 296 and 297 

of the Monster Burner. The gremlii1 will initially appear obedient and 

help ful , but wiH begin wreakmg havoc at the soonest opportunity. 

Imps 
Lastly, the vessel created may b e possessed by a Lesser Imp as 

described on pages 299 and 300 of the Monster Burner. At first , 

th is experiment will appear to be successful. The homunculu s will 

form and animate as it should. But soon after, the waxy flesh of the 

simulacnun will peel away, revealing th e demonic form underneath. 

The imp will do everything in its power to reassure th e alchemi st that 
th is is a normal pm·t of the process. 

These failed results do not require the Connection die., and neither is the 

creature required to be obedient to the alchemist. The GM may write 
Bel ief"s f"or the creatures and control them as he sees fit. 

Maintaining the Homunculus 
Mainta ining a homunculus is a burden on the alchemist"'s Resources. 
The creatures have st range needs and r equirements . So long as the 
connection lasts., the summoner suffers a + l Ob penalty to his Resources 
lirestyle ma intenance. If the Resources test is fa iled , the homunculu s 

fee ls spurned and neglected by his master. He sniffles, packs a bag and 
sham bles dejectedly into the night. The connect ion is un broken, but the 

mas ler must find his charge and bring him home. This does not apply 
to gremlins or imps. They're f"1 ·ee ! 

One at a Time 
A character m ay onl y ever have one homu nculu s in his service at one 

time. If one homunculus is lost or set free., another may be created to 
replace it. 
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Art Magic 
Art Magic is a variant of the standard Sorcer y mechanics presented 
in the Burning Wheel . This system does not use a set spell ] ist. 
Instead , the sorcerer gathers his art, ski ll and inspirat ion together 
and calls upon the eldritch powers to obey h is will and a id him as 

T his art can' t recreate all of the effects of standard Sorce ry. There 
are certain big magic effects that have been necessarily left out, and 
it's not near ly as destructive as Sorcery. However, it is incredibly 

This system is challenging to use. The sorcerer player must think 
of the outcome of his spell before he can cast. He must envi sion the 
result, not only in terms of eldritch a nd arcana, but in the form of 
a game-mechanical effect. This takes some practice, but once the 
player masters it, he may never want to leave the warm embrace 
of Art Magic. 

Sorcerers Use Sorcery 
To build a spell using Ar t Magic, the sorcerer player must first 
choose the effect, breadth and duration for the spell. Once those 
facets are chosen, determine if hi s school of magic applies. Next, the 
player must either name the spell or spea k a bit of the incantation. 
These steps determine th e obstacle for the spell a nd any advantage 
dice availabl e. Test Sorcery plus the advantage dice against the 
obstacle. If' the test is successful, then the spell has its intended 
effect . If failed , the CM may choose the consequences . 

Sorcery, not Sorcery 
Art Magie is accessed tbrough the standard Sorcery ski ll. When 
using Art Magic, the rules for standard Sorcery are replaced with 
these ru les . Do not use any of the rules in the standard Sorcer y 
chapter un less otherw ise instructed to do so in thi s chapter. 

We strongly recommend against having Art Magic and Sorcery in 
one game at the same t ime. 

Gifted 
Characters must: be Gifted to use Art Magic. 
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Effects 
What does the sorcerer want his spell to do ? There are nine effects 
to choose from in Art Magic: Hinder, Advantage, Arcane Knowledge, 
Sorcerous Weapon, Destroy with Sorcerous Fi re, Evoke, Arcane Action, 
ll I usion and Trait. Multiple effects can be combined in a single spell. 

Hinder 
The magician may hinder one or more of the target's abilities. When 
using this effect , the player must name which specific a bility (or 
abilities, depending on the breadth of the spell) he is targeting. 

Hindrance can manifest as commanding branches to entangle, 
conjuring illusions to blind, or casting di seases or afflictions on your 
target. 

Hinder Effect 

Advantage 

+2 Ob 

+3 Ob 

Casting Obstacle 

Ob 2 

Oh 3 

Ob 5 

The sorcerer may use his art to grant himself and his allies aid. Using 
this effect, he may add advantage dice to stats, sk ill s, Steel, Resources, 
Circles or a speed multiplier. The speed multiplier is increased by 1 
per advantage d ie added. Multiple abilities may be targeted using the 
breadth modifier. 

Advantage can manifest as a favorable wind in the sails, a burst of 
strength , a flash of insight, a quickening of the pulse or the blessing of 
spirits and gods. 

Advantage Effect 

+1D 

+20 

+3D 

Recursive Curse . 

Casting Obstacle 

Ob 2 

Ob :l 

Ob 4 

A Sorcerer may not directly or indirectly give advan tage di ce to 
Sorcery, Enchanting, Summoning, Spirit Binding, Death Art or any 
other similm spellcasting art. 



Arcane Knowledge 
The sorcerer rnay plumb the well s of mag ic in hi s sea rch for knowledge. 
To use the Arcane Knowledge effect , test Sorcery. In thi s case, Sorcery 
counts as a proxy for any a cad em ic skill in the skill list. The obstacle 
for the effec t. is the same as the skill test obstacle for the a cad em ic skill , 
plus breadth and duration. 

Sorcerous Weapon 
The sorcerer may su rnmon forth an eldritch weapon t:o wield against his 
enemies ! He may call forth the sorcerous equivalent of a sword , spear, 
axe or mace . This may be wielded in Fight! like a normal weapon-it 
requ ires use of a weapon skill or Beg inner's Luck. Rather than using 
Power as a base for th e weapon damage., use the sorcerer's Will ex ponent. 
Add the weapon power from the appropriate conjured weapon. Also, use 
the weapon's length, speed, Add and VA categories for the app ropriate 
weapon t ype. 

Burning Spear of Arcane Fwy 
With an Ob 1 Sorcery test, the wizard may conjure to his hand an 
eldritch (but run-of-the-mill ) spear, sword or mace ringed in arcane 
fire. The player must choose which weapon he desires before the spell 
is cast. To make the weapon superior quality, increase the obstacle by 
+2 Ob. The weapon may also be conjured as a spirit weapon. To do 
so, increase the casting obstacle by +2 Ob. 

Deatlt :s A :ve 
This spell effect summons forth a shimmering silver black a.,xe. The 
obstacle is 4. Use I he stats for the Sweet. Axe. The weapon may also be 
conjmed as a spirit weapon at +2 Ob. 

Destroy with Sorcerous Fire! 
The sorcerer chanl s violent a nd profane sy ll ab les as white fire jets 
from his fingertips! Base Ob 4. Must be combined with the One Test 
Duration if being used to harm characters. Otherwise, any duration 
is applicable to set up walls of mag ic fire! May no t be used on Self 
Damage as follows: Sorcerer.'s \Viii as base Power, + 1 Power per extra 
success, VA 2, Die of Fate as a bow. Successes may be used to increase 
damage., increase the VA or modify the Die of Fate . Weapon Length : 
Longest. Bange Dice: 3D. 



The Arcane Library 

Illusion 
A sorcerer may use his magic to create i.llusions to con I' use or deceive. 
1\la ke IJ versus test between Sorcer y and the victim\ Perception. Be sure 
to ad d obstacle penalties to the Sorc_;e ry test for breadth a nd duration. 
II' t l1 e sorcerer wins the versus test, hi s victim beli eves the illusion to 

be true. 



Th is spell cannot be used to harm its victim s or create perfect 
simulacra.lt may only be used to frighten , confuse, deceive, bamboozle 
or otherwi se fool them into thinking something is real when it is not. 
Tllusion costs 3 actions in Fight! 

Evoke 
Using the Evoke effect , the sorcerer can force a versus test between his 
Sorcery skill and a target's physical stat, martial or physical skill or the 
Health attribute. When using this effect , the sorcerer must declare his 
intent to shove, grab, immobilize, knock down or something similar. 
l-Ie may not use this effect to directly injure. Any other effects of this 
spell come from the results of the physical reaction of the target-if he 
is pushed into a freezing pond, for example. 

A wizard couM use the Evoke e(fed to keep a team of orcs from pullin_g up 
a tree: Sorcery versus Tree-Pullin_g. He couM stop an enemy sorcerer from 
hein_g a61e to draw enou_gh hreath to cast a spell himself Sorcery versus 
Health. Or he couM knock a hire/ off its perch: Sorcery versus Speed 

To cast the spell , make a versus test between Sorcery and the target. Be 
sure to add the obstacle modifiers for breadth and duration. 

Evoke spell s cost two actions to perform in Fight! 

Arcane Action 
Using the Arcane Action effect , the sorcerer may overcome the material 
world around him with hi s arcane power. Sorcery may be used to pass 
any simple physical test- pushing, leaping, grabbing, thrusting. The 
obstacle for th is effect is 1 plus the obstacle of the test at hand . Success 
indicates that the wizard has passed the test as if he had been testing 
the appropri ate ability. Failure on the sk ill test also counts as a failed 
spell ! 

Usin_g this, the sorcerer may strike an unsuspedil1j opponent with a 
sword or climh a wall. 

Trait 
Using thi s spell effect , th e sorcerer may grant the target access to a 
trait from the Character Burner, Magic Burner or Monster Burner. Ob 
1 plus the trait point cost for a beneficial effect . Ob 2 plus trait cost for 
a curse or detrimental effect. Unpriced lifepath traits in the individual 
character stock chapter s are Ob 4. Common tra it s from the eigh t 
existing character stocks a re Ob 5. Call-ons may not be so granted. 
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Transform 
A wi..:ard may transform himself into an animal. Obstacles are as 
fo ll ows: Mundane, har mless creature (like a bird or a fish ), Ob 3 . 
Mundane, effective or threatening creature (like a wo lf or a bea r), 
Ob -+. T he wizard is completely 1 ransfonned into that creature. Use 
the ap propriate stat block from Pete's Farm or Pete's Wild World of 
D iscovery in the Monster Burner. He may not cast othe r spell s while 
so changed. 

To transform another it's Ob 1 plus the victim's Forte, plus a + 1 Ob 
pe na lty per difference in stature from the original form to the new one. 

Chan3in3 a Dra3on (Ciijantic Stature} to a bini (Small Stature) is a 
base obstacle 13 (!plus Ci!O Forte plus 2, assuminj our wizard has black 
shade Sorcery) plus (our for the dtf(erence in stature. Ob 17, plus breadth 
and duration. Ciood luck! 

Turning a target to stone or salt is Ob 1 plus the victim's Forte. 

Breadth 
Breadth describes bow much the spell affects . Does it affect the caster., or 
the whole town? Choose the breadth of yo ur spell frorn the list below. 

Breadth of Target 

Self (One Abi lity) 

Single T:u·get, One Person (One Ability) 

GrouJl, llandful, '1\vo Abilities 

l: rowd. CoJlSC, Cluster, Three Abi lities 

Vi llagc. l'fond. Four Abilities 

Town. t:ou utrys ide, Cast le, Five Abi lities 

City, Fo•·cst, Six Abilities 

Mou n lain , l'lain , All Abilities 

Sky, Ocean 

Obstacle Modifier 

+1 Ob 

+3 Ob 

+4 Ob 

+6 Oh 

+7 Ob 

+ 8 Ob 

+9 Ob 

+10 Ob 

T lw parenthetical " (One Abili ty)" li sted with Self' a nd One Per son 
indicates you can a ffect one ability on yourself for no penalty or one 
abi lity on another charac ter f'or + 1 OIJ. H yo u're a ffect ing an object, use 
t l1 e Single Target breadth. 

Breadth is cumulative. !(you wanted to affect the Faith and Will of an 
entire cdy, it would he Two Ahilities + 3 06 of a City +8 06 = 11 Ob. 



Duration of Spell 
There a r e five poss ible durations for an Art Magic spell: one test, 
conflict, session , adventure a nd campaign. Choose the duration for your 
intended effect from the list below. 

Duration Obstacle Modifier 

One Test (according to Let It Ride) 

Conflict (Range ami Cover, Fight! or Duel of Wits) +1 Ob 

Session +2 Ob 

Adventure +3 Ob 

Campaign +4 Ob 

A one test duration indicates the effect lasts for a single roll or a series 
of roll s as per the Let It Ride rule- anything short of a conflict like 
Fight!., Range and Cover or Duel of Wits. One goal, no change of venue, 
no in troduction of new problems. 

A conflict duration indicates the effect lasts for one Fight! , Range and 
Cover, Duel of Wits, Pursuit or Chase. This is a nice hefty duration, 
because those mechanics indicate that the character is doing something 
important. 

A session duration is the simples t to measure. The effect lasts until the 
end of the session. That's it. 

T he adventure durations remains in effect until the group has completed 
some agreed-upon future goal-slay the dragon , rescue the princess, 
break into the bank. 

Campaign durations usually last until th e group has accomplished a 
great goal and then drifts off into ret irement. lt's not m uch of a limit at 
all. Typically the game's over at the end of the campaign. But campaign 
duration does have a cool flavor, especially if you end up coming back to 
the game later and pulling those characters out of retirement. 

Lasting Effects 
The effect may last beyond the duration of the spell if the spell changed 
the environment in some way. For example, you may conjure a scourgi.ng 
fire to burn a forest. After one scene., th e fire is gone, but: the forest 
remains burnt. 
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Casting Time 
The cas ling time for a spell is a number of actions equal to its obstacle. 
Since they are versus tests, and have no obstacle from which actions 
can be judged, Evoke spells cost two actions and Illu sion spells cost 
iJuee. Use the Incant Spell action in Fight! A sorcerer may cast up to 
20 actions of one spell during one volley of Range and Cover or Duel of 
Wits instead of performing one ofthe standard actions. Dangerous! 

Casting Under Pressure 
A sorcerer must complete his spell uninterrupted. He needs his hands 
and mouth to do this. Therefore, a sorcerer may not. be locked, injured, 
knocked off his feet or fail a Steel test while he is casting a spell. If he is, 
1 he spell is automatically failed at the full marg in of failure. 

A sorcerer may cast a spell while otherwise on the move, in a fight or 
arg ument. 

Schools of Magic 
Us ing Art Magic, sorcerers are trained at various schools and tau ght 
to favor one form of magic over another. Schools of magic are rated at 
1 D, 2D or 3D. Sorcerer p layers may develop their own schools or may 
consult the GM for schools he has dev ised for the campaign . 

A school of magic encompasses a n idiomatic magical express ion that 
benefits the casting of certain spells. When using Art Magic, only spel Is 
I hat fall within the idiom. may gain the advantage dice associated with 
the school. 

For examrle, t( the sorcerer studied at the Co//e3ia !>yrotechmca Ma3ia 
(school of fire majtC ), he mo/ 'not use his school of ma3ic in relation to 
water, tee or wind ma3ic. 

Other examtles include the Circle of the Psyche (sfells of the mind), Wheel 
of the White Hand (studies raw arcane eneYjies, wind and weather 
and ice) and the Temtle of the Four Winds (/or Sfells of wind, breath, 
air and direction). 

Starting Schools of Magic 
In character burning, schools of magic cost resource points. Yo u may 
stan with as many schools as you can a fford. 

~~ 
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• lD school of magic costs 10 rps. 

• 2D school of magic cos ts 25 rps. 

• 3D school of magic costs 50 rps. 

Joining Schools of Magic in Play 
To join a school of magic during the course of a game, a player must find 
a member of the school who is willing to instruct him on its theories and 
methods. To learn from this teacher, the student must forge a m ystical 
connection with him. To do so, the student must pass a Will test with 
an obstacle equal to 10 minus the teacher's WilL If this test is passed, 
the sorcerer player leam s the arts of the school at lD. 

founding a New School of Magic 
A sorcerer may found his own school of magic. This requires a year of 
time and an Ob 5 Research test. Symbology, Astrology and Obscure 
Ilistory are acceptable FoRKs. 

If the test is successful , the sorcerer found s a new school of magic at 1D. 
If the test is failed, t.he sorcerer has founded a corrupted or distort ed 
version of the school he was attempting. The school is founded at 1D as 
normal, but all spells in that school are cast at an obstacle penalty equal 
to the margin of failure of the Research test. 

For examtle, t(you're tryin_g to found the School of Brilliant Oraft"cal 
Techni'fues (tD) and you fail by two, all Sfells cast in that school _grant 
the + 1D advanta_ge, but suffer a + 2 Ob as well. 

Once a school is found ed, all appropriate spells must be cas t through 
that school, even if they come at a penalty. 

Increasing Schools of Magic in Play 
To increase the power of a school of magic, a sorcerer must invest and 
resea reb . To increase a school from 1D to 2D requires an Ob 5 Resources 
test a nd an Ob 6 Research test. To increase a school from 2D to 3D 
requires an Ob 8 Hesources test and an Ob 7 Research test. Failure on 
t.he Resource test causes tax as per the Gift of Kindness rules . Fa ilure 
on the Research test corrupts the school as described under Founding 
a New School of Magic. 

Restricting Spells to the School 
This is an optional rule. The GM may restrict Art Magic so that spells 
may onl y be cast within a sorcerer 's schools. 
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Incantation 
[f the sorcerer player names his spell with an appropriately florid name 
or offers a bit of chant or verse for the spell, then he gains + lD to cast 

the spell. 

Consequences 
Art Magic has five possible prices that can be paid for each spell. If the 
player fails to properly cast an Art Magic spell, his sorcerer suffers one 
of the following consequences: Tax, Hindrance, Enmity, Infamy or an 
Unintended Effect. 

The GM applies the conseq uences of the Sorcery based on the margin 
of failure and his judgement of the situation. 

Tax 
lf the spell is failed, the GM may call for a tax test (as per the standard 
r ules) . The sorcerer must pass a Forte test with an obstacle equal to 
the obstacle of the spell. Margin of failure temporarily reduces Forte. 
If Forte is reduced to zero, the character is incapacitated. If Forte is 
reduced below zero, the character suffers a wound equal to the obstacle 
multiplied by each die below zero. Taxed Forte is recovered as per the 
rule described in the Sorcery chapter of Burning Wheel. 

Hindrance 
The GM may apply an obstacle penalty equal to the margin of failure . 
The hindrance has the same duration and breadth as the intended spell. 

Enmity and Infamy 
A spell gone awry causes friends to become enemies! When using this 
fa ilure condition, the GM must describe how the casting goes wrong. 
The spell has an effect, but it's not exactly what was planned. 

The GM may change a relationship or named Circle on the Sorcerer 
cha racter 's sheet from favorable to hateful or rivalrous. This invokes the 
Enmi ty Clause conditions for Duel of Wits! If no relationship is present, 
the CM may assign one. Failure by one success indicates a minor 
relat ionship. Failure by two or three successes indicates an important 
relationship. Failure by four or more indicates a powerful relationship . 

Alternately, the sorcerer can gain an infamous reputation among people, 
spirits or a nimals. If the spell is fai led by one to three successes, the GM 

(~ 
'···"-

>-.... .-



11u• tlap.:ic Bunt('! 

1nay ass ign the cha racter an infamous reputation of a va lue equal to 
or less than the margin of' failure in an appropriate sphere of the GM's 
choice (peop le, spirits or anima ls) . 

Even the birds have heart! abuut what a bastartlyuu are. 

Unintended Effect 
The GM can make up some eerie nonsense that happens as the spel I is 
cast:. The spell goes off; cue eerie nonsense. 

Weaving Magic into the 
Fiber of My Being 

Using this mechanic, a Sorcerer may eventually weave the fabric of 
spell s and incantations into his very being. lf he casts a spell successfully 
a number of times equal to 10 minus hi s Will, he has "woven" the spell. 
From thereafter, the player gains an additiona l +lD when cast ing the 
spell . This is in addition I o his schools of mag ic and the + lD for the 
Incantation r ule. 

This rule is optiona l for Art Magic. It's beneficial to the sorcerer player, 
but it requires that' he do a substantia l amount of bookkeeping- he 
m ust track the spells he's cast and the number of times he's cas t them. 
If the p layer doesn't want to do that, don't use this rule! 

Versus Sorcery 
The GM can call for Art Magic tests to be resolved using simple versus 
tests. The sorcerer player states the spell he's casting and declares his 
intent, then be 1nakes the versus test. lf be succeeds, he may describe 
how hi s magics have overcome his opponents. 

This process mirrors the one described on page 140 of the Burning Wheel. 

Bloody Sol'cery 
Sorcery can also be substituted for a martial skill in the Bloody Versus 
test described on pages 140 and 141 of the Bu rning Wheel. 



Enchanting 
Encha nting is the art of imparting an otherwise mundane object 
with magical properties. The skill can be used in one oft wo ways
to temporarily and quickly imbue an extant item with power, or to 
create a nd enchant a new item . 

Imbuing 
lmbu i ng requires th e Enchanting skill, an Enchanting tool kit and 
a not" her complementary ski ll. 

Complementary Knowledge 
When imbuing an item with power, the enchanter must use a 
complementary store of knowledge (o r power) in order to guide 
his wi ll The complementary skill provides the spark or magic that 
the enchanter then blows on like an ember so it blossoms into fire. 
Complementary skills must be one or the following: Doctrine, Sing, 
Folk lore, Ancient Ilistory, Obscure History, Ancient Languages , 
Astro logy, Demonology or Empyrealia. One or more of these 
skills must be FoRKed into t.he Enchanting roll. The item being 
en hanccd or the power being bestowed must relate to or draw from 
the complementa ry sk ill. Enchanting isn't enough . There must be 
a rt and knowledge as well. 

Imbuing Process 
Imbuing is done using jusl the E nchanting skill (plus FoRKs and 
help). The test is open-ended. Imbuing requires hours eq ual to 
th e obstacle. Th is t im.e may be reduced by working quickly. The 
iml >u ecl power lasts for one t.es t. o r se ri es test. An item may be 
imbued for multiple effects with multip.le rolls, but yo u must. roll 
for each effect. Let T t R ide doesn't count in this case! 

Failure incl icates that the item cannot bold the power. The time is 
wastr\d , but t he materia ls reml} in. 

You rnay not imbue a n it em to a id the Enchant ing ski ll . 

81 
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Imbuing Effects 
Choose one of the following effects to imbue in to your target object: 

• Crant +1D advantage, Ob 3. 

• Open-ended test for one abili ty when using the item, Ob 4. 

• Negate a + 1 Ob disadvantage when using the item, Ob 3. Ob 4 to 
negate a +2 Ob disadvantage and Ob 5 for a +3 Ob penalty. 

Ramne the wizard hrews Uf some srecial tea for his adventurer fiends. 
when drunk, it nejates the + 1 oh renalty for a Surerficial wound 

Antecedents 
True Enchanti ng requires a core or root substance that possesses a 
similar nature to the power to be infused into the creation. This root 
substance is ca lled an antecedent. In game terms, an antecedent is a 
trait extracted from a creature and repurposed for the enchantment. 

Alchemy and Taxidermy 
The Enchanting skill itself cannot be used to extract antecedents. 
Alchemy or Taxidermy is used instead. Taxidermy requires a carcass ; 
Alchemy requires significant sample port ions of the creature. T his is 
a process of extraction and preser vation. It is delicate and difficult. If 
the proper procedures are not taken (if the test is fail ed), the inherent 
power of the substance is lost . 

/deutif.ying 1htits 
The obstacle to identify the traits of a creature or substance using the 
Alchemy or Taxidermy skills are as follows: Character traits, Ob 1. 
Call-ons, Ob 2. Die traits , Ob 3. 

Aura Reading may be used to identify traits as well. See the Magical 
Skills section for details on identifying traits using Aum Reading. 

Extracting Antecedents 
The obstacle to extract a trait to be used as an antecedent is equal to the 
point cost of the trait. Unpriced lifepath traits are Ob 4 to extract. 

Ex·tractiug Common Trails 
Some creatmes have certain traits as part of their body and soul. These 
are described in the Common Traits listing for each character stock. 
It is a flat Ob 3 Taxidermy or Alchemy test to extract a common trait. 
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Sflccific Antecedent for Each Specific Need 
An a ntececlent is extracted for a specific enchantment. It cannot be used 
for rnnre II tan one enc.; hant rncnt, nor can it be used f'or mu II iple pt trposes 
with in the same item. A player m ust declare his intent-the nature of 
the enchantment-when extracting an antecedent . 
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An antecedent cannot 6e extracted for a Forle-enhancinj enchantment 
and then later 6e used for an enchantment (or roundinj the Mortal Wound 

Enchanting 
When a sorcerer player wishes to create an item of power, he tests his 
character 's skill plus bonus dice accrued from the following choices: 
Vessel , Name, Antecedent , Effect , In ternal Duration , External 
Duration, Trigger, Frequency of Use, Target, Side Effects, Recharge and 
Modularity. It's a big list with many options. A variety of interest ing 
dev ices can be created ! 

Enchanting is separate from imbuing. The two may not be combined 
in a single item. 

Enchanting Requirements and Restrictions 
Enchanting requires the Enchanting skill, a tool kit, an antecedent and 
usually a vessel. Unlike Sorcer y, Enchanting does not use the Will+Skill 
combination. There is no tax for Enchanting. Enchanting cannot use 
the Hastily, Carefully and Patiently ru les for spellcasting. It can use the 
Carefully, Patiently, Quickly rules for skill tests , though. 

Choose from the following selections and questions to determine an 
obstacle a nd an amount of advantage dice to be used to create the item 
in question. 

Vessels and Name 
If the enchantment is designed for a specialized item like a sword or a 
shield, then that item must he created and infused with the antecedent 
d ur ing the enchantment. The proper skill s, materia ls and tools are 
req u ired to create this vessel. They can be part of the enchanter 's 
repertoire or be accessed via help. If the item in question is just a simple 
bauble or trinket, no additional craft or materials are required. 

A successfully created vessel that is formed explicitly for the enchanting 
process and then given a unique name gives the enchanter + 1D to his 
Enchanting roll. 

Malerauex's {freen Boots, the Staff of Heartwood or Dvalin's Steel 
{fauntlets. 
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Antecedent Trait 
The Enchanter must obtain a trait which represents the source for his 
enchantment. The trait, separated from its source, is the a ntecedent. 
AJi teccdents are meant 1.0 be fi gurat ive and metaphorical, not litera l. 
Use the following modifiers for Enchanting using certain antecedents: 

• Character trait antecedent, + 1 Ob. 

• Call-on , no bonus or penalty. 

• Die trait antecedent, + 1D. 

The blood of a character with the Evil trait coulcl he used to make a 

comfass that detects evil in others. The hair from the head of a chilcl 

wdh the Aura of Innocence can he woven into a chain that renders the 

Sfeaker jltb. The husk of a B'hemah's Brass Skin can he used to forje 

some very fOtent armor! 

Basic Enchantment Effects 
There are 10 different effects a n enchanter can bestow upon his item: 
Advantage, Obstacle, Grant Skill, Crant Stat, Tra it Transference, Test 
1\veaks, Weapon E nchantments, Magic Armor and Useful Mag ical 
Ttcrn. Multiple effects can be combined in a single enchantment. 

Make Magic 
An enchanter may invest his work with a dweomcr or faerie fire. lt 
casts no ligh t and has no mechanical advantage., but each dweorn cr is 
unique to the enchanter who creates it , like a fingerprint. This is an 
Ob l effect . 

Advantage 
An enchanter may have his item bestow advantage dice upon its 
user. Advantage dice may be gran ted to a sta t, a skil l, Health, Steel, 
Circles or Resources. The ability benefitted must be noted at the I irnc 
of enchanting. 

One to t hree dice may be granted. The obstacle is equal to the 
ad van 1 age dice to be gran ted . 

An enchanter may not create items which give advantage directly or 
indirectly to the Enchantir1g skill. 

Obstacle 

A magical device can impose an obstacle penalt-y upon its target. Tbe 
obstacle penalty can be set to a stat, a skill , Health, Steel, Circles or 



Heso urces . The ability targeted must be determin ed at the t ime of 
enchanting. T he E nchanting obstacle is the sam e as the obstacle to be 
imposed- Ob 1, 2 or 3 . 

Rath er than a set obstacl e penalty, the item can impose a doubl e 
obstacle penalty on a stat, a skill, Hea1th, Steel, Circles or Resources. 
This is base Ob 4 for the E nchan ting test. 

Negatl! Penalty 
An en chanter may nega te an obstacle pen alty like dim lig ht, 
Superficia l Wounds or Obfuscate penalties. The obstacle is 1 plus the 
value of the penalty. 

Grant Skill 
This effect all ows the enchanted item to grant the bearer a skill he 
might not otherw ise have. The obstacle is equal to the skill ex ponent 
to be gran ted. This skill must be possessed by d1e creature that was 
the som ce of the antecedent. If the beaTer of the item already has the 
skill at a greater ex ponent, he gains no benefit from the enchantment. 
Tf' he has the skill at a lesser exponent, he can let the item test or test 
himself. Jn this case, if the item tests, he may help it. 

An enchanter may not create an item which grants the Ench:mting skill. 

Grant Stat 
The magical object may grant a new stat exponent. The obstacle for 
this effect is 1 plus the exponent of the stat to be granted. The shade 
of the stat is the same as the enchanter 's skill. The sla t exponen t must 
be represented in the stat lir1e from the creature who was d1e source 
of the antecedent. The stat to be granted must be determined dming 
the enchanting process . When used, this effect replaces the wielder 's 
ability with that of the item. 

Trait1}·ansference 
Use the trait transference encha nting effect for magic like flight, 
underwater breathing, flam ing eyes, etc. Apply a trait's el'fects to the 
itern, ilie wielder of d1 e item or dte tru·get of the item. The n·ai t must 
be a part of the ru1tecedcnt. Obstacle is equal to the point value of the 
trait. This may only grant character, cosmetic and die IJ·aits. Call-on 
traits may not be transferred. Tf a duaJ-pmposed i rait is 1J'ansferred, 
onl y the non-call-on pm·f works. Tf using an unpriced lifepath trait 
from one of the eight existing character stocks, the obstacle is 4 . If 
using a com mon trait from one of the character stocks, the obstacle is 5. 

The Gifted, Faith and Chosen One traits may not be transferred . 
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Test T'weaks 
The enchanter can imbue the item. with a bit of fighting spirit stolen 
from I he SO LU'Ce creattu·e for the antecedent. It can be used to create 
doors that resist being opened, pich1res that seduce onlookers or gloves 
that grab things they shouldn't. 

When activated , the item causes a versus test between itself and its 
target. The abibty that the item uses comes from the som·ce creature. 
During the enchanting process, choose a stat, skill , Health or Steel 
attribute that the item will chall enge . This is an Ob 2 E nchanting 

effect. 

Steel tweaks : Steel is not generally used in versus tests. 1f the enchanter 
wants to build a Steel tweak, he can use this effect obstacle, but no 
versus test is made. The item simply causes its target to mak e a 
standard Steel test. 

Weap on Enhancements 
The effectiveness of a weapon can be increased d1rough Enchanting. 
There are five ways to modify a weapon: increase its VA, increase its 
weapon power, modify its weapon speed, reduce its add and modify its 
weapon length. This effect requires a vessel d1at is a weapon. 

• Increase VA: Ob 1 plus value of the new VA. 

• Increase weapon power: Ob 1 plus value of the new Power. 

• Mod{fjr weapon speed: Unwieldy to Slow, Ob 2. Slow to Fast, Ob 3 . 
Fast to Slow, Ob 2 . Slow to Unwieldy, Ob 3. 

• Reduce add: Ob 4. 

• Modify weapon length: Magical ly reduce one weapon length, Ob 1. 
Magically increase one weapon length, Ob 2 . 

• Spirit Weapon: Make the weapon a spirit weapon so it can harm 
those of Spirit Natt1re, Ob 3. 

JJ!fagica l Armor 

An item may be enchanted to confer armor protection upon its bearer. 
T here are four body locations in Burning Wheel: head , arms, torso 
imd legs. Use the following obstacles for type and localion: 

Protects as leather, +1 Ob per .location. Plated Leather, +2 Ob per 
location . Chain , +3 Ob per location. Plated Chain , +4 Ob per location. 
Full Plate, +5 Ob per location . 

The armor is run of the mill and may be damaged when 1s ru·e rolled. 
T he armor may be made Superior Quality for a cost of +2 Ob. 
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rr an arm o r piece is destroyed , that piece loses any and all 
enchannnents. Armor may be repaired using Enchanting or craftsman 
skills appropriate to the vessel. Obstacles a re 1 plu s the standard 
a rmor repair obstacles . 

!(you possess a coronet that provides helmet protection for the head and 
it is dama:;ecl, the Jeweler skill m'o/ be used to repair t't. 

Useful fi!Iagical Devices 
'lbols, Ob 2: Despi te its unlikely appearance, thi s item may be used as 
tools for a specifi c skill . 

Spell Matri.r, obstacle equallo spell: Use d1e item to store a spell that 
can then be released when the wi elder chooses. Once released, it's as 
if the spell had been cast at that moment. Use the spell 's own effect., 
breadth , duration and area of effect. If appropriate, the owner of the 
spell matrL-x may direct the spell. 

The obstacle to create a spell matrix is equal to the spell to be stored. 
The spell must then be cast into d1e item. Tt can be cast into the item at 
any time, not just dming the enchanting process . Casting d1e spell into 
the item detennines the results of dle spell when it is finall y released
margin of success, etc. Tax or other consequences are dealt wi th by the 
caster when the spell is initi ally cast, not when it is released. To release 
a spell f'rom a spell matrix, the user must abide by the trigger. See the 
Trigger heading in thi s chapter. 

Sustained spells may not be placed into a spell matJ·ix rmless the item 
is also a sustainer. 

Suslainm; Ob 4 : This item sustains one Sorcery spell or hornu11culus 
connection die. Tts purpose must be chosen when the sustainer is 
created or first activated. Thereafter it may only ever sustain that 
particul ar spell. 

Once cast, the spell is sustained so long as th e sustainer remains in 
contact with the sorcerer 's skin. He does not have to allocate a Will 
die to the spell. AJso, the susta iner does not protect agai11st tax. The 
Sorcerer must retest tax as per the Power Still Flows Through Him rule. 

To use a sustainer the ma:;e simply casts a ''Duration: Sustained" spell 
and then states, ''!am puttin!J Ma3e Li!Jht in my staff {or pendant, 
or rin3, or whatever}. " The spell is then considered maintained by the 
sustainer. The ma:;e does not have to allocate a wt!l die to hoM the spell. 
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JllulttjJiier: This il em may be used to increase a spell 's a rea of effect, 
bread I h or target of a spell on the Following scale: Increase one level , 
+2 Ob. Increase two levels, +3 Ob. Increase th ree levels, +4 Ob. 
lccc-rease Four levels, +5 Ob. Increase five levels., +6 Ob. Multipliers 

11 w st he enchanl ed wilh a specifi c spell in mind. They are nol all 
pu rpose devices . For standard Sorce ry area of effects., use th is li st 
10 detennine the order: Caster, Single Target, Half Presence., Paces, 
Presence, Double Presence, Tens of Paces, llunclreds of Paces, Mil es, 
;\'a lccral Effect , Tens of Miles. For Art Magic, use the breadth sca le. 
This rna y not be used to effect the Enchanting skill. 

Target 
\V Iconc does the effec t a ffect? 

Target of Enchantment 

Tho) 111)111 Itself 

1\'iclflcr nfllem, One A hi lily 

~i n g l c Targcl., One Abilily 

(;rou11. llandful, Two Abilities 

( roll'll , Co11sc. Cluster. Three Abilities 

\'ill a ge~ . Pond. Four Abililics 

Tow n, Coun tryside, Castle, l•'ivc Abililies 

Gly. l'orcsl. Six Abililies 

Mountain, Plain, All Abilities 

Skv. llccan 

Obstacle Modifier 

+1D 

+1 Oh 

+3 Ob 

+4 ()b 

+6 Oh 

+7 Ob 

+8 Ob 

+9 ()b 

+10 Oh 

Internal Duration-Enchantment Duration 
How long does the item hold the enchantment? Does the enchantment 
fade over time? Does it ha ve to be used within a cerl a i n I i me frarn e? 

Enchantment Duration 

Lasls until used and is then expended 

llnly lasts unlillhe end ol'lhc sess ion 

Specilic 11hysif:al condition 

Lasls uulill'ailcd lcsl 

Mulliplc uses 

La sls unlilthc end oflhc advcnlurc 

La sls until the end nfUoc campaign 

Lasls I'OJ'CI'Cr 

Ob/Dice Modifier 

+11l 

+21J 

+1 Oh 

+lOb 

+2 Ob 

+3 ()b 

+4 Oh 
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Most of the Internal Durations are self-explanatory. The tricky ones are 
described below. 

Specific Physical Condition 
The item 's power fails if a specific physical condition is met (or is 
unmet) . Physical conditions are vm·ied-the item can't be wet, the item 
can never touch the ground, the item must always be held, the O\vr!Cr 
may never refuse a handshake. This is th e most dynamic duration 
category; it's a lot of fun. These conditions can heavily influence the 
behavior of the chm·acter. The enchanter can develop his own physical 
condition for his item. lt must not be obscure, but neither should it be 
very common. 

Failed Test 
This item holds its enchantment until a specific test is failed. The 
enchanter may determine the nature of the test- what stat, skill or 
attTihute is in question. The test or type of test m ust relate to the use 
of the item or to the antecedent. If m1 ab ili ty test of that type is failed 
while the character possesses the mtifact, its power fades. It may not 
be used again unless it is rechm·ged. 

Multiple Uses 
Items that use the Multiple Uses internal duration hold th eir 
enchantment for a vm·iable amount of uses. Some may never run out, 
some ex'Pire after only a few uses . Each time the item is used after the 
first, rotl a Die ofF ate. If the die comes up a 1, the item's powers have 
expired. It cannot be used again unless it is rechm·ged. 

External Duration-Effect Duration 
IF the item's effect has an external duration, how long does that last ? If 
your enchantment only affects the item itself-li ke a weapon or a piece 
of armor-do not use this category. 

In other words, how lonj are you frozen t( I hit you with my (reezie wand? 

Duration of Effect 

No External Duration 

One test/instantaneous 

Obstacle Modifier 

+10 

+1 Ob 

+20b 

+3 Ob 

+4 Ob 
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Trigger 
Wiliit act ivates or tri ggers the enchantment? How is the magic evoked 
from the item? Potions benefit from the somatic component bonus- they 
need 10 be drunk. A magic wand that emits bolts of fire at the caster's 

111ental command must use the Mind Meld penalty. Magic swords merely 
nerd to be held , so they don't have a tr igger. 

Enchantment Trigger 

No trigger 

Mind meld/thought control 

Vcrl.wl or somatic componen~ 

i\l ust be touching bea rer 

Crazy rit.ual 

Mind Jllfeld or Tltougltt Control 

Ob/Dice Modifier 

+2 Ob 

+10 

+1 Oh 

+20 

T his ITigger aJJows the bearer to merely thin k hi s comrnands and the 
item will obey. This requires two tandem actions in Fight! or Ran ge 
and Cover to trigger. Tt's nem1y instantaneous! 

Verbal or Somatic Component or Condilional1hgger 
T he item requires that a commm1cl be spoken or gesture performed 
before it can be used. The cr t:ator may determine which is more 
appropriate. lf used in Fight !., this trigger requires actions in equal to 

ba ll' th e Enchm1ting obstacle. These cotmt as spellcasting actions. 

Alternately, this tr igger can be used fur a cundit i.on like ''·when it rains" 
or "when s01neone opens the door. " 

!Vo 1hgger 
This entry i for items that don 't require triggers, like certain magic 
swords, magic helmets, sustainers or multipLiers. Do not get cht:t:ky 
with th is and crt:aW wands of ever-bm·ning-gouts-of-fire. 

M~ust Be Touching Bearer 
ln order for the magic to be active in tlns item, it must be held in tl1e 
proper fashion so that it toucbt:s tl1t: bcart:r 's fl esh-eitht:r held in tl1e 
hand, worn as a ring or hung on a pendm1t m·ound the neck. 

Crazy Ritual 
T bc crazy ritual requires that .th e user perform some length y task 
bcfo rt: the item can be used. The task takes at least its own scene to 
perform-it cannot bt: performed in a conflict. The task also requiTes 
a success ful test of its own us ing Doctrin e, Ritual , Etiq uette or 
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something similar. The obstacle for the ri tual is 2. If the test is failed , 
the item rnay not be used for its intended effect . 

The creator of the item may describe the format of the crazy ritual and 
the skill needed to activate the item . 

Recharge! 
Most enchanted items lose their power after a period of time or number 
of uses. The internal duration determines how much power the item 
has in it. Once that power is used up- the duration expires-the item 
is rendered inert. 

The enchanter may bui ld a charm into his creation so that, once the 
internal duratio n expires, he rnay recharge it. Adding the recharge 
option 1 o an item increases the Enchanting obstacle by + 1 Ob. 

The creator must detail how the item is recharged. This process must 
either require a test of an appropr iate ability, a quest for some rare 
th ing or a change of ownership. 

Modularity 
Would you like to design the item so it can be further enchanted and 
enhanced in the future? If yes, increase the Enchanting obstacle by 
+1 Ob. 

If the modularity option is chosen, further enchantments can be added 
to the item without having to create a new vessel. However, additional 
antecedents are required for further enchantments. If modularity is not 
chosen , the item/vessel is closed off to furth er enhancements. 

Heroic and Supernatural Gear 
Creatin g heroi c (g ray sh a de) and supernatural (white shad e) 
enchantments requires heroic and supernatural skill (even if acquired 
by temporary means) and a heroic or supernatural antecedent. 

A device created with a heroic or supernatural skill and antecedent 
takes on the shade of its creator. 

A swonl created with a tem;orary e;i;Jhany to !VtlJ shade and dra3on's 
blood or jiant's sinew is a !ray wea;on. 

Or, you could make an item usin!J a 3ray Enchantt"nj skt!/ and damon's 
hair, which would 3rant a c;s Disjutse skill. 
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Til is grants the Sk ill and Stat and Tweak ahil it ies as the shade of 
the skiJI of the enchanter. A lterna tcly, creating a weapon under these 
coudit ions brings forth a heroic or supernatu ra 1 device, respective to the 
sl1 ade of the enchanter 's skill. 
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Some Enchanted Failure: 
Sacrifice, Curses and 

Perversion 
If the Enchanting roll is failed , the GM may choose one of the 
following res ults- Sacrifice, Curse or Perversion-appropriate 
to the item's nature and the margin of failure for the test. 

In the case of Sacrifice and Curse, the enchantment counts 
as having succeeded and the magic has its intended effect in 
add ition to the effects of failure. For Perversion, the GM may 
decide on a new, twisted effect for the item. It does not count 
as having succeeded in the intent. 

If none of these options tickle the GM's fancy, he may opt 
to simply have the Enchan ting test fail with no further 

consequences. Consequences can be such fun though. 

Sacrifice 
These corrupted items require a sacrifice in order to be used. In this 
case, the sacrifice counts as an additional trigger for the item. This 
sacrifice can come i.n a variety of forms: blood, wealth or harvest. 

Blood 
In order to squee~e an effect from the item, the user must either use 
it to spill blood or spill blood onto the item itself. Note the margin of 
fail m e from the E nchanting test. Margin of failm·e of one ind icates the 
user must inflict a Superficial wound with the item or must sustain 
that wound himself. Margin of Jailme of two indicates the user must 
inflict or sustain a Light wound. Margin of failure of three indicates 
the user must inflict or sustain a Midi wound. Margin of failme of four 
indicates the user must inflict or sustain a Severe wound. Margin of 
failure of fi ve indicates the user must inflict or sustain a Traumatic 
wound. Margin of fai lure of six indicates a Mortal Wound must be 
inflicted or sustained. 

The injmy must be inflicted on an intelligent being capable of feeling 
pain and suffering. The injury may not be tended or shrugged off 
while the item is in use. 
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Wealth 
H the item requires wealtb as a sacrifice, the user must offer the item 
or the appropriate gods an amount of gold and gems. Note the margin 
of failure for the Enchanting test. This is the obstacle for H.eso urces 
tests to sacrifice wealth to the item (or its pan·on gods). 

Harvest 
The enchantment may require an offering of harvest. The mru·gin of 
failul'e from the Enchanting test is the obstacle for a Farming and/or 
An imal Husbandry test required to activate the item. This represents 
1 he necessity to hru·vest the grain and raise the livestock. 

Harvest can be used with a margin of failure of five or less. Blood can 
be used with a margin of failure of up to six. Wealth can be used with 
any margin of fai lure. 

Curses 
The item can be cursed. A curse makes the item so desirable that it 
des troys the relationsh ips of those who use it. A cursed item is coveted 
bv its owner, who believes it to be mighty and powerful. 

If the player wishes his character to give up the item , a Will test is 
required . The obstacle is equal to the Enchanting obstacle. 

lf., during the course of play, another character offers to purchase or 
trade for the item and is rebuffed by the owner, he too is cursed! l-Ie 
gains the benefit of the Enmity Clause when dealing with the bearer of 
the cursed item. Cursed items always cause a Greed test in Dwarves. 

Perversion 
A perversion changes the nature of the item to something twisted. 
A perverted enchantment's effect changes to the opposite of the intention 
of the enchanter. lf the item was meant to heal, it harms. If it was meant 
to protect, it makes vulnerable. If it was meant to aid, it hinders. 

Corrupted and Marked Items 
These sacrifices , curses and perver sions all count as marked item s 
as described under the Gift of Corruption heading in the Corruption 
chapter. 
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Enchanting Time 
E nch a nting takes da ys equal to the obstacle. Time mav be redu ced 
by work ing quickly. Jf the GM clec i.des I o use a straig ht failure re~mlt, 

1 he times are as follows: Fail11 re by a margin of one to four successes 
requ ires the eomp le1e tirne to ma nufacture. Fa il ure by five or more 
requires a day or so of m 11cki ng about before yo u make a complete mess 
of 1 hin gs . 

H an Enchanl i ng test is fa iled and the GM uses Sacrifice, Curse or 
Perversion mechanics, the tes l 1 akes the fu 11 required time- days equal 
to the obstacle. 

GM-Created Items 
GMs may create items for their campaigns at will . Use 1J1e steps described 
in this chapter, but no Enchanting skill test is necessary. Be creative, 
b111 also be conservative. Magical arti facts are very potent in Burning 
Wheel. 



Spirit Binding 
Spirit Bi ncl i ng is the art of calling forth the spirits that elwell in the 
earl h., sky, rivers, stones, rain, roads a nd even th e homes of Men, 
E: lves., Dwarves and Orcs. 

Spirit Binding requires daring on the part of the cha racter, a bit of 
imagination on the part of the player and a bit of luck on the dice. 
As you' U see, th is form of magic differs substantiall y from Sorcery 
in game play.lt is subtle and potent, a nd it comes with a pr ice. 

lr1 the game, Spirit Binding is meant to act 1 ike the Circles attribute. 
There are no set spells or list of spirits that the summoner can ca ll. 
lrv;tcad , the surnrnoner has a range of locations-determined by 
hi s lifepat:hs-i n wh ich he ca n bind spiri ts. 

Spirit Binding Will 

Spirits ab01md. They infuse the world a_round us, and those who 
know their secrets call them forth and bind them into se1vice. 
Us ing thi s skill, a surnrnoner binds a spirit and sets it to a task. 

To summon and bind., the player totals hi s d ice from Spirit 
Binding, a domain binding, a spirit ma_rk., Slll11moning eli-des 
11nd an y offerings . He tests those dice against an obstacle that 
combines the spiri t's Strength , the task , th e surnrnoner 's own 
Immanence, the immediate need for the spirit and the scope of 
I he domain affected. If successful, the summoner can name his 
task and redu ce th e amou nt of retribution the spirit will visit 
upon him. lf failed, the smmnoner has imgered the spil·it and 
will SLLffer the consequences·m either retTihution or enmity. 

Obstacles: See the Spil'it Binding Obstacles and Spirit Services in 
this chapter. 

FoRKs: Astrology. Linked tests are appropriate. 
Skill Type: Sorcerous Tools: No. 

97 
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Spirit Binding Process 
When a p layer wishes to call on the spirit world for aid, he undertakes 
a series of short steps. Determine if the summoner is in one of his 
domains (see Domain Bindings). Total the dice from Spirit Bind ing, 
the appropriate domain binding, spirit marks, summoning circles (see 
Circination) and offerings (see Offerings) . Determine the task the spirit 
is to perform, then determine the necessary Strength of the spirit to be 
summoned. Consu lt the obstacles for Immanence, Need , Medium and 
Domain. Total the Strength and obstacle modifiers. 

All of the dice rolled for a Spirit Binding test are open-ended. 

Retribution, Not Tax 
After the dice are cast for a Spirit Binding, whether the res ult is success 
or a failure, see the Retribution section. There is no tax for this magic, 
but there are consequences. 

Spirit Binding Terminology 
Nameless Spirits 
Nameless spirits are entities born from the original elements of 
creation-the first river, the first sea, the first wind, the first mountain, 
the first road, the first fire-and have been broken down and spread 
across the earth through the millennia. They have no resemblance to 
life as we know it. They are wild, willful, capricious and unpredictable 
forces of nature, tied directly to their domains. One who knows their 
ways can master the very environs around him. 

These entities a re not intelligent by human measure; they are not 
sympathetic and have no desire to befriend living creatures. They a re 
nature. In order to command them- to tap their primm·d ial power-one 
must use sturdy and clever magics . One must reach into their domains 
and bind the spirits to one's will ! 

Spirit Strength 
A spirit's Strength determines both how old it is and how potent it 
will be when it man ifests through its medium. Spirit. Strength ranges 
from exponent 1 to 10. Whenever the spirit is tasked to accomplish 
something, use its Strength dice for the test. Spirit Strength dice are 
always open-ended. 
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Domain and Medium 
A domain is a conceptual geographic location where a spirit ex ists. A 
doma in can be a house, a field , a river, a hill , a mountain, a storm , a 
Ia ke, a sea. It is a broad concept-these are not speci ~c houses or seas, 
bul all houses and a ll seas . 

A spirit's medium is I he element or object by which it manifests in 
its domain. A medium is a specifi c thing: a rock , a branch , a door, a 
graves tone, a cold current, a wind in the shutters. 

Spirit Binding Obstacle 
To determine the Spirit Bi ncl i ng obstacle, add the Spirit's Strength to 

the obstacle modifier s in Immanence, Med ium , Domain and Need. 

Strength 
T he base obstacle to bind a sp iri t is its Strength exponent. The spi ri t 
binder player determines the Strength of the spirit that he is attempting 
to bind and thus sets h i.s base obstacle for the test 

T here a re a number of considerat ions lo lake into account when 
determining the Strength of a spirit to summon. Certa in spi 1·it Strengths 
<~ re necessary for certain tasks. The following list describes some of th e 
poss ible tasks for spirits and the recommended Strength for that task. A 
more in-depth list for spirit tasks is described in the Spi ri 1 Tasks section. 

He veal Information 
Reveal information about the medium or domain: Strength 3 . 

8Prvice: IIinder 
Slrmgth 2 spirits hinder their targets wiil1 a + 1 Ob penalty. Strength 4 
spirit s in1pose a +2 Ob. Strength 6 spirits impose +3 Ob . Strength 8 
spiri ts impose +4 Ob. Strength' tO spi1·its impose +5 Ob. 

Service: Help 
Strength 1 spirits grant 1D of help. S trength 5 spirits grant 2D of 
help. Strength 9 spirits grant 3D of help . A sp irit rn ay not help you 
with a Spirit Binding tes t. 

Service: Harm 
Uerc are a few exmnples of using a spirit to hmm : A Strength. 4 spirit 
of Lightning docs IMS: B4, B7, BlO (VA: 8). A Strength 5 spirit of fire 
docs IMS: B4, B7, B10 (VA: 5 ). A Strength. 6 spirit of earth, wood or 
stone docs IMS: B4, B7, BlO (VA: 1). 



Immanence 
T.tnmanence desc ribes how close to the spir it world the character is. 
Consult the following li st of tra its and apply the appropriate modifier. 

Immanent, +ID 
Characters with the following t-raits contain within them a port ion of 
the spirit world: Spirit Nature, Immortal , Essence of the Earth, Cold 
Black Blood . 

Pre-Immanent, No Modifier 
Pre-immanence indicates the character contains a sliver of the spirit 
world in him. He stands firmly between two worlds, the mundane 
and the divin e. Pre-Immanent characters are marked by one of the 
following traits: Mark of the Ancient, Stone's Age, Shaped from Earth 
and Stone, Second Sight., Touch of Ages, Mm·k of the Beast, Haunted, 
Tainted Legacy or Fey Blood. 

Jlllwulane and Jlllortal, +2 Ob 
Creatures and characters witho ut any of the above tra its suffer a 
+2 Ob when attempting to use the Spirit Binding skill. Note, though , 
that they are not restricted from using the skill. There is no required 
tTai t like Gifted for Sorcery. 

Medium and Domain 
The sp irit binder player determ.ines how he wants the spirit to mm1ifest , 
in a spec ific medium, as a po rtion of the domain or as the whole 
doma in. 

Specific JI!Jediwn, No Modifier 
A grave, a single room, a U'ee, a large stone in a field, the ruts on a 
road, a wa ve at sea, a rushing wind (in a storm), a hearth, a well, a 
door. A spirit summoned in a specifi c med ium can only affect one 
person or object or a small structure. 

Partial Domain or E:qmnsive Medium, +1 Ob 
A clearing, a pond, the shallows of a great lake, the rapids of a river, 
the breeze through a house, the stretch of road between two villages, 
the lightning of a storm, the hallway in a castle, doldrums in a sea, 
the dunes of a desert, a single rain cloud in a rain storm. A spi.rit 
summoned from a partial domain or expansive medium can only 
affect a few people (up to its spirit Su-eng1l1 ), a group of objects or the 
structure of its domain or medimn. 
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Domains, +3 Ob 
Swnrnon:i:ng forth the power of the enti:re domain-the lake, the house, 
the sea, the castle, tl1e mountain , the road , the caldera, the north wind , 
I he storm, the desert- incurs a +3 Ob penalty. Spirits or the domain 
may equally affect everyone and every1·hing in their domain . 

People and Possessions 
People and their possessions a.re not pmt of any domain and may not 
have a spirit evoked f'rom tl1em. 

Need 
T he obstacle for summoning a spirit increases the more and sooner you 
11eed it. 

Unhurried, Not in a Conflict, No fl!fodifier 
If ilie spirit binder is unhurr ied and has a few peace ful moments to 
conjme, iliere is no obstacle penalty. 

Hurried, +I Ob 
If tl1e spirit is being smmnonecl to aid in a versus test or to overcome 
an immediate obstacle- the summoner needs aiel to overcome an 
opponent-then appl y a + l Ob penalty. 

In Range and Cover or Duel of Wits, +2 Ob 
Tf ilie smmnoner is embroiled in Rm1ge a.nd Cover or tl1e Duel of Wits 
and he needs a spirit, apply a +2 Ob modifi er 10 Spirit Binding. This 
costs an action. 

Fight!, + 3 Ob 
If in volved in Fight! and a spirit must be surnrnoned , add +3 to the 
Spirit Binding obstacle. This costs an action. 

Spirit Tasks 
T hese spirits arc forces of nature, not ghosts, animals or people. They 
acl on a different plane, with clifferenl energy a nd different inl enl:. 
Understanding them is difficul t., mastering them even more so. Once 
Slll·nmoned, they may be bound to a ttempt one of three general t ypes of 
services: reveal, succor or serve. 

Reveal 
T here are two aspects to the reveal power: Spiri ts ATe Wise and .Reveal 
Dnto Me This Fact. 
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Spirits Are Wise 
A spirit tasked to reveal may grant the surrunoner any wise appropriate 
to the domain or medium. The summoner may test for the wise as per 
the normal wi se rul es (on pages 267-268 of tJ1e Chmacter Burner). 
The exponent is equal to the spiri t's Strength. This roll is open
ended. 

Reveal Unto Jll/e This Fact 
Reveal may also be used to have the spir it inform the sum moner about 
a ce rtain game setting fact: directions, th e weather, the lay of the 
land . This is for ''·no contest" setti ng stu:ff-pme info dwnp of spirit 
coolness. Came sett ing facts are established by the GM. This type of 
reveal requins a Strengih 3 spiTit. 

Succor 
Spirits may be called on to protect the summoner (and his compa nions 
if' a partial domain or fu 11 domain is summoned). Succor protects from 
Natura l Effect sorcery and natural phenomena of equiva lent force to the 
ratings on the Natural Effect sca le so long as the effect is appropriate 
to the domain or mediuiTL A spirit cannot protect aga inst any effect 
higher than its Strength. The Natural Effect list is on page 214 of the 
Burning Wheel. 

Spirit versus Magic 
Succor can also be used to protect against damaging and taxing 
impetus magic. If such protection is appropriate to the spirit's idiom, 
test the spirit's Strength. The test is open-ended. Successes reduce 
incoming spell successes . lf the spell is reduced below its obstacle, it 
has no effect on the swnmoner. 

Service 
Spirits may be bound to evoke a spooky atmosphere, perform a ph ysical 
service-like lifting or throwing-or i nducecl to hinder, to help or to 
harm. 

Spool~y S tufl 
A sp iri t may be tasked to influence its domain in a spooky, supern atural 
manner. This is an Ob 1 service. This has no in-game mechanical effect. 

Eerie sdence fa//s in the forest. A c/ear fool roils. Fire burns cold 
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Like an Ox· 
Spirits may be induced to perform a physical stat-based task. A spirit's 
ph ysical stats are equal to the sp ir it 's Strength. This includes Locks, 
ThTows and Pushes, but not Strikes or anything causir1g direct harm . 

Hindrance 
Spirits may be induced to hinder. Such hindrance causes an obstacle 
penalty to all physical actions or Perception-based actions (whatever's 
appropriate to the idiom). Su·ength 2 spirits hinder their targets with 
a + 1 Ob penalty. Strength 4 spirits impose +2 Ob. Su·ength 6 spirits 
impose +3 Ob. Strength 8 spirit s impose +4 Ob. St rength 10 spirits 
impose +5 Ob. 

Help 
Spir its may be in duced to help a character with skill (or stat) tests 
appropriate to the domain. Help as per the standard rules. Use the 
Strength as the spirit's skill or stat exponent: Spirits of Strength 
1 provide lD of help , Strength 5 provides 2D of help , Strength 9 
provides 3D of help. 

A spirit will never help a Spirit Binding test. They're very jealous of 
the power of the spirit binder and thus it is one thing they simply will 
not do. 

Harm 
Tf appropriate to their idiom, spirits may be forced to harm another 
character, object or structure. Such an attack must manifest within 
the spirit's idiom: rock falls, falling branches, lightning strikes and 
bursts of flame, for example. The Power of such an attack is equal to 
the spirit's Strength plus the idiomatic material of the attack : stone 
is Power +1 , flame is Power +2, lightning is Power +3. Factor the 
damage just like a melee weapon . Roll the Die of Fate to determine 
actual damage: 1-2 Incidental,,3-4 Mark, 5-6 Superb. 

Retribution 
All spirit bindings-whether successful or not- have the potential to 
bring retribution down upon the summoner. Spirits never forget that 
they have been bound and commanded. As much as they can be said 
to show emotion, they despise the summoner for treating them thusly. 
l-Ienee they will always try to return in kind what was asked of them . 



Successful Binding 
Binding Meets Obstacle 
If the Spirit Binding test meets, but does not exceed, its obstacle, the 
summoner will suffer retTil)ution. The retribution is doled out a t. t.hc 
Strength of the spirit. See Retribution Suitable l.o the Task below. 

Binding Exceeds Obstacle 
If the Spiri l Binding test exceeds the obstacle, the maTgin of success 
reduces the Strength of the spirit for purposes of retribution. See 
Retribution Suitab le to the Task below. 

If the margin of success redu ces the spiri t's Strength to zero , no 
retribution is suffered (except maybe for a flung pl ate, ba nging 
shu tter., groaning foundation or cracked window pane). 

Failed Binding 
When the spirit binder fails lo meet the obstacle of a Spirit Binding 
test , the CM has three options: He can benignly declare that there is 
no an swer to the call because there are no spirits available. No furth er 
retribution is suffered. Or he ca n determine the player has angered a 
spirit more powerf'u l than he bargained for-see Anger of Ancients. Or 
he can decide that the spirit has gone wild and will eternally plag ue the 
summoner-see the Enmity Clause. 

Anger of the Ancients 
The smnmoner has angered this entity with his pral.tle. Add tl1e mmgin 
of failure of the Spirit Binding to the summoned spirit's Strength for 
purposes of retribution. This new Strength indicates the true natm·e 
of the spirit. in the area. The sp iri t may take one act of retribution. See 
Retribution Suitable to the Task below. 

Enmity Clause 
Alternately, the GM may declare that the summoner has raised 
the permanent ire of hi s intended victim or driven the spirit of this 
domain mad. This invokes the E1mlity Cla use . The spirit may now 
enact reiTibution (at its original Strength) whenever the summoner 
enters its domain until it is imprisoned. 

Retribution Suitable to the Task 
Spirits who are asked to reveal will later attempt to obscure. Spiri ts who 
are asked for succor take retribution in the form ol' hind rance or may 
steal f'rorn the su.rnmoncr. Spirits who a re asked to serve may obscure, 
steal , hinder or har m depending on the exact na ture of the service 
asked of them. Invariably, the spirit will wait for the ri ght moment tn 
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interfere with the summ oner, a crucial or critical junctu rc come to pass 
i11 the spirif's domain. T ime is very d ifferent for them; they can afford 
to wa it. 

Obscure 
A spirit bound to reveal wilJ la ter a ttempt to obscure. Add its spirit 
Strength as an obstacle against an appropri ate Perception test or 
Perception-rooted skill test of the GM's choosing. 

Jlituler 
Spirits can add their Strength as an obstacle penaJt:y to ru1 applicable 
physical task. Sp iri ts of wind can blow in the eyes. Spi ri ts of fire can 
refuse to light. Spirits of ea rth a nd water can trip up or bog down 
characters (causing Speed test penalties, f'or exarnple) . 

Steal 
Spirits previously bound to succor or serve may take retribution by 
fouling or stealing the surmnoner's possessions: \Vind will carry away 
un likely items (like the summoner's staff) , a mu ddy road will suck 
under a precious boot, clouds will bring a sudden squall down wh il e 
the swrunoner is looking at a fragile, a ncient map. 

These items can only be recovered by a Strength 3 Heveal Unto Me 
or a Like an Ox Service . Alternately, the GM may toss them back in to 
play at his discretion. 

Harm 
Spirits who ru·e asked to do harm to others will invariably attempt 
to do hrum in retl.ll'll . A hillside spirit will roll a stone down upon th e 
summoner or smash him with a faLling branch. Wind will kick up too 
luu·d while the summoner is crossing a ledge an d toss him off'. Water 
will heave and suck him under. 

T he Power of such an attack is- equal to th e sp iri t's Strength plus the 
idioma6c materi al of th.e attack: stone is Power + 1, flame is Power +2, 
lighming is Power +3 . Factor th e damage just like a melee weapon. 
Holl the Die of Fate like a bow to determine actual damage. 

Alternately, instead of doing direct harm, spu:its may use theix Strength 
to Push , Lock or Thxow the summoner a t an inopportune tune-liJce 
when he's crossing a lake or climbing a wall. The swnmoner may roll 
his Natmal Defen ses against the attack. 



Scope of Retribution 
Everyone who has benefitted from the spirit's service suffers from its 
retribution. H the Spir it Bind ing test was failed, the GM determines the 
targets of the retribution so long as they fall in the lim its of the medium 
and domain obstacles that the summoner player set out for the test. 

Timing of Retribution 
Retribution rarely comes immediately, but it always arrives at the worst 
possible moment. If a spirit is set to kill its tormentor, it is not enough 
to just murder him in h is sleep. The spirit waits unti l other people are 
relying on the summoner to save them, then makes its attempt. Spirits 
detest being bound and commanded ; they will demonstrate their ire in 
the most wicked and vengefu l ways possible. 

Laws of Service 
Listed below are a few limitations to bear in mind when dealing with 
these nameless spirits . 

• Spirits are limited to their domains . The spirit of the pond knows 
nothing of the hills, the wind knows nothing of what dwells beneath 
the waves, the stone knows little of the birds on the wind , and the 
fire knows only the taste of air and the fragrance of wood. 

• Spirit memories are long and their senses broad-they know much 
of what transpires in their domains-but a fire just lit will only 
know of the wood he eats and the air he breathes, nothing more. A 
stone taken from his birthplace and dropped in a new land will only 
know about himself and his past, nothing about this new place until 
he has had a good long time to get to know his new neighbors. But a 
river summoned forth to account for itself will know its length and 
breadth, from source to mouth. 

• Spirits ma_y onf:y act in their elements. Wind may rise or fall , brooks 
may run fast or slow, th e earth may yawn, and fires may douse. 
But branches never instantaneously grow around the enemies of the 
sununoner, rocks never roll across level ground, water never forms 
in to a wall and fire does not speak. 

• Spirits reveal through idiom. Sp irits in general do not speak the 
tongue of man. Rather, bubbles will r ise in water, a path will end 
abruptly in the forest , fire will flare vaguely taking shape., wind will 
blow from a certa in direction. 
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• Spirits acl unseen. Demanding to be Jed from the fore st whil e 
stand ing still , awaiting a spri te to take yo u by the hand, will only 
produce a very long wait. Walk with eyes ha lf-closed wh il e whistbng 
a merry tune and you will find yom·self at the forest 's edge rather 
qui ckl y. Watching for ephemera will only serve to delay the act and 
may anger the spirit ftn·ther. 

• A spirit bound must complete its task. lt cannot delay or dev iale 
from the task given to it. Once its servi ce is complete, then it is 
released from the summoner's spell. 

• Being bound to the summoner and forced to act in hi s will is a 
painful and arduous affair for a spirit. In variably, thi s arouses a 
retributive ange r in the spirit. Once it is released.fi·om its service 
the spirit will exact retribution. When a spiri t does so it will take 
payment in kind for the service stolen from it. 

Spirit Task Duration 
If the length of a spirit's ta sk is longer than a day or so-if the spirit is 
asked lo gua rd some location , for example-consult the table below to 
see exactly how long the spirit sticks around. Spirits wi ll carry out their 
sentence as quickly as possible, but they know no time. Holl 2])6 and 
constill the cha rt below. 

Length of Service Table 

206 Length of Sel'vice 

2 Mere moments 

3 2x Strength in Months 

4 Strength in Months 

5 10x Strength in Months 

6 2x Strength in Days 

7 Strength in Days 

8 lOx Strength in Days 

9 2x Strength in Years 

1.0 Strength in Years 

11 1 Ox Strength in Years 

12 Forever 
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Domain Bindings 
Domain bindings are a ritual spiritual bond the summoner has with 
an archetypal location. They are to Spirit Binding what affiliations are 
to Circles. 

Examfle tlomat'ns aYe: a!Jyssal, alluvial flain, !Jatllantls, castle, caMer-a, 
coast, deser-t, tloMr-ums, foothills, for-est, house, lake, mountain, oasis, 
r-itfje, r-iver; r-oad, sea, tmja, tuntlm, wadt; nor-th wind, wester-lies, 
stor-m, for-est fir-e, fYair-ie fir-e oY coM cur-r-ent. 

When creating dom a in bindings, the player may choose from our 
examples or make up his own. 

Starting Domain Bindings 
The character starts with one bound domain for each lifepath and 
appropr iate trait. You may summon spirits in bound domains, but 
you are not powerful there. The player describes the most prominent 
geographic location from each l i fepath. The summoner is bound to this 

For- examfle, t( the summoner-jYew uf on a far-m {anti has the Far-meY 
iifetath}, he takes the domain !Jintlinj Far-ms. whenever- he is on a far-m, 
he may conjur-e its SfiYits, even fit isn't the far-m he jYew Uf on. 

Additional 0-level bindings may be purchased for 4 rps each. 

Domain 1}aits 
The following traits each grant: the spirit binder a bound domain, in 
addition to any other qualities the individual traits provide . If the 
trait doesn't specify or connote a geographic location , the player may 
choose a domain for the trait before play begins: 

Adventurer, Back-Breaking Labor, Beespeaker, Black Lung, 
Bookworm, Claustrophob ic, Deep Sense, Down to Earth , Exile, 
Hiding, T Know This Ship ... , Keys to the Church, Landlubber, Lost, 
Scavenger, Street Smart, Sword of the White Towers and World 
Weary. 

Summoner Must Be Bound to a Domain 
A spirit binder must have at least a zero-level domain binding in a 
particular domain in order to summon there. Tf a spirit binder does not 
have a lifepath or a binding associated with a particular domain, he 
may not conjure spirits from that domain. 
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A char-acter- who has never- 6een at sea cannot conjur-e while at sea. 
A char-acter- who has never- 6een to a mountain fYaiYie cannot call its 
SfiYits to him. 

Domain Binding Levels 
Additional domain bindings may be bough t at level 0-3 during character 
burning. Also, the spirit binder's starting domains may be increased in 
rank in character burning. There are four levels of Domain Bindings: 

Domain Binding Level Rating Resources Point Cost 

Bound OD 4 rps 

Sworn 1D 7 rps 

Embodied 2D 25 rps 

Mast.er ed 3D 45 rps 

Advantage dice from a domain binding may only be used when the 
summoner is conjuring within the appropriate domain. You may only 
have one binding per domain. 

Em!Jodied in Laval Fir-e, for- examfle, costs 2S r-esour-ce fOints in char-acteY 
6uminj. This then jYants the flayer- + 2D to his SfiYit Bindil1j skill when 
he's in oY near- lava. 

Spirit Marks 
As the spirit binder practices his craft, the spirits start to imprint 
themselves on him. They leave their mark, and he becomes more spirit
like. This benefits the su rn moner tremendou sly-it gives him greater 
sway over the spirit world-but it is dangerous to hi s own sou l. 

Spirit marks apply to a medium, not a doma in : F ire \Valk With Us, 
Teeth of Granite, Ghost of Trees,· Whispers of Water, Destiny of Wind , 
Pebble in the Pond. Spir it marks arc more versatile than domain 
bindings . They can be used in a variety of domains, so long as the 
app ropriate medium is present. 

The spirit binder player may devise his own spirit marks. 

V1 
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Whenever the element, medium or idiom of the mark is in volved in 
the Spirit Binding test, whether or not the summoner is in one of hi s 
dom a ins, he ga in s lhe app li cab le bonus di ce to the test . Spirit marks 
are the equiva len t of reputations in Circles . They a re more broadly 
applicable than domain bindings, but not universally so. 

There a re three levels of spirit marks. A character does not automatically 
start with any. They must be purchased prior to play. 

Spirit Mark Level Rating Resources Point Cost 

Touched 1D 10 rps 

Marked 2D 25 rps 

Infused 3D 50 rps 

Spiril marks are earned in play like repulations. They are voted on by 
the group when the group performs a trait vote. 

Spirit Taint 
If the tota l of all of the Spirit Binder 's spirit mark dice is higher than his 
current Will exponenl , he is in grave danger. lf he fail s hi s next Spirit 
Binding test , he suffers retribution, and he gains the Ancestral Taint 
trail. (page 229 of the Monster Burner). 

T he starting exponent for Ancest ral Taint is equal to the cha racter's 
total sp iri t mark dice. 

1( he has three spirit marks (2D, !D and 3D), he starts with a 86 

Ancestral Taint. 

Thereafter, the Strength of" each spirit summoned and bound counts as 
a test for advancement of Ancestral Taint. 

I( he summons a Strenjth 4 spirt"~ it counts as an 06 4 test for Ancestral 
Taint. 

When Ancestral Taint advances to exponent 10, the character is 
absorbed in to the spir it world . He is str ipped of all intelligence and 
consciousness and becomes one with the fabri c of nature. Nothing and 
no one can bring him back. 
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Circination 
To the uned 11cated t:yt:, the summoner is forever scratching in the dirt 
a nd wasting time puzzling over sigils and runes. He drags his staff in 
complex pattt:rns then cries to the heavens. For what? Nothing ever 
comes of it! Or so it seems ... 

Grcination PedAg 

Circination is the art of drawing circles and sigils which aid the spirit 
binder in his art. There axe lhree types of circles that ma y be drawn: 
the summoning ci1·cle, the fortress circle and the prison ci.t-cle. The 
summoning circle a ids in conjuring and binding spirits. The fortress 
protects the smmnoner from retribution, and the prison naps tuu-uly 
spirits. Circination is tested like a reg ular skill: It is not open-ended 
and does not get combined with anything special (except help or 
FoRKs) when tested. 

Circles ar e specific to a spirit or rituaJ and may not be repurposed for 
smnrnonil1g spil"its other than the ones they were origil1ally intended for. 

Obstacles: Summonil1g Circle: The spirit binder may set his obstacle. 
The Fortress : obstacle is equal to th e spu·it Strength to be deflected. 
T he Prison: obstacle is twice the spi.t·it strength to be trapped. 

FoRKs: Illumination, Crutography plus appropriate wises 
Skill Type: Sorcerous Tools: For summoning circles, no; 

The Summoning Circle 

for prison and fortress 
circles, yes . 

To draw a viable summon ing circle, simply set your obstacle a nd test 
your skill. If successful , the Ci rcination obstacle equals advantage 
dice for the Spirit Binding test. Time to draw a summoning circle is 1 
hour per obstacle point. Extra successes reduce time by 10 percent per 
success . 

The Fot·tress Circle 
This circle protects against retribution . The obstacle to draw a for tress is 
equal to the Strength of the spirit the summoner intends to conjure. The 
time is two hours per obstacle point. The fortress will aver t retribution 
from a spiril of that Strength or lower. lf the summoner is in a Fortress 
when retribution comes, the spir it wiH ''·deflect" and forget about it fo r 
now. The surnmoner may exit the doma in safely. If he tarr ies or returns, 
I he retribution is back on! 
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The Prison Circle 
H a spiril is wreaking havoc in a domain , a summoner may bind it to 
1his circle so that it becomes trapped. An imprisoned spirit may not 
be summoned to serve no r may it enact retribution on anyone outside 
tl 1e pri son. The obstacle for a pri son is twice the Strength of' the spirit 
lobe impr isoned. The t ime to draw a p ri son circle is three hours per 
obstacle point. 

l[ the circle is successfu ll y drawn , the spirit becomes bound and trapped 
within it. If the Circi nat ion fails, the spirit may enact retribution on the 
Circle-drawer as if it had been cornmandecl to serve. 

Making Offerings 
A spirit binder may make offerings to the spirits before he summons 
them . Offerings musl be appropriate to the doma in and must be 
important or vital to the summoner or those who live in the dornain: 
wine poured, harvest proffered and animals sacrificed. 

An of'f'er i ngrequires a Hesources tes l equal torl1e strengthofthespir il. being 
summoned. S11 Ccess grants + lD to the Spiril Bi ncling test. Failure causes 
Heso urces to be taxed, and there is no Gift of Kindness for an offering. 

Binding Oneself to a Domain 
D11ring play, the spirit binder may wish to gain power over a new 
domain so I hat he may summon the spirits within it. Doing so requires 
I hat the summoner spend time in the domain., al. least a season, but 
more time if possible, and he must offer a substantial sacrifice-ca ttle 
slaughtered, wine poured, harvest: offered and burned. 

Sacrifice Resources Obstac1es 
Domain Binding Rating 

Bonnd 

Sworn 

Em.hodied 

Mastered 

Time SpPnl in Domain 
Years 
1 )'Cill' + l Ob 
A season +2 Ob 

OD 

1D 

2D 

3D 

Sacrifice Resources Obstacle 

Ob4 

Ob 5 

Ob6 

Ob 7 
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Linking to Domain Binding 
Astrology, Spirit Binding, Circination and appropriate wises may be 
used as linked tests toward the Domain Binding Sacrifice Resources test. 

Spirit Encounters 
Spirits make great encounters, whether or not there's a spirit binder in 
the group. Here are two suggestions for bringing them into the game. 

Wild Spirits 
Wild spirits make great adversaries, especially for spirit binders. A wild 
spirit is one who was summoned or disturbed at some point and now visits 
harm and hindrance upon all who enter its domain. This is how forests 
become lost and haunted, seas become unsailable and mountain passes 
uncrossable. They also make the spirit binders who tame them famous. 

Imprisoned Spirits 
Though rare, it's possible to stumble across the work of another spirit 
binder-his circle and an imprisoned spirit within. Perhaps the domain 
of the spirit has fallen to waste since it has been imprisoned for so long. 
Freeing it will restore life to the place but might also invite retribution. 
To free a spirit, you must damage or destroy the prison circle which 
contains it. 

Or perh aps a spirit that contains necessary secrets has been locked 
away in a remote place. Finding it, freeing it and rebinding it could 
make for an epic quest. 

Spirits Don't Talk or Bargain 
Spirits do not talk, bargain or gossip. They will never engage in a Duel 
of Wits. They cannot: be motivated with social skills. If yo u wish to 
motivate a spirit of the type descr ibed in this chapter, you must use 
Spirit Binding. 



Summoning 
This magical art focuses on the summoning of arcane, supernatural, 
otherworldly a nd div ine ent it ies . Through hi s a rt, the summoner 

sends out a call. An entity responds, the summoner asks a service, 

the entity asks a price and the two forge a pact. 

Summoning Process 
Summon in g operates similarly to the Circles mechanic described 

in the Burning Wheel. A summoner has certain supernatural 

"circles" from which he may call on favors. He uses his knowledge 

of those circles, his skill in Summoning and his reputations within 

the supernatural world to bring forth spirits. 

Once summoned , the conjure r and en t it y ba rgain to form a 

supernatural pact. A pact is an agreement for service and the price 

of that service. 

Decide wha t type of service is needed, then determine the order of 

entity to be swm noned who can fulfill said service. The summoner 

must have at least a journeyman level in this order to summon from 

it. Tes t summoning plus the gate, orders, reputation and advantage 

dice from the creattrre's name against the obstacle. 

If the obstacle is met, an en tity of the proper order appears before 
I he summoner, wilJi ng to perform his service. Fa ilure indicates th a t 

the creature fails to appear, appears irritated or enraged by the 

summoner- as p er the Enm it y Clause in the Circles rules-or 
another creature appea rs in "its s tead . 

A summoner m ay call forth a spir it of the appropriate order 
whenever he h as a few minutes of peace, whether or not he h as 

drawn a circle. 

Linked Tests for Summoning 
Astrology, Demonology, E mpyrea lia , Folklore, Symbology, 

Doctrine a nd Obscure Histor y m ay be u sed as linked tests into 

Summoning. There are no FoRKs other than wises . 

115 
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Gifted or Not? 
Summoning can be used by both the Gifted and the mundane. Gifted 
characters use the rules as written. If a non-Gifted character wishes to 
summon, he must pass a Circination skill test with an obstacle equal to 
the order of spirit he wishes to summon. Once that circle is drawn, he 
may summon using the rules as presented. This is separate from any 
gate, fortress or prison circle he might draw. 

Service 
These spirits are not wi sh granters. A summoner cannot demand wealth 
from a demon and expect for it to instantly appear in piles beneath his 
feeL A summoned entity must go forth , find and acquire that wealth 
and return it to the summoner. The creatures described in this chapter 
are limited by their stats, skills, attributes and traits. They are potent, 
but not omnipotent. Consider this when asking for a service ! 

The nature of the service is used to determine the price the spirit asks 
in return. Use the following guidelines to determine where your service 
falls in this scheme. 

'JYpes of Service 
Listed below is a suggested list of services for summoned spirits. The 
exact form and degree of service is shaped by the entity that performs it. 

A revelation from a !!host mo/ come in the form of a ni!Jhtmare, whereas 
a revelation from a r!et"ty is a soul-shakin!J affair-d's not a mere rlream! 

Pl~ysical 

This is the simplest form of service a smmnoner can ask of a spirit. 
Physical services include: murder, kidnapping, transport (of an item or 
person ), guarding or infesting an area and protecting the smmnoner. 

Economic 
A su1mnoner may demand wealth from a spirit. This wealth can come 
in many forms. It is not always just a pile of gold. If the spirit has 
Resottrces, he may grant the smmnoner loans, cash and ftmds as per 
the standard rules. If the summoner is asking for something more, like 
an item or land, the spirit must go forth and procure it. 

Social 
A smnmoner may ask a spirit to go forth and convince another person 
of something he desires them to know or feel-love, fear, respect, 
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promotion, et c. Love and affection m ay be earn ed through the 
machinations of a spirit. This is a rather complex and open-ended 
task , the means of which are left entirely to the spir it- assassination, 
bribery, ananged marriages and worse are not out of' th e question. 

Empowerment 
E mpowerment is a spiritual binding that grants the summoner or a 
character of his choice one of the spirit's slats. 

Transference 
Transference is the process by which the smmnoner or a character of 
h is choice may take on one of the enti ty's traits. During the term of' 
service, the creature does not have access to the lTansferred trait. 

Revelation 
Revelation is a question answered . Tf th e consulted entity does not 
know the answer, it returns to its reahn and seeks tl10se who might. 
Asking questions of creatmes of this ilk is always unwise, yet some still 
persist in doing so; the answers a.re always far worse than ignora.nce. 
Revelation may be conveyed in the form of a dream or a vision. The 
smnmoner may request the revelation for himself or another person. 
Revelations always reveal truth. They may be obscure or confusing, 
but they are never false. 

Summoning Obstacles 
The player chooses what type of service he requires and a corresponding 
order that can perform said service. This sets th e obstacle for the 
Summoning skill test and the pri ce for the service. 

Summoning Obstacles by Service and Order 
Service Order Obstacle I' ri ce 

Hevelation, Transfer, Physica l Re.•tl~<,q.s Dead Ob4 Tribute 

RcvelaLion , Tran sfer, Soci a l Sanctified Dead Ob 5 Tribute 

Physical, Economic, Socia I Minor Corporal Spirit Ob7 Possession 

All hut Revelation Corpoml Spirit Ob 8 Physical 

All but Social Major Corporal Spirit Ob 9 Mark plus otl~e r soul 

Soc ia l, Transfer, Hevelation, Minor Deity Ob 10 Mark p lus any one 

Empower except sou Is 

Socia l, Transfer, Revelation , Deitx Ob 11 Other soul plus 

Empower tribute 

Soci" I, Revelation ChiefDtJity Ob 12 Own soul plus 
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Orders 
There are eight orders of supernatural, infern a l, celest ial an d divine 
beings : res tl ess dead , sanctified dead, minor corporal spirit, corporal 
spirit, major corporal spirit, minor deity, deity and chief deity. 

Restless dead are ghosts of souls who have not been properl y buried or 
who have had their graves di sturbed-this includes those di sinterred 
and bound by death a rt ists. Sanctified dead arc souls who have been 
given the proper rites to send them to their final resting place. Corporal 
spirits are entities that manifest physica lly before the summoner 1·o 
do hi s bidd ing. This includes imps and querubim who fall into the 
minor corporal and corporal sp iri t categories. Drernonirn and seraphim 
are categorized as corporal and major corporal spirits . Deities are the 
saints, gods and divinities of this world. They are not tampered with 
lightly! 

Customize the orders to your game world . Minor corporal spirits might 
be imps in one setting, gebbeths in another or animal companions in 
still another. When Summoning is introduced into your ga me, dec ide 
what forms these spir its can take. 

The Summoned 
Th e creature or spirit t hat appears before the summon er is a 
representat ive of his order. His exact personali ty, body type and position 
are up to the CM to decide. 

If the summoner player wi shes to conjure forth a specifi c spirit, he must 
add+ 1 Ob to his Summoning test. Once a summoner has lemned one of 
a parti cular creature's names, as per t he One Name of the Many in this 
chapter, th e summoner no longer suffers this penalty for calling forth 
this particular creature. 

Success and Failure in Summoning 
If the summoner passes the test , he has successfully brought an entit y 
before hi m. This entity wi ll perform a service for him. 

Successful Summoning 
Tf he met his obstacle, an elll: ity of the appropriate type and of the GM's 
choosing appears before the summoner. He a nnounces one of his many 
names and the pr ice of hi s help. He agrees to perform the service for the 
price descr ibed for hi s order. No barga in is possible for thi s result. 
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If the summoner exceeded his obstacle, he has skillfully east his 
summoning spell and earned some leverage over the entity he has called 
forth. The creature announces itself with one of its personal names 
and agrees to perform the service for the price described for his order. 
However, the summoner may spend his extra successes as follows: 

Spending Margin of Success to Bargain 
One success may be spent to gain an opportrmity to Bm·gain or Haggle 
with the entity. Make a Bargaining or Haggling versus test. If th e 
summoner wins, he may lower the price or increase the duration of 
the service by one step per success in hi s margin of success. 

If the entity wins the Bargaining test , he raises the price one step. Do 
not trifle with me, mortal man! 

If d1e summoner loses a round of Bm·gaining and ilie price is raised, 
he may spend one of his remaining extra successes (if any) to continue 
bargaining to tTy to lower ilie price or increase ilie duration. 

The summoner may agree to th e current terms before he roll s to 
bargain or he may attempt to gmnb!e and test himself against the 
entity. There's no backing out once the Bargaining dice have been 
rolled, though. Even if the terms are now drastically in the creattu·e's 
favor. 

Price and Duration Scale 
Use ilie following scale for prices: mm·k, tribute, possession , ph ys ical, 
untainted mortal soul, summoner's soul. The ma.~imum price is th e 
summoner's soul plus any number of oilier prices! 

Use the following scale for duration: a single event, a clay, a week, a 
month, a yem·, many years, a lifetime. 

Spending Margin of Success for Advantage 
Up to two Summoning succe~ses may be spent to add advantage dice 
to the Bargaining or Haggling test. Each success adds + 1D. 

One Name of Many 
If the summoner exceeds his obstacle to summon , he also learns one 
of the creature's names. The advantage of a name is two-fold. The 
summoner may call on this creat ure specifically without penalty. 
And he gains +lD to attempts to summon this creature in the future. 
This bonus does not increase if he successfully summons the creature 
multiple times. 
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Failed Summoning 
If th e su rn rnoner fa iled hi s tes t·, th ere a re thr ee poss ible results. The 
CM may declare that no spirit heeds hi s call , th at the summoner has 
angered hi s intended target or that something unintended has heeded 
the ca ll a nd appeared inst·ead. 

Ang1y Spirit.~ 

If the CM decides to bring in the intended en6 ty, the creatme is angered 
by th e summoner 's attempt to bring him forth. He does not have to 

perform the service asked. He may return from whence he came after 
berating the erstwhile Faust, or he may stay in the stmm1oner 's world 
and wreak havoc. 

He may be convinced to bargain through a Duel of Wits. However, 
he coun ts as having the E nmi ty Clause against the summoner. As 
such , t he creature gains +4s to the Body of Argument for any Duel 
of Wi ts (including ba rgaining) with the summoner. Thi s penalty 
lasts until the summoner convinces the creature he is not his enem y. 
Tf unconvinced , the spirit can r eta in hi s +4s bonus across many 
encounters and pacts. 

Unintended Summoning 
If the sunm1oner failed his lest, the GM may bring in another creature 
of greater or lesser strength. This is entirely the GM's call. Consult the 
order list if you' re stu ck for options. Use a creature one order greater 
or lesser than the intended target. The creature is not obligated to 
perform a service or bargain. It may propose its own pact and price to 
the sunm1oner if the GM has something in mind. Otherwise, unless it 
is contained by a prison circle, it may either return to whence it carne 
or wander off in to the surmnoner's world, causing chaos. 

The Pact 
The result of the summoner's spell is a pact, a spiritual bond with the 
spirit. This pact is as binding as a Duel of Wits result. 

A spirit must endeavor lo do eve1y thing in his power to complete the 
terms of the pact. He will cleave to the exact letter of the agreement, but 
he will never do more than he is required unless it benefits him. 

If he wins, the summoner gets what he asked for. Sometimes this is more 
than he bargained for. 
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Breaking a Pact 
If one side fails to complete his side of the bargain, the other party is 

freed from any obligation to the agreement. Tf it is the summon er who 

breaks the pact , th e spirit is free to remain in the materia l world for 

555 days . During that time, he may tal{e revenge on the summoner 
for break ing his word, or he may attend to other mat ters. Du ring thi s 

time, he may not be smrunoned ! 
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If, due to extenuating circumstances, the spirit fails to complete his 
appo inted task , then the summoner is freed from paying the price. 
The spirit may return to the SLtmmoner to attempt to strike up a new 
bargain; otherwise he returns home. 

Price of Service 
Each spirit asks for a price dependent on his nature. 

Summoner's Soul 
The ultimate price for a service is the summoner's mortal soul. 

Untainted Mortal Soul 
There are times a summoner may barga in with a spiri t for the gift of 
another soul. Th is sou l mu st be free from taint (and other pacts). By 
the conclusion of the spiri t's part of the bargain, the summoner must 
proffer and sacrifice the untainted sou I. The spirit must be present to 
receive the offer ing. 

Physical Price 
The entity demands a physical sacrifice from the summoner. The eyes, 
the tongue, a hand , an arm or a leg must be removed as part of the 
bargain. The character must take an appropriate physical disfigurement 
trait such as Maimed, One-Eyed or Tongueless. 

Possession 
The spirit may demand access to the summoner's body and senses as 
payment for its services. This state lasts for the same period of time as 
the duration of the original service. The player who accepts this price 
gains the Possessed trait for the term of the possession. 

Tribute 
As payment for services rendered, the summoner must build a shrine to 
the sovereign powers of the spirit., commission a work of art in its name, 
recover a lost artifact, or fund a thousand rites to be spoken to the 
patron gods. Whatever the final payment is, it is a costly endeavor and 
must be completed lest the summoner violate the pact. The obstacle of 
the Resources test is equal to the obstacle of the order of the creature. 

Mark 
The summoner agrees to wear the insignia or mark of the spirit visible 
on h is person or flesh . For lesser orders like the dead or minor spirits, 
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the mark comes in the form of a sy mbol worn on the person . For other 
spirits, the mark appears as a scar or tattoo. The rna rk can be anywhere 
HI: a ll on the su rn rnoner's body. It is immuta ble, will never fad e a nd will 
res ist a ll attempts lo efface it. The character must take the character 
trait Marked by X (whatever the sp iri t's na me is) . For deities, a mark 
consists of a character trait as described above plus a repu tation with 
1 hat spirit's order. The reputation is infamous with that spirit"'s enemies . 

Duration of Service 
A spirit wishes to serve for as short a span as possible. As such , when 
the initial service for a price offer is made, the en lily agrees to perform 
a single service or task, or agrees to extend hjs protection or provenance 
for the length of a single event. 

As per the rules described tmder the Success ful Summoning heading, 
a summ oner may bargain to increase the duration of the service. 
Bargaining beg ins with the duration of a single event and progresses 
up the follomng scale: a day, a week , a month , a year, mar1y years, a 
lifetime. 

Time of Pr~yment 
The time al which the price is to be paid must be negotiated between 
the smnmoner and his servant. The player and tJ1 e GM should work 
out an appropriate time of payment as part of tl1e Bargaining ritual. 

Munier is com;lete at the cleath of the su!J;ect. When the in(ormafl"on is 
;resented, a Revelation is encled When the summoner has 6eclclecl his 
new wife, the s;irit's social role is clone. 

Affiliated Orders and Reputations 
Orders are the fundamental element of the summoner 's power. An order 
is an a ffili at ion with the spirit realm. They act I i.ke affiliations do in 
the Circles mechanic. A smmnoner may only call creatmes to him from 
orders wiili which he is affiliated. 

Summoners may also have reputations among t he spirits . His name 
may ring out in the halls of hell ! 
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Starting Affi liated Orders 
A II summoners beg in the game wi t h the restless dead ord er at 
Journey ma n level for free. The value of this order may be increased or 
add itiona l orders may be bought durin g character burning using the 
following prices : 

Degree of Order Rating RP Cost 

Journeyman Order OD 10 rps base 

l'irst Order 1D 20 rps base 

Second Order 2D 25 rps base 

Third Onler 3D 50 rps base 

Modify the cost according to the exact order of spir its: 

Order Affiliations Cost Modifier 

Restless Dead 

Sanclified Dead 

Minor Corporal Spirit 

t:oqJoral Spirit 

~lajor Corpoml Spirit 

Jllinor Deity 

Dcit)' 

Chief Deity 

RPCost 

Free 

+4 rps 

+5 rps 

+6 rps 

+7 rps 

+8 rps 

+9 rps 

+10 rps 

A 2D afliliaft'Qn with the QYder {If chief deity CQsts 3S resQuYce f{lints in 
character hurninj. 

Reputation 
Reputations amon g the piri.t.s n1ay be bought in character burning 
using resource points, just li ke buying regular reputations. 

ReputaJi ons cost 10 rps for lD, 20 rps for 2D and 30 rps for 3D. The 
reputation applies to one order of spirits for each die of its rat ing. So a 
lD reputation applies to one order, a 2D applies to Lwo orders and a 3D 
reputation applies to three orders. 

C(iver OfTri6ute (rD) amQnj the QYder {If the restless dead QY Harvester {If 
S{luls (2D} am{!Yij the sanctified dead and the minQY CQYf{lral Sfirds. 
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.Joining New Orders 
To join new orders, the summoner must do one of two things : either he 
must pay the price of the order or submit to a geas. 

The Price of t!te Order 
A smmnoner may submit an offering to the order in order to join its 
rank s and gain its benefi ts . The offering is equ ivalent to the price 
of a service from a spirit in the ord er. The GM determ ines the exact 
composition of tl1 e price. 

The summoner gathers the price, pronounces his holy and mystic 
biJ1ding to the order and tJ1 en rnakes his payment.. No test is required 
to make the payment. lf the p ri ce is paid , the summoner gains 
a journeyman rank in that order. If th e order offers multip le price 
options, start with the lower price. 

Before he can join the ranks of the sanctified dead, the summoner must 
repair his family's tomb as tribute, for example. To he bound to the 
corporal spirits, he must cut off his hand 

Geas 

RatJ1er than pay a price, a stunmoner rnay submit himself before U1e 
powers of t he order and accept a geas . The orders send word t hrough 
signs and omens tha t th e stmunoner must complete a quest: 

To join an order as a journeyman, he must complet·e one goal as 
described by Ule powers that be. 

In order to complete a goal, the player mu st write it into one of hi s 
Bel iefs and resolve it, earning a persona point. The GM determines 
the nature of a goal., but the p layer ma y write his Beli ef as he sees 
fit. Scale the goals aeeorcling to the power of the order. A goal for t.h e 
sanctified dead is less dangerous ilian wbat deities demand. 

Increasing the Rank of an Order 
The rank of an ord er may be increased by paying a further, more 
expensive price or by completing a more elabo ra te, rnore dangerous gens. 

Pay ing the Price of an Order 
lf an order has a single price listed , an appropriate iteration of that 
category must be paid. Each price must be greater than the last. If an 
order has multiple prices li sted, use the first price for ilie journey rmm 
rank, second price for the first order, etc. Tf yo u nm out of prices, just 
keep increasing the value of the last one listed. 
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Increasing Orders by Geas 
To increase the rank of your order, you may also submit to a more 
arduous geas . The mechanics are the same as those described above, 
but each level requires more goals to be completed . 

To become a member of the first order, the summoner must complete 
two goals as proclaimed by the powers of the order. 

To become a member of the second order, he must complete three 
goals set by the powers. 

To become a member of the third order, he must complete fom goals 
determined by the powers that be. 

Earning and Increasing Reputations 
Reputations are earned and increased according to the mechanics 
described on pages 118 and 119 of the Burning Wheel. 

Circination 
Circination for summoners is slightly different than for spirit binders. 
Rather than draw a summoning circle, they draw a gate. A summoner 
should have the prison drawn before he summons. If he does not, this 
willful spirit will take i.ts liberty before str iking a bargain. He may 
draw his fortress to protect himself as does the spirit binder. 

Gates and prisons are specific to a spirit or ritual and may not be 
repurposed or used for summoning spirits other than the ones for which 
they were originally intended. Fort resses may be appl ied to any spirit or 
order. They may be reused. 

~Cairuc~i~n~aut~io~n~~~~~~~~~~r~LA~~~~~~~~--
Circination is the art of drawing circles and sigils that aid the 
summoner in sturunoning spirits . There are three types that may be 
ch·awn: a summoning gate, the fortress circle and the prison circle. 
The gate aids in conjuring and binding spirits. The fortress protects 
the summoner from harm at the hands of spirits and the prison traps 
spirits. Circi.nation is tested like a regular skill: It is not open-ended 
and does not get combined with anything special (except help or 
FoRKs) when tested. 

Obstacles: Summoner's Gate: The player sets his obstacle accord ing to 
how many advantage dice he hopes to earn. If successful, the test 
grants advantage dice equal to the obstacle. The Fortress: This circle 
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imposes an obstacle penalty on spirits trying to get in. The obstacle 
to draw the circle is 1 plus the obstacle penalty the summoner 
wishes to impose against attacking spirits. The Prison: The obstacle 
is equal to the Will of the spirit. 

FoRKs: lllumination, Cartography, Etching, Engraving, Whitesmith, 
Symbology plus appropriate wises 

Skill Type: Sorcerous Tools: Yes 

The Summoner's Gate 
To draw a viable gate, simply set your obstacle and test your skill. 
If successful, the Circination obst acle equals advantage dice for the 
Summoning test. The time required to draw a summoning circle is one 
hour per obstacle point. Extra successes reduce time by 10 percent per 
success . 

The Prison Circle 
The prison circle t raps a spirit within it. An entity may not project any 
of its powers beyond the circle-it may not twist, burn or harm while 
in the prison. A spirit trapped within a prison may only bargain with 
its summoner or wait. 

The obstade to draw a prison is equal to the Will exponent of the spirit 
to be imprisoned. If the creature's Will is gray shade and the impr isoning 
skill is black shade, increase the obstacle by +2. If the creature's Will is 
white shade and the imprisoning skill is gray or black shade, increase 
the obstacle by +3 . It takes a number of hours equal to three times the 
obstacle to draw the prison circle. 

If the circle is successfully drawn, the spirit becomes bound and trapped 
within it until the circle itself is physically damaged or altered. 

The Fortress Circle 
A summoner may draw a circle to protect himself from harm inflicted by 
spirits. Any hostile act from a spirit made against those within suffers 
an obstade penalty equal to the rating of the circle. II any portion, part 
or article of the protected passes outside the bounds of the circle, it may 
be grasped, attacked or ensorcelled by the spirit creature. 

The obstacle to draw a fortress is 1 plus the obstacle penalty the 
summoner wi shes to apply to otherworldly interlopers. Fortresses may 
be reused. It takes two hours per obst acle point to draw the fort ress 
circle. 
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True Names 
A II crcatu res have a 1 rue name. This fa bled moniker gra n Is intense 
leverage to the summoner. A creature will never under any circumstances 
give up its own true name. However., it will occasionally give up known 
1 ru e na mes of its enemies . 

Named Dt 
This creature possesses and knows its true nam e. \Vh en its name is 
spoken, it knows who the speaker is an d where he is. 

Knowledge of a true name grants the summoner +3D to stmlll10n that 
specific spirit and +3D Bargaining tests or lo the body of argument roll 
for any Duels of Wits conducted against the creature. 

Demon, I Abjure Thee! 
Faith Versus the Summoned 
The Faithful may attempt to banish a spirit entity from this worl d a nd 
send it back to its own side. Ba ni shing restless dead, sanctified dead and 
minor corporal spirits requires a minor miracle. Banishing anything 
grea ler requires a major miracle. 

Spirits of the Dead 
Spirits of the dead have no corporal form . They are ghosts . As such , 
1hey only have Perception and Will for stats; they al so have t raits and 
skills. Beliefs and Tn stinets rna y be assigned by the GM. In general, use 
the Beliefs, Ins tincts, stats, trai.ts and skill s the creature had in life. In 
other words, pick a stat block for a Mannish , Hoden, Great Spider or 
Grea t Wolf character and drop I he ph ysical stats. Elves., Ores, Dwarves 
and Trolls may not be summoned as spirits. 

There is one exception to tlils rule. If the spirit of tJ1e SLLmmoned dead 
has been bound into his co rpse by a death a:Itist , the spirit heeds the 
summoner's call in the ta ttered 1 rappii •gs of his rotting flesh. He is mute 
and in anguish . The GM can use the sta ts for the Hisen Corpse Lmless he 
has something worse in mind! 

Restless Dead 
Th e r es tless dead ha ve two acld ili onal traits, Spirit Nature and 
Poh ergeisl. 
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Po1tergeist Dt 
This creature is ethereal and may only affect the physical world 
through an act of Will. If the creature wishes to touch, push, pull, slap , 
etc., test Will against the obstacle rather than Power or Agility. If a 
test is failed, Will is reduced by the margin of failure. The creature's 
physical skills may also be channeled through its Will. Test for the skill 
as normal. After the test, test the creature's Will against the obstacle. 
Will is reduced by margin of failure. If Will is reduced to zero, the 
creature dissipates and may not reform or be summoned for months 
equal to its Will exponent. 

Sanctified Dead 
The sanctified dead also have two additional traits , Spirit Nature and 
Rest in Peace. Spirit Nature is described in the Monster Bm·ner. Rest in 
Peace is descr ib ed below. 

Rest in Peace Dt 
Sp iri ts who have gone peacefull y to death and whose bodies 
were properly sanctified have great difficulty r eturning to and 
communicating with the world of the living. They cannot use an y 
physica l ability or skill to affect the material world. Those abilities 
are lost: to them. Also, while they will do whatever is in their power to 
aid the living, they a:re reluctant to tmdertake any act that will disturb 
their peaceful rest or get them kicked out of heaven. When bargaining 
with a summoner, spirits of the sanctified dead may add +2D to a 
social skill. When in a Duel of Wits add +2s to their body of argument 
if theiT opponent's request goes against their better judgement. 

Relationships with 
the Supernatural 

There's no rule that says a relat ionship has to be living or flesh and 
blood. If appropriate to your game, players may have relationships with 
gods, demons or the restless dead. The standard rules for relationships 
apply. 

You may also develop a relationship with a summoned entity. Add 
together the summoner 's skill exponent a nd order rating appropriate 
to the creature. If the summoner successfully brings forth a creature a 
number of times equal to 10 minus that number, he may add him as a 
relationship. 
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GMing Summoned Creatures 
The summoner 's art is a solitary and remote one. I-Ie conjures forth 
demons in private and sends them forth to do h is bidding. It is not a fast 
or flashy art, though it is useful. 

Much of the burden of making Smmnoning useful is placed on the GM. 
When the summoner dispatches his minions to topple a king, Lhe GM 
must arbitrate if the errand is successful or not. There m·e two ways to 
play this. First, cons ider the price. It is the most important element in 
sULmnoning. If the price is juicy enough fruit , then by all means, have 
the creature succeed at its ordained task and retm·n with du e haste to 
the smnmoner to demand payment.. 

Second, if the completion of the task is in doubt , make a versus test (or 
series of tests) between the creatme and its intended target. Allow the 
summoner player to act out and roll for h is charge. 

If a spirit has been cormnm1ded to accompany and protect the smnmoner, 
or some similar task, allow the smmnoner player access to the creature 's 
stats . Let him make rolls for the beast when appropriate. If there is ever 
a question of conflict between the entity and the summoner, the GM 
should take on its ro le. 
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Death Art 
The Death Art is a ritual magic, not a battle magic or a spell cast 
instanfaneously to ameliorate some obstacle. Using this dark lore, 
the sorcerer creates a menagerie of reanimated creatures to do hi s 

bidding. 

Skill and Faith 
be incorporated into your game in two wa ys . It 

can be used as a skill , like Sorcery or Enchanting, us ing the rules 
described in thi s chapter. Or the powers and obstacles described 
in this chapter can be at.L ri buted to Faith. If using Faith, the Death 
Art skill rep laces the Ritual sk ill for priests. All of the Death Art 
1ests delineated in thi s chapter are made using Faith, rather than 
the Dea th Art skill. Dea th Art is used for li n ked tests or to create 
tools. Tools and workshops a re required whether using the ski ll 
or Faith. 

Gifted at Death 
In order to use Death Art magic as a skill, the character must have 
1 he Gifted or Cold Black Blood tra it. 

Mortal Soul 
Death Art combines elements bol h physical and spirituaL Though 
the physica l aspect or the art-creating walking corpses-is 
obviously important, the spirit is the prime target. When a death 
a rtist wishes to a nimate a corpse, he is calling that creature's soul 
back into its body. He is trapping it in a cage of rott ing flesh and 
decaying bone, using 1 he soul as a fuel for his evil deeds. 

Therefore, thi s art ma y on ly be used on th e corpses of those 
creatures who are mortal and who are considered to have a soul
a soul being defined here as native intell igence, imagination , 
cr eativity and the abi lity to endure suffering. Th is rneans no 
anima ls or insects and no immortal creatures. 
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Orcs, Elves and other .immorta l creal u res ma y not have their co rpses so 
11 oed. Dwarves a nd Trolls, while not effectively i rnm ortal, are certain ly 
<t part of the Janel in a wa y that most mortals are not. Tt 's recommended 
that they be exempt from this as well. And , while it's not listed as a trait, 
cott sider D ragons immortal as well. 

Death Art Process 
Death Art uses three general spells: Rise! , Ritu a l Hean imat i.on and Death 
of the Spirit. Rise ! is a sho rt spell used to qui ckly reanimate a corpse and 
pul it under the death artist's control. Ritual Reanimation is a length y 

process that: a lso ra ises corpses to serve the sorct~ re r, but using th e rit11al 
method , th e death ar t ist has tTtuch rnore control of the shape of hi s 
oL'rvant. The Death ofthe Spiri1 spell is a long, complicated and diffi cult 
process 1J1at enabl es the sorcerer to slowly transform a living person into 
a ghoul, shade or liche. 

Dead Flesh 
Before we dig into the black mag ic of raising corpses to do yo ur bidding, 
WI ! must discuss the physical state or I he dead body. Thi s is an import a n( 
considerat ion fo.r the death arti st. 

Decomposition 
Tlte sta te of decay affects th e obstacles for the .Ri se! and Hitu a l 
Hean i mat ion spells. The obstacle modifi ers a re I istecl with each entrv 
below. 

3 days rlNul, tto penally 
A corpse remai11S fresh and usable for up to thne davs a ft er th e time 
of death. Jt attTaCtS flies-who come (O lay their eggs- but it has yet: l.n 

become infested. lt still looks huma.n butfor tl1e flat eyes and wax-y skin. 

to days dead, +t Ob 
llp to ten days after death, the body begins 10 putrefy and bloat". The 
press ure of the gases inflates the body cavity and fo rces l'lu ids to either 
collect in the cavi ty or ex it f-rorr1 various orifices. It's a messv time. 

20 dlt;y.s dead, +2 Ob 
At thi s stage, the bloating ceases and th e body co Ll apses in on it self. 
The fluid s drain away and the l'l esh of the corpse turns t:o a cream y 
consisten cy. Tnsects- particu lar ly Hies a nd beetles-swarm to th e 
body to eo nsutn e it. The body is ty pically covered in a crawling cloak 

of maggots. 



.50 days dead, +3 Ob 
After 50 days of decomposition, the corpse is a putrescent mass of 
rotting flesh , inhabited by maggots, fli es, wasps and corpse-eating 
beetles. Tt is a barely recognizable horror of what it once was. 

I year dead, +4 Ob 
After one year of dead1 , the corpse is a ragged collection of dried, 
leathery skin, hair and bones . It is very el i ffi cult to reanimate such debris. 

il!fauy years gone 
Contrary to popular belief, an ancient desiccated corpse is useless to a 
Death Art ist. There's not enough material left to reanimate. 

Preserving the Corpse 
Corpses rot. It's an unfo r tunate fact of li fe. Even under the care of a 
diligent death artist , they fall apart. For about the first year, this can be 
held off, bul a fter a year of living death , the corpse fa lls apart. 

T n order to preserve a corpse and gain more life from it, the death artist 
may use the Tax iderm y skill. The obstacle for preservation is 1 plu s 
its current state of decomposition as described above. If the test is 
success ful , the corpse will not fall apart after a year has elapsed. The 
sorcerer can squeeze another year of life out of it. It continues to age, of 
course, but the sorcerer may also continue to preserve it after each year 
by making the Ob 5 Taxidermy test. 

If the test is failed, the cor pse crumbles to dust at an inopportune time 
within lhe next year. The CM may have the corpse di ssipate during play 
at a point whenever he likes . 

Living Traits 
If the corpse possessed certain tra its during life, the sorcerer gains 
advantage dice when cast ing the Ri se! or Ritual Rean im ation spell s 
on it. Add + 1D to the Death Art ro!J for each of the following traits: 
Aura of Ma levolence., Cold-Blooded, Dreadful, Fearless, Horrific Aura, 
Lost, Quiescent, Hes ig ncd to Death and Weak-Willed . After being 
reanimated, all such traits are lost. 

Physical traits that represent lhe creature's form and function remain . 
However, a ny trait that requires regenera.lion or organic manufacture
the Earth 's Blood or Silk Spinner traits, for example-is lost upon the 
creature's death. 
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All Good Children Go to Heaven 
The following traits add + 1 Ob to the Rise! , Ritual Rean imation or 
Death of the Spirit obstacle: Aura of Martyrdom, Aura of Holiness , 
E n tropic, Fey Blood , i ron Will , Mis placed Aura , Obscure Aura, 
Stubborn and Wolverine. 

Corpses that bore the Eldritch Sink trait in life may not be reanimated 
or evoked. 

Riser 
The most basic Death Ar t spell allows the sorcerer to command a corpse 
to gather itself up, r ise to its feet and heed his commands. This ability is 
inherent in the skill. The obstacle is 4 plus the state of decomposition. 
Advantage dice to the Rise! test can be gained from the victim's traits. 
See Living Traits. If performed in Fight! this spell costs one action per 
obstacle point. In Range and Cover or Duel of Wits , Rise ! takes one 
volley to cast . 

Success indicates that the monstrosity shambles to its feet , ready to do 
its master 's bidding. See the Risen Corpse stat block. 

Failure indicates either that the spell d id not take hold or that the 
creature is reanimated, but it turns on the caster. The GM determines 
which res ul t is appropriate. If the creature turns on its erstwhile master, 
use the Risen Corpse stat block. 

Corpses commanded to rise must be in the sorcerer 's presence. 
Unfor tunately, this means that interred or entombed corpses may not 
be so commanded. The necromancer needs to unearth the body to free 
it so that it might serve him. 

The Ri se! spell can be cast without tools and without preparation . If 
the death artist wants more from hi s corpse ser vants, he must use the 
Ritual Reanimation spell. 

The Life of the Corpse 
A reanimated cor pse of a human adult uses the stats, skills, attributes 
and traits li sted in the Risen Corpse stat block. 



Tlw 

Risen Corpse 

Wi Pc A" " 
Sp Po Fo i 1-le He Ste i Mw Hcs Cir 

81 81 83 83 85 85 - 82 
87 ' 811 - -

Speed Mult ipl ier I x3.S I llcsit at ion I I I 
Su I Li I Mi I Se I Tr· I Mo 

PTGS Base Rise! Obstacle: 4 
83 8(, 88 M 8/0 811 

Char Hunj')' Dea,{, Mute 

Traits llic R.eant'mateJ CoY'pse, Hif/euu.s, ToUJh M Nmls, Deatl tu Pain, Vn(celinj1 Clumsy Walker, N(!jht Eyed 

Call 

Sk ills Sava3e Attack 63 

Weapons and 'l)'pc/Namc I I I M I s I Length I VA I Spd I 
Damage Natls/8tie I 63 1 85 I 87 I sh.rtesf I -l sfuw l 

Reanimated Corpse Dt 

Thi s tr ait grants the reanimated corp se th e \Vi B9, Pe Bl , Ag B3, 
Sp B3 , Po B5., Fo B5 sta t line and eliminates the Health, Resources 

and Circles attributes . These creatures may not recover from injury. 

However, neither do th ey bleed to death or suffer from any type of 

disease or poison . Also, th ese creatures may advance extant skills, but 
they may not learn new skills in play. 

The Reanimated Corpse trait also gives the creature the m indless 

ability to act in a mob. Up to five walking corpses may help each other 

at once with any task , including dragging down their victims an d 

ea ting them (in other words, positioning and Lock actions). When one 

corpse helps another, he adds helping dice as per usual , but he m ay 

not then act on his own. The act of helping essenti all y counts as his 
action. 

Hungry Dead Char 

As a side effect of th eir reanimation, the dead become insatiably 

hungr y. They may consume normal foodstuffs, but the only di sh that 
truly curbs their desire is living human fl.esh . 

Ritual Reanimation 
Raising a cor pse back to its un steady feet is not the only feat a death 

a rti st may perform. Given time and m aterials, he can reshape a corpse 
into a grim horror capable of efficiently carrying ou t hi s maleficen t wi 11 . 

The base obstacle for rit ual reanimation is significantly lower than the 
Rise! spell. 
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This process requires a workshop for Death Art and a number of hours 
equal to the obstacle of the spell to be cast to raise the corpse. The 
sorcerer may work patienlly, carefully and quickly as per the standard 
skill rules. 

The Ritual of Reanimation. 
There are four types of rituals for creating a cor pse servant-reanimated 
corpse, soldier of the damned, abomination and night hunter. Each 
ritual produces a different body type and a d i rrerent stat block. The 
sorcerer mu st choose which body type he wishes to begin with. Factor 
the corpse's state of decomposition into the obstacle. The death artist 
may further modify the body and the obstacle by using the rules 
described in the Tran smogrification section. Finally, the death artiot 
pl ayer can grant his character bonus dice to the skill test by imparting 
hi s servant with Beliefs and Instincts. 



Rituals of Reanimation Obstacles and Advantages 

Rituals 
Jlasic Ritual 

Soldier of the Damned 

Night Hunter 

Decomposition 
3 days dead 

L 10 days dead 

20 days dead 

1 year dead 

'i)l6re than one year 

Traits of the Living 
Liying Trilits 

All Good Children Go to ... 

Transmogrification 
Enhance stat (2-4) 

Enhance stat ( 5 and up) 
---"""'"~""" .~, ··--~~~~-~--.~ 

Enhance skill (2-4) 

Enhance skill (5 and up) 

Add skill 

Monstrous corpse trait Ievell 

Monstrous corpse trait level 2 

In Morti ad Vivo 
Add Instinct 

Add Belief 

lAm Night 

Ob2 

Ob3 

Ob4 

Ob5 

+1 Ob 

+20b 

+30b 

+4 Ob 

Not possible 

+lD per trait 

+1 Ob per trait 

+ 1 Ob per point 

+2 Ob per point 

+ 1 Ob per point 

+2 Ob per point 

+ 1 Ob per skill 

+ 1 Ob per trait 

+2 Ob per trai t 

+3 Ob per trait 

+ lD per Instinct 

+2D per Belief (max two) 

Add Night Blooded Trait I +2D 

Time of Death, Preferred Corpse 
Any corpse that's been dead for a year or less may be so raised. Soldiers 
of the Damned are best made from fresh kills of strong young men and 
women. Abominations are often assembled from the outsized bodies of 
criminals, madmen and lepers. Children on the cusp of coming of age 
make the best fodd er for Night Hunters. 
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Transmogrification 
Tbe sorcerer may tinker with the strength, ability and adaptability of 
hi s creation. The modifi cations and enhancements tha t may be made 
to a corpse are listed below. Enjoy! 

Enhancing the Body 
The sorcerer may concoct solutions and la y wards to in crease th e 
physical mettle of his crea tion. The player may increase physical stats 
from the base numbers listed with the body. Raising a stat from 2-4 
increases the Death Art obstacle by one for each die added. Raising 
a stat to 5 or higher increases the Death Art obstacle by two for each 
die added. 

The player may increase skill exponents from the base mm1hers li sted 
with the body. Raising a skill from 1-4 increases the Death Art obstacle 
by one for each die added. Raising a skiJJ to 5 or hi gher increases d1 e 
Death Art obstacle by two for each die added. 

Adding Skills 
The sorcerer may imJme his creati ons with adcliri.onal skills. Each skill 
added increases the Ritual Rcanimalion obstacle by + 1 Ob. Each skill 
added opens at rool plus 2 . You may select from th e followin g bst : 

Weapon skill s, Brawling, Throwing, Hauling, Climbing, Ridin g, 
SteaJ thy, Ditch Digging, Armor Training, Shield Tra ining. 

Jlllonstrous Corpse Trails Levell, +1 Ob 
The sorcerer may add any of the following n·aits to his creation. Eacb 
trait added increases the obstacle to reanimate by 1: Aggre;;sive, Brute, 
Bending Claws, Slashing Claws, Tear ing Claws, Devourer, Fangs ., 
Fused Rib Cage, Heaving, Numb, Hideous! , Single-Minded or Silent . 
These traits are not described in this book. They can be found in th e 
Monster Burner. 

Jl!lonslrous Corpse Traits Level 2, + 2 Ob 
The foll owing traits may be bmmd into a corpse before if's reanimated. 
They increase the obstacle by 2 each: Berzerker, Cru el Sn·ength, Dead 
to Pain, Brutal Fa ngs , Piercing Fangs , Hammer J lands, Hepulsive 
Blood, Stillness, Unfeehng or Unflinching. 

/11/onstrous Corpse Traits Levels, +3 Ob 
Aura of Fear, Crushing .Taws, Dense Sinew., Deva tator, Iron Hi de, 
Lea ther y Skin. 



In !VIorti ad Vivo 
Tinkering with th e cmpse's composition is primarily a spiritual and 

magical act. This process changes the nature of the creature. The more 
qualities the death artist grants to his rotting monster, the more lifelike it 

becomes . The more lifelike it becomes, the more willful and self-sufficient 

it becomes, but also the more vulnerable it grows to fear and pain. 

Revenge Is a Vulture 
Reanimated corpses lose all ofthe Beli efs and Instincts they had in life. 

The will and energy requ ired to maintain such things in life are fuel 

for th e bindings which Jock the spirit in the fleshy prison and power 

its foul deeds. The soul is trapped in a hellish place between life and 
death. Tt only knows pain , loss and sorrow. But it experiences them 

without understanding. However., the more power the death artist 

grants to his creation , the closer to life and remembering it becomes. 

The death artist player may grant his creations Instincts and Beliefs in 

order to gain bonus dice for the reanimation rituals. 

• Granting a creature an Instinct gives + lD to the reanimation ritual. 

A creature may have up to three Instincts. 

• Granting a creature a Belief grants +2D to the reanimation ritual. 

A Death Artist may allow two Beliefs to resurface in the corpse's 
bou.nd soul. 

The GM writes the Instincts a.nd Beliefs. Even so the creatm·e may not 

act on his Beliefs until he either earns three Beliefs or is freed from the 

spiritual bonds that bind him. Creatures with Instincts may use them 
as they are triggered. 

lAm Night 
Applyin g the Night Blooded trait to a corpse- so it is only active at 
night- grants +2D to the Death Art tes t to reanimate. 

Preserving a ll·ait From Life 
Tf a death artist wishes to preserve a trait the corpse held in life, he must 

make a separate Death Art test. The obstacle is 1 plus the trait point 
cost. You may preserve one trait . 

Performing the Ritual 
Total the obstacle and bonu s from the H itual of Reanimation , 

Decomposition , Living Traits, Transmogrification, In Morti ad Vivo 
and l Am Night categories. Test Death Art plus advantage dice. This 
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1 est requires a Deal h A rl workshop. Success indicates that tbc co rpse 
rises from I he ritual pit, reborn to serve its new maste r. 

Fai.lure indicates th a t either the spell has fai led and the corpse 1s 
ju st rott ing fl esh , or that the death artist has call ed back someth ing 
ma levolent and destructive to in habit the body. In thi s case, the CM 
may opt to have the corpse possessed by an imp or drenwn. Ro.ll the Die 
of Fate if you don't have anything else in mind: 1-Lessc r Tmp, 2-Tmp, 
3-Greater Imp, 4-Lesser Dremon , 5-Dremon, 6-C realer Dremon . The 
possessing spirit transfers the Lawbreaker tra it and one other trait of 
th e CJ\II"s choosing (except Sp iri t Nature) into the cor pse . The corpse 
a I so retains a ny of' the t ra its that the death artist was trying to im part. 

Ritually Reanimated Col'pse Stat Blocks 
Ritually Reanimated Corpse 

\Vi Pe Ag Sp Po Fo He Re Ste Mw Tics Cir 

81 81 83 83 85 85 82 87 

Speed Multiplier 

Su Mn 
I'Tf.S Rase llcanimat ion Obstacle: 2 

83 86 88 81 810 811 

Cha1· HuMJ?' Dcatl, Mute 

Traits Die 

Call 

Skills Sav<ljc Attack83 

Wea pons and f-''l)..:.'p_c_IN_a_m_e_+----+---+---+----'=---+---1L-L--J---- H 
llan•age Nads/Bitc 

Soldier of the Damned 

\Vi Pe Ag Sp Pn Fo I lie lle Stc 

86 82 8'1 8'1 84 86 83 87 

Speed Multiplier 

Su Mo 
I'TGS 

84 87 88 81 810 8 11 

Char Hu''!f?' DcarJ, Mule 

'lhl ils Die 

Call 

Weapons ami i--='IY~Jl_c_IN_'a_n_•c_+---l--+--t---__:c__+--lc-__:+---ll 
llamagc Natls/8itc 
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Abomination 

Wi Pc A~ 

" 
Sp Pu Fo He He Sic I Mw Hes Cit· 

I 
84 BZ 84 84 86 86 - 83 87 BIZ - -

Speed Mu ltiplier I x3.5 I Hesitation I 6/0 1 

Li 
PTGS 

Su I I Mi I Sc I Tr I Mo 
Base Reani mation Obstacle: 4 

84 87 89 810 811 812 

Clull' Hun3ry Dead, Mule 

Traits llie Reanimated Curp.se, Ma.ssivc SftltuYt, Hideous, Tou!Jit a.s Nads, Numb, Brute, Nijht EJed 

Ca ll Back-Breaki"n!J Labor; Li(tl'n!J Heavy TltinjS 

Ski lls Sav"!le Atla<k B'l; Hauhn3 B"f 

Weapons and 1)·pc/Namc I I I M I s I Length I VA I Spd I 
Damage Nads/Bite I M l 86 I 8'1 j shorl I - I Slow I 

Night Hunter 

Wi Ptl Ag Sp Po Fo He Rc Sic Mw Hes Cir 

83 BS 86 86 83 83 82 87 81 

Speed Mu ltiplier Hesitation 7/"f 

Char 

Traits llie 

Call 

Su Mu 
Base Reanimation Obstacle: 5 

82 B"f 86 87 88 89 

Ream'matu/ CoY"pse, Hittfeous, Toujh a.s Nads, Numb, Fearless, 5/a.shin!J Claws, Nose of the 

Bloodhound, N'!Jhl Eyed 

A thYee-day-oM hotly can be tuYned into a Reanimated CoYfSe with an O/; 2 

Death Ad test. lncYeasinj his Savaje Attack skdl from 3 to 4 adds +1 06. 
t;ivinj him the ClimiJinJ skt/1 adds +1 O/;. Addinj TeaYinJ Claws and a Fused 
Ri/; Ca:;e aYe + 106 each. The total Yeanimation o6stacle (oy this cYeatuYe is then 
6. !(I Jive him the Nl_jht Blooded tmit and an lnstinc~ I jet +3D to the test. 

Re-Reanimation 
Corpses that are dealt a Mort a I Wound in play arc once aga in freed 
from their m.ortal coil. They di e aga in a nd may not receive treatment ., 
recover or heal. They may, however, be r ebound by Death Art. Oh 
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Rebinding a spirit to its corpse requires a Death Art ritual similar to 
the one that reanimated it in the first place. The death artist gains a 
+ 1D advantage to the test. The corpse creature a lso gains a Belief. 1L 
may have up to three Beliefs. If the creature to be brought back already 
has three Beliefs, the obstacle to control and maintain the creature as 
described under the Inevitable, Immortal Army is increased by + l. 

Death of the Spirit 
There is another set of r it uals conta ined in this art. Bather than take 
that which is dead and give it the semblance of life, the death artist 
may take the life slowly from the living and give them the semblance 
of death. 

This process is undertaken in three steps-toxification , I iving death and 
evocation. The subject may be wi IIi ng or unwilling. It does not matter. 
At the end of the process, they will either be dead or transformed into a 
powerful spirit of vengeance. 

Toxification 
The first step in this process is to begin killing the body. The death 
artist must introduce toxins and poisons into the victim's system and 
slowly, but firmly, accelerate his path toward death. 

As mentioned above, the victim does not have to be wi lJing or even 
aware of the process. But he must ingest the concoctions the death artist 
presents to him-either will ingly or by force. 

Death Tox·ins 
Special alcohol or drugs, or specially prepared meat, must be fed to 
the victim. Preparing the special, poisoned alcohol or drugs is an Ob 1 
Death Art test. Preparing a meal of intoxicated meat is an Ob 2 test. 
They must be ingested. They m"ay not be injected. 

Once the poison is ingested, make a versus test between the victim's 
Forte and Death Art. If Death Art is successful, the process has begun. 
Apply the margin of success as described under the You Should Be 
Dying head ing. If the Death Art test fails, the vict im falls ill and suffers 
an injury equal to the exponent of the Death Art skill. But now, the 
victim may not be taken down this path-he is resistan t. He may, of 
course, be killed and his corpse reanimated. 



You Should Be Dying 
Successful intoxication grants the victim the Agg-ressive trait. J n 

addition , each additional success can be spent to grant the following 

trails: Drunk., Addicted, Bottomless Stom.ach or Cannibal. Each trait 

costs one success. 

The victim is also now primed for further torment from the death artist. 

The Living Death 
During the second stage of the process , the death artist begins to 

separate the victim's soul from his body, like prying back fingernails 
from their moorings. 

This phase of the process requires a ritual involving candles, sacrifice 

and meditation. It must take place in the sorcerer's workshop and the 

victim must be present. 

Test Death Art versus the victim's Will. If Death Art is successful, the 

victim earns the Silent call-on trait and the Necrophagic character 

traiL And he is now ready for the final step, evocation. 

Soul Tivisting 
ExtTa successes may be used to apply additional traits to the victim 

from the following list: Dissent Parasite , Blood Lust, Aura of Fear, 
Single-Minded, Ultra -Fast Reflexes. 

Extra successes may also be applied to eliminating the victim's Beliefs 
and Instincts. Two successes may be spent to remove an Instinct 
slot from the character sheet-he had three, now he has two. Three 
successes may be spent to remove a Belief slot. Multiple Instincts and 
Beliefs may be lost in one test . The target player may determine which 
Beliefs are lost. 

The time for the test is hours equal to the obstacle of the test plus any 
ext ra successes applied for traits. 

If the test is fai led , something has gone wrong during the ritual. 
The victim wakes up and witnesses the horror around him. He may 

attempt to escape the death artist's lair with Speed, Stealth or by force, 
whichever is most appropriate to the situation. He may not be brought 
furth er down the path to evocation. 
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Evocation 
In the final stage of' the ritual, the death artist rips the very soul from his 
victim and transforms it into a deadly servant. In order for the soul to 
be evoked, the victim must be tormented and then ri111 a ll y murdered. 

Make a Death Art test against an obstacle equal to the victim's currenl 
WiLL exponent plus his current Forte exponent. Desc ribe your actions in 
terms of things meta physical, religious a nd ritual. Describe how yo u're 
transforming your victim into this new monstrous form. 

Successful Evocation 
If successful, th e death artist rips th e very soul from his victim and 
transforms it into a servant of his will, trapped in a 1\ring death. The 
victim earns the following traits: Slave to the Power of Death, Dual 
Natured, Luminescent, Stillness and Hem·tless . 

Extra successes from the evocation test may be spent to add n·aits or 
to remove Beliefs m1d Instincts. 

• It costs one exn·a success to remove a Belief or Instinct at this stage. 

• The following trail s cos t one extra success each: Corpse-Bound, 
Mesmerizing Gaze, Horrific Aura. 

• These traits cost two extra successes each: Amulet-Bound and 
Celestial Sight. 

• Spirit Nature costs th ree extra successes . 

The victim retains skills he had in life. Die and call-on n ·aits arc lost 
and replaced with those impanecl by the Death of' th e Spirit process . 
Chm·acter n·aits arc retained . The slave's stats are equal to his stats in 
life , minus any dice from injmies sustained at the time of this deatl·.1. 

!fa victim is evoked while suf(mn3 from a TYaumatic Wound, all of his 
stats are reduced bJ (our when he transforms from life to unlt(e. 

The victim may not learn new skil ls unl ess he has tluee Beliefs. If he 
has fewer tl1an th ree Beliefs , he has no free will and must obey th e 
commands of his creator without hesitation. 

Evocation Time 
The evocation test takes clays equal to the obstacle. 

Failed Evocation 
lf the test is failed, tl1e victim dies . 



rl1u· llagic llurner 

Slave to the Power of Death Dt 
This creature is now the servant of the sorcerer who evoked his soul. 
He is no longer alive, but neither is he dead. He will not age, grow sick, 
hw1ger or sleep. Use the skills the victim had in life. Die and call-on 
traits are lost and replaced with those imparted by the Death of the 
Spirit process. Character traits are retained. The slave's stats are equal 
to his stats in life, minus any dice from injuries sustained at the time 
of this death. 

Ghouls 
Taking a subject through Toxification and the Living Death effectively 
transforms him into a ghoul. However, he is not under the sorcerer's 
direct control. Ghouls are still alive and may think and act as they 
please. Command and Intimidation tests may be used to motivate them 
and Duel of Wits used to sway them. 

The Liche 
The death artist may perform the Death of the Spirit ritual upon 
himself. 

I Am in Command 
A successful Death Art test to raise a corpse or spirit puts the sorcerer 
in command of the creature. Commands must be verbalized, but all 
implication and subtext is comprehended via the deep bond between 
the death artist and his creation. 

Fur e;<amrle, the surcerer may shuu~ ''c;ef him/" am/ the creature will 
knuw whu "him" is. 

Gathering the Materials 
Death Art reg uires a few key ingredients, namely a vict im (the soon-to
be corpse) and a laboratory or ritual chamber. 

Workshops 
Death Art requires a workshop (20 rps) for the higher-end processes
Corpse Art and Death of the Spirit . This "workshop" is either a 
laboratory or a ritual religious space depending on the idiom of the 
art in your game. Acquiring the materials for such a thing is an Ob 6 
Resources test in play. It's not cheap. It also puts the sorcerer 's lifestyle 
maintenance test at Ob 4. 
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Victims and Corpses 
Victims are characters in your story. They can be relationships bought 
before play or characters encountered during the game. Victims may be 
brought into the game via Circles. If the sorcerer player wishes to do this 
use the specific disposition modifier- the player is specifically looking 
for a victim. A I so, thi s Circles test brings in characters whom you've 
known in the past . No matter who the victim is, he and the sorcerer 
have crossed paths before. 

Corpses can be acquired in a number of ways, none of them pleasant. 
T recommend calling for a test in order t:o find a corpse based on the 
following conditions: 

Murders 
Murder scenes are an obvious site of fresh corpses. However, it's 
difficult to predict where they'll happen and thus they're notoriously 
difficult to exploit. Unless, of course, one arranges and performs the 
murder oneself. Then this can be a most reliable source of fresh meat. 
To arrange for a victim, use the Victim mechanics. 

Mu1·derous sorcerers are an excellent opportunity to bring in the local 
law enforcement figures. In medieval human kingdoms, bailiffs, 
constables and j usticiars are the officers of the king's law. They' ll 
usually be of a count or baron's rank and have with them a retinue 
of knights and squires. In a village, most likely the local sergeant will 
be the first to investigate a crime. And they will investigate-they'll 
interrogate witnesses and search for physical evidence. Bored officials 
love to investigate a good crime, especiall y when it means they'll get 
to crucify a skeevy necromancer. 

Graveyards 
Finding a suitabl e graveyard calls for a Graveyard-wise test! The 
obstacle should be from 1 to 3, depending on the frequency of such 
places in yo ur game. The wealthier an area, the more likely it is to 
have a graveyard. 

There is the matter of the digging or tomb-breaking. Digging shouldn't 
be a test unless there 's something else at stake, like a time crunch . 
Then, by all means, call for a Ditch Digging test. 

Graveyards almost never have fresh corpses, however. Roll a die of 
fate to determine the state of decomposition of the corpses: 
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Graveyard Corpse Ages 

1 10 days dead 

2 20 days dead 

3 50 days dead 

4 1 year dead 

5 1 year dead 

6 Many years gone 

Gibbets 
Gibbets are execut"on grounds, specificall y, scaffolding on wh ich 
criminals are hanged until they di e. They' re an excellent sow·ce of 
fresh bodies but suffer from being in rather public places . 

Finding a gibbet can be done via a Roads-wise test in the country, or a 
Street\vise test in the city. Alternately, a Bandit-wise or Criminal-wise 
test could be used to get directions. 

Stealing a body from a gibbet requires an Inconspicuous test (during 
daylight hours) or a Stealthy test (at night) against an Observation of 
B3 for small towns, B4 for large towns, B5 for citi es. In some situations, 
an Ob 3 Resources test can be paid to bribe the hangman to look the 
other way. Success indicates the sorcerer gets away undetected . .Tu sl 
a family member come to collect the body, right? Failure indicates 
someone is up for a new reputation .... 

Roll the Die of Fa te to determine how old the corpse on the gibbet is: 

Gibbet Corpse Ages 

Less than 3 days dead 

2 Less than 3 days dead 

3 10 days dead 

4 10 days dead 

5 50 days dead 

6 1 yea r dead 

Grave Pits 
Crave pits are common in poor areas, or areas of the countryside with 
temporarily high mortality rates due to plague or war. Crave pits are 
open to the air, with the corpses simply wrapped and dropped in and 
then covered with a shovelful of quicklime. There is typically a grave 
digger present at the grave pits as a nominal guard , but otherwise 
these pits aTe perforce in remote locations. 



Fimling a grave pit requires a Graveyard-wise test for details (Ob 3), 
or a simple fa cts (Ob 2 ) Plague-wise test. Roll a Die of Fate to 
determine the state of decomposition of the corpses: 

Grave Pit Corpse Ages 

1 Less than 3 clays dead 

2 10 days dead 

3 20 days dead 

4 20 da ys dead 

5 50 clays dead 

6 1 year dead 

/Jattle Sites 
Rece nt battle sites are an excell ent source of fresh corp ses . 
Unfortunately, mo~c : .., ldi e rs tend to be rather emo tional about 
retrieving and burying their dead. Stealing a body from an ac6ve bat1Je 
site requires a Stealthy test versus the force's scouts or, I suppose, an 
Inconsp icuous test to walk into camp and pretend you're a su_rgeon. 
Getting caught inevitably invo.lves a rrows and swords, so do take care. 
The upside is that these bodies are always fresh! 

Prospecting at. an a ncient batt le site is usually a losing prospect. A 
successful Excavation test wi ll tu rn up battlefield remairts. Roll on dte 
following table to determine the corpse's age: 

Battle Sites Corpse Ages 

l yea r dead 

2 1 yea r dead 

3 M:.my yen rs gone 

4 Man y years gon e 

5 1\1any years gone 

6 Ma ny yea rs gone 

The Inevitable, Immortal Army 
Using the Death Art., a sorcerer can accumulate quite a horde of dead 
followers. Maintaining a horde is difficult and dan gerou s, but very 
rewarding. 

Maintaining Your Horde 
At the end of each session, before a1·tha is doled out, the sorcerer must 
test hi s Will in order to keep hi s horde of creations in controL Test 
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the sorcerer's Will. Base obstacle is 0, + 1 Ob for each ri sen or rituall y 
reanimated corpse., +2 Ob for each creature with the Slave to the Power 
of Death trait and + 1 Ob for each of these that has three Beliefs . 

Success indicates that the sorcerer keeps his children in check. They 
will obey his commands unfailingly for the next session. 

Go Forth and Stalk the Night, My Children 
Failing the maintenance test indicates that the death artist's hold over 
his dead minions is weakening. The sorcerer may do one of two d1i.ngs: 
He may release creatures from his service. These monsters become 
independent entities, acting on their own. The sorcerer may not regain 
control over them (except through Re-Reanimation). The sorcerer 
must release creatures whose maintenance obstacle penalty equals the 
margin of failure. 

!(he failed bJ three, he's 3ot to release three risen creatures, one Sfirit 
and one (feshy creature or one Sfird wt'th three Beliefs. 

Tightening the Grip 
Alternately, dle sorcerer can opt to exert his will and force the creanu·es 
to remain in his service. Doing so grants his creations a number of 
Beliefs equal to the margin of fai lure. T he Beliefs must be assigned to 
the most valuable creation with the most Beliefs first, dten to the next 
most valuable, etc. 

I Can Remember My Wife; You Killed Het; You Bastard! 
If a sorcerer fails a maintenance test and has a creature under hi s 
control with three Beliefs, he must set it free first before he can decide 
what else to do with the remainder of hi s margin of failure. 

You may choose to mix releasing members of the horde and tightening 
the grip on others in order to satisfy the margin of fai lure for the 
ma intenance test. 

Help Me, You Fool! 
The sorcerer m ay get help to rna in tai n his horde from another 
death artist, so long as hi s fri end has the Death Art skill and is not 
maintaining cont-rol over any reanimated corpses or evoked spirits of 
hi s own. 

Freedom 
Creatl!res who are set free or break free may act on their Beliefs. The 
GM takes control of them, and generally they are not happy. The ir 
existence is one of torment and slavery. It's not uncommon for them 
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to break free from the sorcerer 's control and simply throw themselves 
upon him in an attempt to take his wretched life. That rm·ely ends well. 

The truly smmt ones crawl off to the hills and bmTows and plot their 
revenge . To die again in front of their former master only gives him 
power over d1em again! 

The GM may choose the best course for these monsters guided by their 
Beliefs and Instincts. 

Belief Bookkeeping 
Don't keep a record o!' all of the creatures' Beliefs. Simply note how 
man y Beli efs each monster has. When the creature is freed, write 
up the proper odes to revenge and murder that such Beliefs would 
encompass . 

ln.~tincts Bookkeeping 
I do recommend tracking Instincts. They should be a mix of smvival 
and revenge. For example: 

'11 /ways use my Stealthy when on eYYands (oY my masteY." 

And, "when the masteY (alteYs, shove him off the cliff" 

Field Life of a Col'pse 
The corpses do continue to decompose. Death Art. does not inherentl y 
preserve them. This does not lessen their effectiveness, per se, but after 
a year or so of death , the creatures crumble to a useless pile of hair and 
bone. Generally, it's not going to be something you need to worry about. 
But it is somethin g to keep in mind. 

Live in Infamy 
Death arti sts are bad men. In every culture, tampering with the dead 
and calling souls back to serve you (as slaves) is a great taboo. It's ugly 
bu siness. These taboos arc typically written into civi l and religious 
law. The penalties for break ing these laws are often as harsh as can 
be-imprisorunent or corporal punishment are t ypical. 

The Infamous Lives of Death Artists 
At any point in the game, if a death artist is caught performing his 
works, and news of this spreads, he earns an infamous reputation. If 
there are one or more surviving witnesses, word spreads. At t.he end of 
the session , review the death arti st's candidacy for a reputation. The 
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g roup can vote him a new 1D inf'a rnous reputation , increase an extant 
infamous reputation by one or they may convert (pervert) one of' his 
other more valuable reputations into an infamous one. 

Lay Your Fears to Rest 
Death Art is an insidious and powerful art., but it is not w ithout its 
vu lnerabi IiI ies . Its base creation s may be felled by fire and axe, 
whereas wraiths and spectres are vulnerable to Fa ith , Surrnnon ing and 
Folklore. 

Faith in Light, Life, Health and Pmity 
Priests of the religions who have power in spheres of light., life, hea lth 
or purity have a specia l opt ions for the blessing., hind ranee, purification 
and in tercession miracles . The bless ing miracle may be used to tu rn a 
weapon to a spirit weapon against Death A r l only or add the standard 
+ 1D advantage. Choose before saying the bless in g. Ob 6 Hindrance 
stops a number of creatures eq1ml to the pr iest's Faith exponent, rather 
than just th rcc creatures . Purificat ion u n bi nel s body and spir it and 
causes a reanimated corpse to crumble before the priest. 

Tormented sp irits are another m atte r. These so uls reqn ire an 
intercession. T he priest must pray for them nnd God1nust reach out and 
;;ct them free. Success ful in tercession destroys those u ncler the duress of 
the Death of the Spirit. 

Summoning Against Death 
Su rnrnoning may be u.s eel to call forth the sou ls who are bou ncl into and 
fu eling these creations. Heanimated corpses cour1t as restless dead. Ful ly 
evoked spir its count as 1ninor corporal spirit s. H the test is successful , 
the creature will present: itself' to the summoner. It wi ll not ini t"ially 
ha r rn hi rn when it is summone.d. lf the creature has Beliefs, it can enter 
into a pact. lf ii. has none, it utay not. The death a r ti st's nwgic has it 
1 rapped. The summoner's magic is not capable of destroying spiri ts or 
countering the Death Art magic. The Sll lll lnoner must find another way 
to free t he sou 1 if he so desires. 

However, the summoner may trap these spirit: creatu res in pri son c.:ircles . 
See the ru les l'o r Ci rcina t ion in the Summoning chapter. 

!(your uncle's corfse has been raised to serve a death artist and you 

summon your uncle's Sfiri~ the wa/kin3 COYfSe eventually shambles Uf 

and heeds your summons. 
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Folklore 
The Folk lore skill contains a wealth of knowledge and resources for 
combatting the creatures of the night. Often , remedies are specific to a 
particular culture. To allow for a range of possible cu 1 tu res and game 
worlds, these ex panded rules describe some overarching moti fs for 
Folklore and how to use them to ward off the walking dead and track 
down evil sorcerers. 

F'or the sake of simplicity, I've broken down this application of Folklore 
in to three categories : charms, wards and remedies . 

Charms 
Charms are small baubles , necklaces and bracelet s worn by the 
superstitious. When created, a charm must be dedicated to protecting 
against a specific type of creature-either walking corpses, ghouls or 
fully evoked spirits. Also, a charm must be fragi le and breakable
there must be the chance that they get ripped, torn, lost or broken. A 
charm imposes a + 1 Ob to any activity of the target creature against 

\ '11~8'./'-· the wearer. 

Wards 
A ward is a place, object or symbol that keeps spirits, the living dead 
and reanimated corpses at bay. These creatures may not approach, 
attack or otherwise act against characters within the protection of a 
ward. 

Holy 3roves, churches, teny;/es anti runninj streams can ad as wards. 

Remedies 
A "remedy" for the death artist's constructs is something that hastens 
the creature's destruction. Remedies for these abominations include 
things like holy water, silver swords and wooden stakes. A remedy can 
turn a regular weapon to a spirit weapon , grant an advantage die when 
fighting these creatures or increase the selected Power of a weapon by 1 
when used against a specified product of Death Art. 

Creating Charms~ Wards and Remedies with Folklore 
Customs differ from place to place. What might be effective in one 
village might not: work in the next. The Folklore skill is used to di scover 
the proper charms, wards and remedies for various places. 
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In order to discover what's an effective solution to his eu rrent problem ., 
the player rn akes a Folklore skill test. The obslacle is determined by 
r;ornbin ing a number offactors and conditions. The player and the GM 
work together to set the obstacle and thereby determine lhe folklore 
customs forth is particular locale. 

The more obscure and eli f'fi cult to perform , the lower the obstacle for the 
Folklore. Look through the followin g li st. F i ncl a handful of conditions 
a nd criteria that appeal to you .ancl that ma ke sense. The base Folklore 
obstacle is 10. Each condition that you chouse from the list below 
reduces th e obstacle by one. 

So t(you choose Numbers, t:;esture ami Day-to-Day Rituals-three 
items from the list-the obstacle is reduced from 10 to Z 

Before testin g against the obstacle, decide if you 'r e go in g to find a 
cha rm , ward or r emedy. They' re a l.l the sa rn e obstac le to discover, 
but have different effec ts in play, a nd each has different conditions of' 
acqui sition. Once you've chosen you r conditions and set your obstacle, 
dec ide how they fit together. 



Significant Numbers 
Certain numbers have mysti cal effects: 4 is bad luck in. some cultm·es, 

5 is a holy number in others . Choose a significant number. 

Signi;f'icanl Metals 
Certain metals are better a t combatt ing the supernatural. lron , silver, 

gold and lead all have unique properties. 

Significant Jlllineral.~ 

Salt, diamonds., quartz and a variety of other mineral s are noted for 

their protective powers against the dead. 

Significant Herbs or Plants 
Carlic, doves, aniseed and adzu.k i beans are all renowned for creating 

potent wards and charms. 

Significant Animals or Parts Thereof 
A wolf's tooth, rabbi t's foot , lamb 's blood or honey can aid the 

knowledgeable in warding off the depredations of the dead. 

Significant Dales 
Ho.ly days., birthdays of sa in ts, equ inoxes, sol stices, full rnoons and 

eclipses all influence the power of supematm·al s. 

Significant Geometry 
Certain symbo ls- stars, perfect circles , equilateral triangles- have 

m ystical potential. 

Sign~ficanl Ardtitecture 
The manner in whi ch a building is constructed can be so pure and 
powerful that it adversely affects the spells of a death a rt ist. 

Significant Features 
A lone tree on a blasted heath , a swiftly running stream, consecrated 

ground or a mountain shaped like a jagged tooth ca n all act as 
powerfu l wa rds against the risen dead. 

S ignificant Gestures or fl!fanners 
The sign to avert evil, averting the eyes, dancing in circles and reciting 

ri tual phrases are all well-known sources of power against the dead 
risen . 

Signi;/'icunt Day-to-Day Rituals 
Even everyday rituals like sweeping the stoop with a broom, washing 

one's hands before a meal, or praying to the sain ts before bed can aiel 
in keeping one's life free an d d ear of the death an is I.'s dm·k servants. 
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tfyou chose mineYals, numbeYs, dates, aYchiteduYe and day-to-do/ 
nluals, what does that mean? You've !JOt to put it all to3etheY: On the 
mornin!J of the day of the new moon, the stoop of the house must be swept 
clean and then three perfect piles of salt pouYed on the !t'nte/. That tl be 
an Ob S FolkloYe test to bYin!J this into the 3ame. Dif(icul~ but possible. 
Especiallj t/Jou !Jet help. 

Find the Rare Thing 
Knowing the Folklore of charms, wards and remedi es doesn't necessarily 

mea n these things are easily found. Jf items need to be acquired., they 
may be found via Resources, scaven ging and wise tests. If some unique 
crea tion needs to be found-a silver-domed church ri nged in quartz

the obstac le for the test is 10 m.inus the Fnl k lore test obstacle. So if it 
· was an Ob 1 Folklore test . it' d be a n Ob 9 Hesources test. 

Folkloric Restrictions 
These rt1les are very broad and a llow [or th e players to shape local 
color. If the GM feels that some of' I he categories break the mood of' I he 
setting, he rnay restrict I hem. The first leve.l of res t riel ion is requiring 
linked wi se tes ts to discover these clemcnl.s-lo learn when a lunar 
eel ipse will transpire, for example. The second level of restrict ion is to 
C lll certain items from the game 011tright. The culture might not hold 
animals sacred or have no great architect ure, for exa mple. 
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Abstraction 
and Distillation 

Abstraction is a spell creation and spell-on-the-fl y system designed 
to be used in combination with the traditiona l. Burning Wheel 
Sorcery r ules. 

In this system, a spell is a com hi nation of facets formed to produce 
a specific desired effect. Facets are the fundamental components of 
spells. Using facets to create new effects is called abstraction. 

For exam;le, t/ a wizard knew the facets for Control and Fire, 
rather than just the s;ell for Pyrotechnics, he could conceivably 
create abstractions to make the (t."Ye _rrow, fall, dance, change hue 
or even smoke. 

However, abstraction is a diffic ult, dangerous and taxing art. The 
raw fa cets contain much hidden power and meaning. The wizard 
must focus that power into a desired effect. 

Abstraction Process 
Thi s sys tem is a technical process. There's lots of adding and 
dividing. There's even a strange chart to consult. 

There are two methods to abstract a spell. For the first method, 
conceive of a spell effect, choose your appropriate facets to match, 
factor the obstacle and action, then test \"\"fill+ Sorcery. 

The second method uses an extant spell to which you add a facet to 
alter the outcome of the spell. Declare your intent, add the face t's 
obstacle and actions to the spell 's obstacle and actions and test 
Will+Sorcery against the obstacle. 

Element 
The element of a spell is its central facet. lt is the target of the spell 
or the vehicle by which the spell accomplishes the caster's intent. 
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Air 
Obstacle 2, Actions 4. Resource point cost: 10. 

Air is the element of the wind. 

Anima 
Obstacle variable, see below, Actions 5 . Resource point cost: 12. 

Anima is the element of the bodies and minds of creatures . 

The casting obstacle of An irna depends on the target stat uf the creature 
or character being affected. lf it is ever used on its own, if's Ob 5. Ani rna 
cannot be used with the Create impetus. You cannot create life. 

Arcana 
Obstacle 4, Actions 10. Resource point cost: 13 . 

Arcana is the sphere of arcane power-mag ic. 

Earth 
Obstade 1, Actions 6. Resource point cost: 8. 

Earth is metal, stone, wood and dirt. 

Fire 
Obstacle 2, Actions 5 . Resource point cost: 10. 

Fire encompasses the sphere of the tool most useful- heat and flame. 

Heaven 
Obstacle 3, Actions 8. Resource point cost: 10. 

Heaven invokes the sphere of l~ght and darkness. 

Water 
Obstacle 2, Actions 3 . Resource point cost: 9. 

\Vater commands rain , pools, rivers, seas, ponds and streams. 

White 
Obstacle 4, Actions 7. Resource point cost: 11. 

The white element is the dangero us sphere of' heavenly fire, lightning 
and all her sisters. 
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Impetus 
The impetus of a spell deterrnines how that spell affects its element. 

With or By? 
What can Fire Destroyer mean? That is largely up to the player 's concept 
for the spell. It can mea n destroy with fire, but can it mean something 

else? Fire Destroyer could also be interpreted to mean destroyfire. The 
same goes for all elements and impeti. 

Control 
Obstacle 5, Actions 16. Resource point cost: 5. 

Us ing the Co ntrol impetus , a sorcerer may change the shape of, or 

forcibly move, his target element. 

Create 
Obstacle 6, Actions 32 . Resource point cost: 6. 

The Create impetus involves fabrication of" materi als or substance. 

Destroy 
Obstacle 2, Actions 2. Resource point cost: 3 . 

The Destroy facet allows the wizard to t urn his magic into a weapon. 
The wizard 's Will stat counts as the Power stat for the attack. The spell 
is the weapon. See the Spells as Weapons heading in thi s chapter for 
more. 

Adding the majoris and minoris sigils can increase or reduce damage. 
See the Sig i Is section for details. 

Enhance 
Obstacle 4, Actions 12. Resource point cost: 4. 

The Enhance impetus grants a boon to its element. It fortifies and 
strengthens to an other worldly degree . It adds dice to an ability or 
adds streng th or q ua lity to an extant material. It cannot add a material 
or ability that would not previously exist in the element. Also, in Anima 
abstractions , Enhance can extend senses into other viable realms-like 
the Magesense spell- instead of adding dice. 

You may not Enhance the Sorcery skill or any tests related to the casting 
of spells. 
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Affecting stats is the standard Enhance effect. Single skill enhancements 
might be considered for the minoris sigiL You may not affect Reflexes, 
Mortal Wound or an emotional attribute directly. Health and Steel may 
be affected directly. 

Influence 
Obstacle 3, Act ions 4. Reso urce point cost: 3 . 

Think of a magnet and a compass-such is t he ef' f'ecL of' the T n n uence 
impetus. It can also change the colors, temperature and direction of its 
target. This impetus triggers a test in the element or with the element 
where there wouldn't be one before. 

Tax 
Obstacle 1, Actions 1. Resource point cost: 2. 

The Taxing impetus' role is to drain or weaken the strength of its target. 
This can be done to an element or with an element. The Tax element can 
be used to cause an element to add obstacle penalties (Thunderclap) or 
be used to directly decrease dice from a stat or skill (Emperor's Hand) . 
Affecting skills is the standard effect. Targeting stats, Health and Steel 
is a majoris affect . Emotional attributes, Reflexes and Mortal Wound 
may not be directly affected. 

Transmute 
Obstacle 3*, Actions 25. Resource point cost: 7. 

T ransm utat ion is a difficult and obscure art. This facet allows the 
sorcerer to change one element to another. 

*Add the obstacle of this facet to the obstacle of the facet being changed 
into. The caster must know the elementfacet he is changing his target into. 

Origin 
Origin indicates where the spell can start-how far away from the 
caster the spell can be thrown and still have its intended effec t. There 
are three Origins : Personal, Presence, Sight. 

Personal 
Obstacle 0, Actions 1. Hesource point cost:-. 

Spells with Personal Origin start from or on the caster. 
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Presence 
Obstacle 2, Actions 2. Hesource point cos t: 2. 

Presence Origin indicates the spell may be started anywhere within the 
caster's presence. 

Sight 
Obstacle 4, Actions 4. Resource point cost: 4. 

The spell may be star ted anywhere the caster can see. Even if the origin 
is remote and distant, the wizard may throw the spell there so long as 
he can see it. The sight range includes extrasensory sight extended by 
Magesense, Sight of the Eagle and such. 

Duration 
There are fou r durations for spells in Burning Wheel: spells that have 
an immediate, instantaneous effect; spells that have a continuing effect 
and rely on the caster to sustain them ; spells that are act ive for a set 
time; a nd spells that have a permanent effect. 

Instantaneous 
Obstacle 0, Actions 1. Resource point cost: - . 

These spell s manifest: immediate ly and then di sappear. If an 
instanta neous effect spell causes a penalty or modifier to a character 
(like Lights of St. Andrew), that penalty fades at one step per volley. 

!(a spell causes +4 Ob penalties to a char-acter, the effect fades in fouY 
seconds/ volleys/moments. 

If an instantaneous effect spell creates a solid object like a stone or 
a phenomenon like a gust of wind , these things come and go quite 
quickly, but any effects they had on the surroundings last as long as 
they naturally would. 

Sustained 
Obstacle 2, Actions 2. Resource point cost: 2. 

Sustained spells are maintained by the force of the caster 's will. So long 
as the caster concentrates, the spell effects remain. See the Sustained 
Spell s rules on page 216 of the Burning Wheel and the Sustaining 
Abstractions section of this chapter. 



Elapsed Time 
Actions/Seconds 
Ob 1, Actions 2. Resource point cost: 2 . 

Exchanges 
Ob 2, Aclions 6. Hesomcc point cost: 4. 

Jlllimtles 

Ob 3, Actions 8. Resource point cost: 5 . 

Hours 
Ob 4, Actions 12. Resource point cost : 7 . 

Day s 
Ob 5, Actions 24 . Resource point cost: 8 . 

Mouths 
Ob 7, Actions 43 . Resource point cost: 9. 

Years 

Ob 9., Actions 81. Resomce point cost : 10. 
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Successfull y ca ting a spell with an elapsed time du ration earns one 
increment of the time l isl.ed. Each extra s11ccess allocated to Duration 
adds another increment of time. 

tf a Sfell has the houYs dumtio11, it lasts foY o11e houY f lus o11e houy feY 
extm success allocated to DuYatiol1. 

Permanent 
Obstacle 10, Actions 500. Resource point cost : 100. 

The Penna11m t facet YmdeYs the ma!Jical effect of the Sfell feYma11mt. 
FoYce of Will, foY examfle, makes the wizaYd's desiYes a11d i11(1umce a 
feYma11mt fad of the victim's f "sjche. 

Instantaneous Duration Creation 
When using the Creat ion impel us, the element created only las ts as long 
as the duration of the abstraction. A rock instanta neo usly conjured 
ins ta ntly disappear s. However, t he impact of the rock on the soft 
earth , or the caster 's toe, would remain ju s I. I ike any other natu ra l 
phenomenon. 
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Area of Effect 
Caster 
Obstacle 0, Actions 1. Resource point cost: - . 

This spell only affects the cas ter. 

Single Target 
Obstacle 1, Action s 2. Reso urce po in t cost: 2. 

This spell only affects one character or object (who is not the caster). 

Presence 
Obstacle 2, Actions 3. Resource point cost: 3. 

This spell affects everything within the presence of the caster. 

Half Presence 
Obstacle 1, Act ions 3. Reso urce po in t cost: 2. 

Obstacle 4, Actions 6. Resource point co;;t: 4. 

Natural Effect 
Obstacle 3, Actions 4. Resource point cost: 4. 

Natural Effect spells play themselves out according to the inclination 
of their element. They have no set or defined area aside from the intent 
and effect of the spell. A wind summoned in a house to blow open a door 
would also blow out all the candles and even shatter windows (or worse) 
if cast too powerfu lly. Natural Effect is powerful and capricious. When 
added to a spell, it drastically changes it from a controlled execution 
to something wild and unpredictable. lf Natural Effect is added to a 
create, destroy, influence or enhance spell, use the Natural Effect Scale 
on page 214 of the Burning Wheel to judge its effect. 

Double Natural Effect 
Obstacle 6, Actions 8. Resource point cost: 8. 

If a sorcerer wishes to conjure natural phenomena of truly cataclysmic 
proportion , he call s upon the Double Natural Effect facet. Using thi s 
effect, a wind that would have struck down one house would strike 
down two, a wave conjured to knock over men standing in tbe surf 
would be large enough to capsize boats, and so on. 
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Half Natural Effect 
Obstacle 2 , Actions 3. Reso urce point cost: 3 . 

Tl' a wizard wishes to linrit the effects of' hi s magics, he may try to contai n 
1 hem with Half Natural El'l'ect. This facet does not limit the immediate 
power of the spell bu1· does stop it short of destroying the whole cil y. A 
ga le force wind could be contained orr a single slreet rather than ripping 
off the roofs of the en tire nei ghborhood. Or a storm summoned would 
only rain on one house. Or a flood conjured would die before it washed 
out the entire mou n1 ai n road-washing out only half of it. 

Measured Area (MA) 
Measured Areas of Effect are used when th e caster wants to a ffect a 
certain con (i ned or predetermined area or wants the spell to travel a 
cerl a i n distance. 

Paces 
Obstacle 2, Actions 4. Resource point cos I: 3 . 

Tens ofPaces 
Obstacle 4, Actions 6. Resomce point cost: 5 . 

Hwulrerls ofPaces 
Obstacle 6, Actions 8. Resource !JO in t cos l: 6. 

Miles 
Obstacle 8, Aclions 10. Resource point cost: 8. 

Ten.~ ofMiles 
Obstacle 9, Actions 15. Resource point cost: 9. 

llundreds of Miles 
Obstacle 10, Actions 20. Resomce point cos I: 10. 

Measured Area spells affect I he basic amoun t of area indiclll ed in 
the description: Tens of paces affects a 10-pace di ameter circle, or 
a 10-pace long stretch, for exa~nple . To increase that area, the caster 
must indicate his intended area of a l'fect before the spell is cast. Each 
incremental increase or area (+1 pace, +10 paces, +1 mile, etc .) 
requires that th e so rcerer increase his casling obstacle by one. This 
does n't affect the tax obstacle. Tl' )'CHI wm1t a spell to level a cou rl yard , 
t he sorcerer can 't re ly on luck; he's got to pay for th e a rea of effect 
with increased obs1acle. 



Abstraction Process 
Us ing these powerfu I names for the natura l elements, time., space and 
distance and combining them with the impeti., a sorcerer may form a 
new and uni q ue spelL 

Spell Concept 
Spell concept is of paramount importance when abstracting. It is the 
force of the sorcerer's will that shapes and governs the fi nal outcome of 
the process of abstraction. Without will there can be no spellcraft . 

I want to create a srell that sends a Mast of leaves and dirt into my 
enemys face, distractinj him. 

Idiom 
Sorcerer players must ensu re t hat the elements of their spells are 
appropr iate to the id iom of their game. Burning Wheel is a medieval 
fantasy roleplaying game. Modern science is not an acceptable venue 
for spellcraft. It is not cool to use the Water element to suck all the water 
from a person's cell s. The med ieval mind did not understand that such a 
relationship existed ! The GM may veto a spell/abstraction that he feels 
violates the idiom of the setting. 

Choose Facets 
After the concept of the a bstraction has been described, the player and 
the GM determine the proper facets using the Wheel of Magic or the 
Spell Facets list. 

My leaf distractinj srell wou/c( 6e Earth, Tax, Presence Onjin, 
Instantaneous Duration, Sin3le Tar_get Area of Effect. 

Build the Numbers 
Once the facets have been determined , total the obstacle and actions. 
This is the casting obstacle and casting time for the abstraction. 

· From the examrles a6ove: Earth (06 1, 6 actions}, Tax (06 1, 1 action}, 
Presence Orijin (06 2, 2 actions}, Instantaneous Duration (06 0, 1 

action}, Sin_g/e Tar_get Area of Effect ( 06 1, 2 actions}. Its an 06 S srell 
and takes 12 actions. 

This is a difficult srell to cast on the fly. Its much easier to add a facet to 
an existinj sr ell and cast that. See the A6stractil1j from a Stell headinj 
in this charter. 



The Arcane Library 



Burner 

Speak the Abstraction 
Cast abstractions using the normal spellcasting rules : Test Will+Sorcery; 

the time required is equal to the number of actions spoken ; roll for tax 

after the spell has been released. 

Successful Abstraction 
If t he player meets the obstacle for the abstraction, his i nt:en l: for the 

spell is carried through. Apply ext ra successes to effect and duration 

as appropriale. 

Failed by One to Five Successes 
If the obstacle is missed, the effect of the spell varies from what was 

intended. The margin of failu re determines how many facets vary from 

their original intent. 

This could be something good, but is probably something bad. 

Abstraction is not a science. The sorcerer is experimenting with bits 
of power that he thinks will generate hi s desired effect and this often 

creates unexpected results. If the sorcerer is not careful, skilled and 

lucky, then the effects of the spell can vary from the initial concept and 

change into something quite different. 

if I fail to meet my obstacle, my spell mtjht end up enhandn!J my 
opponent's perception rather than hinderin!J it. 

Abject Failure 
There are special r ules for abstractions that fail by six or more successes. 
Roll the Die of Fate and consult the table below: 

. Abject Failure Results 

1 Unwanted Summoning 

2-5 Harmless Di sslpatjon 

6 Outright Tax 

Unwanted Summoning 
This is bad. Roll the Die of Fate again: 1: Greater D::emon, 2: D::ernon , 

3: Lesser D::emon, 4: Lesser Seraph, 5: Seraph , 6: Greater Seraph. 

Harmless Dissipation 
The abstraction has no effect whatsoever. There is no tax for this 
abstraction. 



The Arcane Library 

Outright Tax· 

The speLl caster has said something horribly wrong. Rather than be 
externalized, the spell effect is channeled internally. Test for I.Ec\; the 
sorcerer may not use patiently dice. 

Variance 
The margin of failure for an abstraction determines how many rings 
shift on the Wheel of Mag ic. Roll on the table below to see preci sely 
which rings vary. 

Ring Val'iance 
Roll on thi s tab le for the margin of failure up to a maximum of five 
times. 

Ring Variance 

l Element 

2 Impetus 

3 Origin 

4 Duration 

5 Area of E ffeo 

6 Additiona I R i 11g 

An additional ring varies each t ime a 6 is rolled. If an additional ring 
varies, roll again on this table. U the same ring is rolled multiple t: i mes, 
add + 1 to the variance di stance for that ring. 

If a flayey fails by two, two Yin!JS vary. !(a 6 is Yol/ed foY eitheY of those 
Yin!Js, an additional Yin!! vaYies. 

Consult the Wheel of Magic 
For each ring varied , find the facet of the abstraction being attempted on 
the Wheel of Magic on the next page. Roll two dice. The first represen t:s 
direction-even is clockwise, odd is count erclockwise. The second die 
is the number of steps varied in that direction on that ring. The result 
will indicate a new facet . This facet rep laces the one that varied a nd is 
used to interpret the final spell effect. 

Casti11!J my distYadion spell, I miss my obstacle by one success. I Yo!/ a 
D6 to see which Yin!! vanes. I Yoll a 4, Dumtion. Then I yo(/ to see which 
d£'yecfion. I Yo!/ a 3: Countey-c/ockwise. Next I Yo!/ foy the numbeY of stefs. 
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_ - - Measured Area 
- 1: Paces: Ob 2, 4 a 

2: Tens of Paces: Ob 4, 0 a 
3: Hundreds of Paoes: Obo 
4: Miles: Ob 8,10 a · ~, 
5: Tens of Miles: Ob 9, 15 a 
6: Hundreds of Miles: Ob lO, ~ 

Elapsed Time Obstacles · 2d6 for Variance 

Actions/Seconds: Ob 1, 2 a. Exchanges: Ob 2, 6 a. 
Minutes: Ob 3, 8 a. Hours: Ob 4, 12 a. Days: Ob 5, 24 a. 
Months: Ob 7, 43 a. Years: Ob 9, 81 a. 

2: Years 
3-4: Actions 
5·6: Seconds 
7-8: Exchanges 

'Obstacle is equal to target stat or 5 if distilling or no stat is being targeted. 

9:Minutes 
lO:Hours 
11:Days 
12:Monlhs 

I rolf a 2. Two stel's counter-c/ockwise from Instantaneous is Permanent! 

MJ sl'e//rp'ves my taryet a l'ermanent l'ena/ty to his Percel'tion. Holy cowl 

Carefully and Patiently 
A player may cast his abstractions carefully and patiently as described 
in the Sorcery chapter of the Burning Wheel. 

Owner
Typewritten Text
Measured Area1. Paces: Ob 2, 4 a2. Tens of Paces: Ob 4, 6 a3. Hundreds of Paces: Ob 6, +8 a4. Miles: Ob 8, 10 a5. Tens of Miles: Ob 9, 15 a6. Hundreds of Miles: Ob 10, 20 a
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Sustaining Abstractions 
According to the Power Still Flows Through Him rules, Abstractions 
should be all but imposs ible to sustain due to their high obstacles. Not 
many sorcerers have a B9 or BlO Forte. Abstractions a re a bit: more 
1nutable than distilled spells, however, so we can bend the rules a little bit. 

Heinforcing the Weak Flesh with a Strong Mind 
.It normall y costs one Wi II die to sustain a spell , and a I ax test must be 
ITtade at an interval of t he Forte exponent min us spell obstacle in hours 
(B6 Forte versus Ob 4 spell retests for tax in two hours) . If the spell 
obstacle is equal to or greater than the Forte exponent, the spell can' t 
be sustained. 

In order to give himself a chance to sustain an abstraction, a sorcerer 
may put up extra Will dice to make up for the difference in his Forte 
ve rsus the obstacle. The total of Forte plus Will sustaining dice must 
exceed the spell by at least one. This is called rei11forcing. 

The Will dice set to reinforcing count as being set aside just like a di e 
set to sustain a spell. They m ay not be used for casting, susta ining, 
resisting or tes ts of any kind. Wounded dice subtract from the current 
Will of the cha racter-so a character could be wou nclecl , pass out , drop 
h is spell and then regain consc iou sness as he recovers his reinforcing 
dice. Also, in case there was any question , the reinforc.; ing d ice are not 
added to Forte when testing for the Power St ill Flows Through Him . 

The Strain 
ln addition to absorbing much of his concentration, rein forcing increases 
the risk to the caster. lf the sorcerer encounters a May Not circumstance 
whi le reinforcing and the spell is forced cl own , he must immediately 
take a tax test with h is e11 rrent Forte exponent, unrnod i ~ eel by Will. 

Abstracting from a Spell 
Abstractions a re far more efficient when used to modify exi sting spells. 
Players may take a facet and add it to an existing spell in order to crea te 
a new spell on the fl y. 

Chris wants to abstract Tum Aside the Blade to chan3e d (rom Caster 
Area of Effect to Sinjle Taryet Area of Effect so he can cast don an ally. 



Turn Aside the Blade t's an Ob 4 s;ell ant! takes 11 actions. Atftft'nj Sin_gle 
Tarjet increases that to ob s, 13 actions. 

When a bsl racting from extant spells, the player is always adding to the 
original intended effect. Nothing is subtracted or lost, though outcomes 

1 nay cha nge. 

Atfdt'nj the Ft're facet to the Breath ofWtntf s;ell means that the character 
will shoot forth a s;ell that uses the Natural Effect area of effect and the 
Destroy im;etus. It will now destroy with fire ant! wind 

Once a facet is added to an extant spell , the new formula becomes an 
abstraction. Tt uses the abstraction rules for spell fa ilure, variance and 
reinforc ing. 

Multiple Facets from 
the Same Ring 

You may incorporate more than one facet from the same ring in a single 
abstract ion. 

Turn Aside the Blade, for exam;le, uses the Anima and Earth elements. 
Rather than just tfe(lecft'nj rocks and arrows, it ;rotects ajat'nst blows 
from the naked fist as well. 

Add the actions and obstacle to the rest as per the normal abstraction 
r ules. Obviously th is makes the spell a lot more di ffi cult to cast, but it 
can be very rewarding! 

You m ay use mult iple facets on the same ring to set up either/or 
situations. 

For exam;le, mao/ s;el/s use the Caster and SiMjle Tar3et area of effect 
to allow an either/ or situaft'on. 

lf a spell is to have two d ifferent , simul taneous effects, like Death 's 
Howl, for example, it is customar y to divide the casting successes 
between the t wo elements/i mpeti- betwecn Control and Destroy in 
t.h is case. 
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Eureka! 
What th e hell just happened , a nd ca n I do it again? Sometimes an 

abstraction will produce an uninl ended result via the Wheel of Mag ic. 

Occasionally this rcsu II is even beneficia l ! 
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Variance is a chance for the wizard to learn new facets. After the spell 
has been cast and a ll its effects played out, the sorcerer player may 
make a Sorcery test to tease out an unknown facet from the spell. The 
obstacle is 1, plus 1 per rin g varied , plus the value of the facet to be 

identified. 

If success ful , the sorcerer now knows which facet was used in 
the variance . He may attempt to learn the facet and add it to his 
repertoire. 

Use the rules for Learning New Spells on page 227 of the Bum i ng 
Wheel. Use the facet's obstacle in place of the spell obstacle. Practicals 
are clone by creating abstractions using th is facet at: double obstacle 
(just the facet, not the whole spell). 

It is a difficult process , but: usin g a comb ination of luck and 
experimentation, a sorcerer could possibly learn any facet! 

Starting Character Abstractions 
This system is meant to be used in conjunction with Sorcery in the 
Burning Wheel. Starting characters with the Gifted trait. ma y purchase 
spell facets during character burning. The costs of the facets are 1 is ted 
a long with the actions and obstacles in this chapter. 

When choosing spell facets , a caster may not start with the Double 
Measured Area or Hal/Measured Area facets. These steps are on ly used 
when rolling for variance on the Wheel of Magic. 

And, of course, spells may be purchased at normal cost as per the rules 
in the Character Burner. 

Basic Facet Knowledge 
The Sorcery skill includes the knowledge of the Personal Origin, 
Instantaneous Duration and Caster Area of Effect facets. These do not 
have to be purchased or learned- any character with a Sorcery skill is 
considered to know them. 

Learning Facets 
lf a book or scroll is found , facets may be learned in game play using t he 
Lea rning New Spells rules deta il ed on page 227 of the Burning Wheel. 
Use the facet's obstacle in place of the spell obstacle. 
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Distillation 
Distillation is the process by which an abstraction is turned into a spell. 
The distillation process can be used by players during the game to create 
new spells, and it can be used by players and GMs outside of play to 
design and introduce new spells to yom campaign. 

Formalizing from Abstractions 
Once an abstraction is cast a number of times eq ual to the sorcerer 's 
Perception Aptitude, it is considered formalized. Subsequent castings 
of a formalized abstraction have a reduced variance. Subtract two from 
the res ult of the d6 rolled for number of steps varied (but not from the 
d ie for the ring varied or direction). If this results i.n a zero or negative 
number, there's no variance. 

Distillation 
Once an abstraction has been formalized, the d is till ing process may 
begin. Through d istill ing, the wizard red uces redundancies, cleans 
out errors, and clarifies the abstract ion syntax. The final res ult is a 
run ic image and syllabic str ucture quite different from the initial 
abstraction- it is a formal spell. This process must be recorded. 
Spellcraft being too complex to keep entirely in the head, the formulae 
must be written down. 

In order to distill an abstraction, the wizard must test his Sorcery sk i II 
three times as described below. 

First Distillation 
Choose two facets of the spell to be combined into a single new facet. 
Add together their individual obstacles. This is the obstacle of the first 
distill ation . Test Sorcery sk ill (not skill+Will). If successful , average 
the obstacles and act ions of these facets and replace the individual ones 
with the new distilled facet . . 

Rich wants to distill a Fi're Bolt spell (Fi're Bolt: Ob 7, 12 actions: Fire, 
Destroyer; Presence, Instantaneous, Sin3le Taryet). He chooses to distill 
Fire (Ob 2, S actions} and Destroyer {Ob 2, 2 actions}. His Sorcery skill 
test obstacle is 4. if he is successful, his abstraction wt!l become: Fire
Destroyer {now Ob 2, 3.S actions}, Presence (Ob 2, 2 a}, Instantaneous 
(Ob o, 1 actions}, Sin3le Taryet (Ob 1, 2 actt'ons}- Ob S, 1 (8.S rounded 
up} actions. 

>-
cr" 
til ........ 
1-1 
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() 
........ ..... . 
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Alwa ys round mathematically when averaging the numbers in 
distillation. This test takes months equal to the obstacle minus 10 
percent per extra success. This can be reduced by working quickly. 

Second Distillation 
The second distillation is much the same as the fi r st. The wizard 
chooses two (undisti lled) facets of the spell, combines them, and then 
tests his Sorcer y skill against this obstacle. A successful test means the 
two facets are "averaged"'' to create a new, unique fa cet. 

For seconrl rlistdlation, Rich meryes the Presence anrl Sinjle Taryet facets: 
Ob 2, 2 actions plus Ob 1, 2 actions is an Ob 3 Sorcery test. Anr/ it dtstt!ls 
to Ob 1.5, 2 actions. The current castin!J obstacle for the spell wouM be 
Fire-Destroyer Ob 2, 3.5 actions, Presence-Si11!Jie Taryet Ob 2, 2 actions 
plus Instantaneous Ob 0, 1 a: Ob 4, 7 actions. 

Second distillation takes weeks equal to the test obstacle. This can be 
reduced by working quickly. 

•'inaliza ti on 
After the spell has been reduced to three facets- two conglomerate and 
one raw-the sorcerer may make one last attempt to squeeze the spell 
down into a tighter, more efficient form. The process is the same as 
above, except the erstwhile sorcerer now combines the three remaining 
facets of the abstraction/distillation. Add together the base obstacles 
of the remaining facets . This is the obstacle of the Sorcery skill test. 
If the test is successful, divide the distillation obstacle and actions by 
two (do not average the three numbers). This is the new and final spell 
obstacle and time. 

To finalt"ze hts Fire Bolt spell, Rich combines all three remainii1!J facets
Ob 2 + Ob 2 + Ob 0-an Ob 4 Sorcery test. 

The test t"s successful, anrl the final prorluct yieMs: Fire Bolt! (Fire
Destroyer-Presence-Instant-Sin3le- Taryet)-Ob 2, 3 actions. Effect: 
Shoots forth a tiny spiralli11!J rlart of fire from the caster at a character of 
hts choosii1!J within hts Presence. The character subseruently bursts into 
flames takin!J rlama3e: Will exponent +2. That's the Mark result. !(Rich's 
wizarr/ has a wtll ofBs, the spell r/oes /ncir/ental B4, Mark B7, Superb B10. 

Finalizing with More than Three Facets 
If your spell includes more than five facets to star t , you'll arrive at this 
stage with more than three facets. Add the obstacles of all the facets 
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together and divi.de by two. Same goes for the casting <H..: tions. Add the 
actions for all the remaining ractions together a rr d di vide by two . 

Partial Distillation 
A " partially" distilled abstraction may be eas l by the wizard at its 
eu rrent level of act ions a nd obstacle. 

Failed Distillation 
If any one of the three dis I illation Sorcer y tes ts is failed, the wizard has 
made a mistake in his formula . l-Ie's put an accent where he shouldn' l, 
left out an important sigil , or just misdrawn one of the runes. This can 
lead to dangerous results, as the sorcerer is rarely awa re of his mistake. 
See below for the effects : 

Failed by One or Two Succe.s.~es 

If the dist i.llation sorcery test is failed b y one or two successes , roll 
ror variance on the Wheel of Magic. Use only th e rings of the facets 
that the sorcerer was trying to di still. This variance is now written 
into the spell, and it isn 't discovered Lmtil the wiza.rd attempts to easl 
hi s abstraction. ~Then ractoring the distill ed obstacle and act ions, use 
d1e nmnbers for the facet generated on the variance ("Hm, ili.at was 
harder than it should have been. Oh well, back to work !" ). 

Once the res ults aTe discovered, ihe sorcerer may toss aside dlls varian l 
and retr.u·n to his original abstraction, or he may continue on wilh the 
disti llation process using his new variant abstraction. 

Failed by More titan Two Succe.~ses -Unulterable Garbage 
This round of the distillation goes very badly. The wizard just nmkes 
a mess of what he had and produces a ta ngled mass of unut.lerabl e 
gru-bage. The t ime for this test is completely wasted. The sorcerer may 
return to the previous stage and start again. 

Anima Element Distillations 
When distilling Ani rna abstractions for targets other tha n the caster, usc 
Ob 5 as the factored obstacle for the averaging. When distilling Animo 
spells for usc on the caster onl y, use the caster's stat as the obstade. 

Anima (ob S, S actions) Influence (ob 3, 4 actions), Presence (Ob 2, 2 

actions) Sustained (ob 2, 2 actions) Sin3/e TaYjet (Ob 1, 2 actions}. This 

can be tlisti//etl /ike so: 

First Disttl/ation: Anima (ob S, S actions) + Presence (Ob 2, 2 

actions)/2= Anima-PYesence (Ob 3.5, 3.5 actions}. 
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Seccmd Distillation: Sustained ( 06 2, 2 actions} + Influence ( 06 3, 

4 actions}/2= Instant-Influence! (06 2.5, 3 actions} 

Finalization: Sustained-Influence (06 2.5, 3 actions}+ Anima-Presence 
(06 3.5, 3.5 actions}+ Sin3le TaYjet (06 1, 2 actions}/2= 06 4 (3.S 
rounded up) + Wi/1 of tarje~ 4 actions ( 4.25 rounded down). 

That's a hijh o6stacle spell I'm jOt'nj to use Distt!lation Sijils to reduce it. 

The final obstacle for an Anima distillation is essentially an obstacle 
penalty that is added to the target stat when casting. 

Learning Another Wizard's Distilled Spell 
The process for learning a finalized distillation is the same as learning 
a new spell and is described on page 227 of the Burning Wheel. 

Distillation Sigils 
After a spell has reached the Final Distillation phase, but before the 

\ ' t::':W!!Ii:i~'- sorcerer has left the laboratory, he may add a number of sigils to the 
formalized abstraction in order to modify the obstacle or actions. 

Cap 
All abstractions use their margin of success to increase the effectiveness 
of the spell by default. In the spell list, they'd be labeled with the ""." 
Using the Cap sigil allows the player to remove the " and reduce the 
casting obstacle by one. Now, when the spell is cast, it has one level of 
effect. Extra successes over the obstacle do not count. 

The 6ase 06 4 for my distilled Persuasion spell is w'9' too hijh. Firs~ !'II 
set the cap on it. Since it5 only jOt one effect that isn't related to extra 
successes on the dice, havinj the spell6e open-ended is unnecessary. This 
drops the 06 from 4 to 3. 

Minoris Sigil 
If a spell has a minor effect given its facets-Delirium Tremens as 
opposed to Emperor's Hand, for example-reduce the casting obstacle 
by one. 

I decide to limd my influence usinj this spell I can only ''(avom61y dispose" 
a character toward somethinj. I can't 6admouth or command That 
rruali(ies it for the min on's sijil The o6stacle drops from 3 to 2. 
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Using multiple elements or irnpeti but taking only one effect qu ali fies 
the spell for the minor is sigil. 

The minoris sigil ma y be applied multiple times , but the minimum 
obstacle is 1. 

Majoris Sigil 
Tf the other players and/or the GM find that a spell has a huge, r id iculous 
or overblown eUecl, they may add up to +2 Ob and can multipl y the 
casting actions from x10-x100. 

Storm of Lijhtnin3 is a powerful spell. The t;M thinks d's a pain in the 
ass. He atplies a ma;'on's sijtl to it. 

The majori s sig il may only be applied as the GM and other., non-mage 
players see fi t. lt may be applied tnu lt iple I imes. 

Taking a secondary effect beyond what is provided by the element/ 
iJnpel us requires the majoris sig il wilh at least +1 Ob. 

Extension 
By lengtheni ng the spell., the mage makes il easier to parse difficult 
magical scnl ences . Reduce the obstacle by one and increase the casting 
time by x5. Multiple extensions may reduce the spell obstacle up to ha lf 
rounded up. 

For my Persuasion spell, I decide that I don't need to cast t't ruickfy, so 
I add an extension sijd That takes the actions (r-om 4 to 20 (xS }, hut 
drops the obstacle down to 1. 

The final obstacle t's 1 + wt'/1. Not had! 

Compression 
By shortening the spell , the niage increa ses its difficulty- a sorce rer 
must intu il many parts of the incantation himself. Subtract -50 % to 
ac t ions for + 1 Ob. 

Always sub I ract the percentage from the current actions a nd round any 
frac tions up. So, a 10 action spell could be red uced to 5 actions for+ 1 
Ob, then to 3 actions for another+ 1 Ob. Then to 2 for ano th er + 1 Ob., 
II ten to 1 acl ion for another+ 1 Ob-+4 Ob tota l. Compression may be 
app lied multiple times, but the spell may nol be reduced to less than 
one action. 
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Spells as Weapons 
When a wizard combines an element 
and the Destroy facet , his spell 
becomes a weapon. If th e spell is 
successfully cast, the target may test 
his armor. If the armor is bypassed, the 
target takes damage. Tn mechanical 
terms, spells do damage like a thrown 
weapon. The wizard's Will acts as the 
base Power. The element facet acts as 
the weapon power. Add these together 
to determine the Mark damage resu it. 

Divide by half rounded up for the Incidental damage result. Multiply 
by 1.5 rounded down to determine the Superb damage result. Use a 
Die of Fate like a bow to determine the IMS result for the target. Up to 
three extra successes may be spent to modify the Die of Fate as per the 
standard missile weapon rules. 

Earth Weapon: +3 Power, VA 3, 

Fire Weapon: +2 Power, VA 2, 

White Weapon: +5 Power, VA 4, 

Water Weapon: +1 Power, VA 3, -

Anima Weapon: +4 Power, VA 1, -1 range die. 

Air Weapon: +0 Power, VA 8, + 1 range die. 

Arcana Weapon: -1 Power, VA 1, +3 range dice. 

Heaven Weapon: +0 Power, VA 2, +2 range dice. 

These damage rules supersede the rules described in the Burning 
Wheel. All spells created with the Abstraction and Distillation rules 
use these damages. However, you may leave all spells in the Character 
Burner as they are or use revised versions. 

Spells Versus Armor 
Extra successes over the spell obstacle may be spent to increase the VA 
of a spell. The base VA may be raised or lowered using the minoris or 
majoris di stillation sigils. 

Positioning with Spells Revised 
Use this table for positioning with spells in Fight! and Range and Cover. 
Don't use the madness in the Burning Wheel on pages 222 to 224. 
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Spell Positioning and Weapon Length 

A rea of Effect Weapon Length Range Dice 

Per.~onal Origin Spells 

Single Target Shortes l -

Measured Area: Paces Long -

Measured Area: 1 Os Paces Longest 1D 

Measured Area: 100s Paces Longest 2D 

Measured Area: Miles Longest 4D 

Measured Area: lOs Miles Longest 3D 

Measured Area: 100s Miles Longest 12D 

Natural Effect Longer 4D 

Presence Longer 1D 

Presence Origin Spells 

Single Target Longer 1D 

Measured Area: Paces Longer 1D 

Measured Area: lOs Paces Longest 2D 

Measured Area: lOOs Paces Longest 3D 

Measured Area: Miles Longest 5D 

Measured Area: lOs Miles Longest 9D 

Measured Area: 100s Miles Longes t 13D 

Natural Effect Longer 4D 

Presence Longest 1D 

Sight Origin Spells 

Single Target Longest 4D 

Measured Area: Paces Longest 5D 

Measured Area: 10s Paces Longest 7D 

Measured Area: 100s Paces Longest 9D 

Measured Area: Miles Longest 14D 

Measured Area: lOs Miles Longest 16D 

Measured Area: lOOs Miles Longest 20D 

Natural Effect Longest 3D 

Presence Longest 6D 
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Half.s and Double.s 
If a half or double a rea o l' effect is used, halve or do ubl e the listed 

amount of dice. Round clown. 

The Presence of a. Sorcerer 
When t.wo sorcerers a rc in a magical du el (using Fight!) and they are 
using spells with the same weapon length, use the following method 
to dctc rrnine who has the longer weapon: Starting with t he caster's 
Will as a base, add one f'or each of the following skills or traits that he 
possesses: Meditation , Conspicuous, Command., Aura of Fear, Aura 
of Determination, Aura of Malevolence, Comm anding Aura , Aura 
of Holiness, Perfect Pitch , Sonorous Voice, Unctuous, Gift of Babel. 
Subtract one pace for each of the following: Inconspicuous, Stealthy, 
Misplaced Ama, Obscm e Ama, Cipher or E nt:ropic. Tite highest total 
gains t.he longest weapon advantage. 

Peer Review 
Spells built. for inclusion into yom game should be revi ewed by another 
player or the GM. If a player is distilling a spell to be used, the GM 
should check his concept and math. The GM can send dte spell back for 
modification or veto it. 

lf the GM is introducing a spell into the game, he may submit 
it to a m agic-savvy pl ayer for r eview or post it to our webs ite, 
www.burningwheel. corn, in the Magic Burner forum. 

Resource Point Cost for New Spells 
You may distill new spells and make them available for purchase hy 
wizard players. T he resource point cost for each spell is 2 rps per obstacle 
point. H the spell is listed with a " A", the cost is 4 rps per obstacle poin t.. 
If the spell Obstacle is based on a stat, price the spell based on a stat of 5. 

The Limits of this System 
There a re a few popular spell effects that do not or cannot exist in the 
scope of these rul es: Teleportation., Time Control a nd L ife Creation. 
These phenomena are beyo nd the power of abstractions. 



Blood Magic 
Using pain, torture and murder, the sorcerer may gain bonu s dice 
to cast his bloody magics! 

Blood Magic is not a complete magic system like Art Magic or 
Death Art. It's an add-on system meant to be combined with other 
arts. Tt can be combined with Sorcery, Art Magic, Death Art, Ore 
Rituals, Enchanting, Faith , Summoning and Spirit Binding. 

If combined with Sorcery or Ore Rituals, use it in place of the 
Spell Weaver (Will+ Skill, Hatred+Ski ll ) rule. Instead, test the skill 
plus bonus dice from Blood Magic. If used in conjunction with Art 
Magic, use Blood Magic as a school of magic. It doesn't have a value 
per se; its rating is variable according to how many torture and 
murder dice you generate. If used with Enchant ing, Blood Magic 
di ce are added to the caster's skill. If used with Summoning or 
Spirit Binding, I recommend replacing the Reputations and Spirit 
Marks with the Blood Magic rules. For Faith or Death Art, use 
them in place of the helping ru les and prepare for some bloody 
miracles. 

There are two overall methods to this madness: torture a nd 
sacrifice. Torture uses the victim's pain and suffering for small 
gains meted out over a longer per iod of time. Sacrifice uses the 
victim's death as a one-time, powerful boost to the spell. 

When a player seeks a boost from a blood magic ritual, he must 
declare before he starts whether he is using torture or sacrifice. 
Torture requires the Torture skill. Sacrifice requires Rituals or 
Rituals of Blood. 

Torture 
Tf a sorcerer can capture a victim, he may torture him to fuel hi s 
spells. The goal is to inflict injury-to draw blood-but not to 
incapacitate or kill the victim. It's the pain, suffering and blood 
that grant the sorcerer power. 

183 



Test the Torture skill. The obstacle is equa l to the victim's Wi ll. Success 
indicates the victim suffers a wound equal to the to rturer's shade and 
exponent. E xtra successes can be used to reduce or increase the damage, 
one pip on the PTCS per extra success . If the damage would inflict at 
least -1D of wound penalties, the torturer gains a +1D adva ntage to 
the next spell he casts. For each -1D of wou nd penalty infli cted on the 
victim, the sorcerer gains an additional +lD advantage. Thus a Light 
wound is worth+ lD, a Severe is worth +3D, etc. 

If the sorcerer finds his victim's Wil l too high , he may simply beat him 
before the actual torture session begins. 

The Beatings 
Beating a character into submission entails doing injury to him in order 
to infl ict wound penalties to reduce the obstacle for Torture (or any 
social skill). 

Before beginn ing the torture itself, the sorcerer may dispatch his thugs 
to beat the piss out of his victim or undertake the task himself. Test 
Brawling against an obstacle of 1. Success indicates an Incidental hit 
for the character. Each success over the obstacle increases damage one 
step, Incidenta l to Mark , Mark to Superb . 

The tortu ring player may make beating tests as often as he likes, but 
the results of a test stand: Da mage from a beating cannot be reduced or 
spent. Tf a victim is killed or becomes too broken to be tortured, that's 
the sorcerer's problem. 

The Victim Must Remain Conscious and Alive 
If the v ictim fall s un conscious or is killed during the torture, all 
bonuses are lost. Swooning from a failed Steel test result does not count 
as incapacitation in this case. If a stat is reduced to zero or lower, the 
victim coun ts as incapacitated. 

Victims Must Recover 
A victim recovers from hi s wo u nel s as per the standard r ules for 
recovery. The CM must be sure to track the inj ur ies. A victim of a Midi 
wound wi ll bleed to Severe if untreated . A victim of a Severe wou nd 
will bleed to death. 
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Small, Bite-Sized Chunks 
l i's 11 suall y bes t to just take small chunks out of your victims and let 
them recover. By maintaining a dungeon fu lJ of victim:;, a sorcerer can 
keep a rotat ing stock of healthy cha ttel. Gruesome, eh ? 



The Power Remains Until Used 
The advantage dice earned through torture remain with the sorcerer 
until spent. They may be spent individually, en masse or in whatever 
combination the player desires . 

Sacrifice 
Torture pays out small benefits over time to the sorcerer, whereas ritual 
murder grants a large one-time boost in power. 

To make a sacrifice, the sorcerer must have either the Ritual or Rituals 
of Blood skill. Make a versus test between the sorcerer's skill and the 
victim's Forte. This test must be made in a relatively secure environment 
and definitely requires tools-ritual implements, candles, cups, etc. You 
may not ritually murder your opponent in a fight. 

Altar of Sacrifice, Curse of the Damned 
lf the sorcerer wins the test , he ritually slaughters his victim and gains a 
pool of advantage dice equal to the victim's Will. These advantage dice 
may be used for casting or resisting the tax of a spell. You may allocate 
them as needed. 

The Power Fades 
Any advantage dice conferred from ritual murder fade over time. The 
sorcerer player loses one die for each test that he makes that is not casting 
a spell. When casting a spell, the dice are expended as he chooses. The 
dice may all be used or used in part and saved for additional spells. 

Destruction 
A character who is ritually murdered may not be treated for his injuries 
and may not make a recovery test. He's gone. Only a major miracle can 
bring him back. 

The Blood of Innocents 
Certain qualities enhance the effectiveness of Blood Magic. Traits of 
purity, holiness or power lend the rit ual more power, which is then 
transferred to the sorcerer. Bad news for the victims. 
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+10 Victims 
Child Prodigy, Aura of Innocence, Faithfu 1, Fey Blood, ('; i fted, Immortal 
(in any capacity) or Tainted Legacy traits add +lD to the sorcerer's 
bonus for murder or to ri u re. 

Martyrs and the Holy 
Victims with the Chosen One, Aura of Marl yrdom or Aura of IIol iness 
traits double any die benefits conferred from tortming or murdcri ng 
them. 

Bad Victims 
Characters who are an Eldritch Sink, Atrav ieso or Entropic are useless 
for blood sacrifice. They provide no bonus for murder or to rture. T n fact, 
involving them in the ritual at all increases the obstacles for the spell 
lo be cast by +2 . 
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Alternate Readings 
and Practicals 

This is a slight variant of the process for learning spells for Sorcery 
described on pages 227 and 228 of the Burning Wheel. In t hi s 
version , the wizard learns the spell whether or not he passes the 
test . Success or failure in the Sorcery test modifies the obstacle and 
casting time of the spell. 

If the player fails the first readin g les t by a margin of up to three, 
he increases the obstacle of the spell he is learning by the margin 
of failu re. He may proceed to practicals with this spell and its new 
obstacle. This effect is permanent for casting this spell. 

Chris is tryinj to leam Breath of Wind (Oh 4) for his sorcerer Han. 
He fails the test bJ one. The Breath of Wind spell that he leams is 
Oh S to cast and resist tax. 

H the player fails by more than three successes, the spell can not be 
learned. Move on. 

Practicals 
Practical mechan ics remain fundamentally the same. If t he first 
reading was failed, practicals obstacles are doubled from the new 
mod i ried spell obstacle. 

Durinj practicals, Han casts Breath of Wind at O!J S douh/ed to O!J 
10. This is a very scary, very dan3erous spell for him to leam. !(he 
mana3es to survive the practicals, he'll he ahle to cast the spell at Oh S. 

Second Reading 
If the player fai ls th e Second Hea ding, he learn s a slopp y, 
meandering version of the spel I. He lea rns the spell, but his casting 
time is mod ified. His margin of failure for the test is added to the 
casting time of the spell in act ions. 

If th e casting obstacl e for the spell was modified by the First 
Read ing, be sure to use that obstacle for the Second Heading. 



The Arsenal Method 
The Arsenal Method limi ts the amount of' spell s a sorcere r can 
have on hand at any one time ., but allows him to return to home 
base and change his current line-up, switching out spells for more 
useful options. 

This is an optional add-on for standard Sorcery as described in 
the Burning Wheel. Using this method, spells are supernatural 
creatures fighting for space in the wizard 's consciousness . A wizard 
only has so much room to work with before the spells just blot each 
other out and he can't remember anything. 

Memories 
A wizard may hold in his mind a number of spells equal to his 
Perception minus one. These spells may be cast according to the 
standa rd rul es f'or Burning Wheel Sorcery. 

!(my chaYadeY has a PeYceptt'on 86, I can keep five spells on taF 

Spell Books 
I 

TJ' a wizard character possesses more spells than he can hold in his 
crowded memory at one time., the extra spells are kept written in 
his precious., really-too-big-to-carry-around spell book or similar, 
campaig n-appropriate ed i rice. 

My spell book contains E/dn'tch Sht'eld, Pht'losopheYs PeYch, 

Majesense, WjYd Lt'jh~ ShaYds, Bindinj and Blessed Hands. 

Starting Spell Book 
The wizard's starting selection of spells is purchased according to 
the standard rules as described in the Chamcter Btll'ner. 

Idiomatic Spell Books 
The spell book rule is not designed to cut a mage of'f' from l.he 
source of his power. It exists only l.o limit what he has access 
to right now. Feel free l.o change the spell book to some other 
campaign- appropriate format-a temple, a g rove of trees , 
tattoos., a gaggle of imps, the spirit of' yom dead father. The rules 
for accessing it arc a lways the same as those described below 
Lmder the Change Spells rules. 
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Changing Spells 
A wizard may trade out spells from his 
current I ine-up for ones in his reserve either 
a t. th e beginning of a sess ion or during 
signifi cant in-game downtime: while 
other characters are healing, working or 
practicing, for example. 

My wizard has a Perception of B6; I can keep 
five spells in his head at once. My must-haves are Eldritch Shield and 
Ma3e Sense. They always come with me. We'll be dun3eoneerin3, so I also 
choose wyrd Lljh~ Shards and Blessed Hands. I want to be a61e to !tjht 
thew~ heal my fiends and hurl my enemies. I leave Philosopher's Perch 
and Bimlinj in the book for now. It 's a dtf(icult choice, because I see how 
useful those spells can be in a dun3eon, too. 

Spell Changing Options 
If you 'd like, you may also limit the number of spells that. can be 
changed at one time. I suggest limiting the wizard to one spell changed 
per night of study. Set this limjt with your group before starting play. 

The Universal Library Option 
Instead of learning spells indi vidua ll y, you may decide that, since spells 
are creepy, living things, a ll wizards have access to them. They simply 
need to ca ll them to mind. 

Pick a ny spell from the spell list and say, "I summon thee! " Using thi s 
optional rule, a wizard adds to hi s arsenal by making a Sorcery test 
eq ual to the spell 's obstacle. Add +1 Ob if the spell has a ". Usc Ob 5 
if the spell uses a target's stat . If the spell uses stat plus obstacle, use 5 
plus the obstacle. 

If he passes, he may added the spell to his spell book. If he fai Is, he may 
never learn that spell. Spells may be learned during downtime or at the 
st.ar l of a session. Only one spell may be called for th per session . 
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Magical Artifacts 
Thi.s section descr ibes 28 magica l a rtifacts for use in you r Burning 
Wheel game. The list contains items of varying power, from small 
items like the Golden Tooth to powerful artifacts like the Burning 
Wheel itself. 

Each item is described in terms of a hook, the item's powers, the 
Limits on the item's powers and the antecedent used to create the 
enchantment. 

The hook recounts a bit of the item's hi story a nd offers suggestions 
for placing it in your game. The powers and limits were a ll built 
using the Enchanting rules provided in this book. The antecedent 
described is not a specific trait but a suggest ive piece of a monster or 
character. The antecedent entry is meant to spark the imagina tion 
with ideas about the labors and quests necessary to create such 
an item . 

Acquil'ing Artifacts 
A li st of magical artifacts in a fantasy roleplaying game is a license 
for gleeful gift giving. Don't do that in Burning Wheel. Magic is 
more powerful and more constant in this game than nearly any 
other. Game masters must restrain their generous impulses. In fa ct, 
they must be downright stingy. 

There are a number of ways to acquire magical bits in the game. 
I' ll walk you through the top four: the Family Heirloom trait , 
spend ing Resource Points, Resources tests and finding one lying 
around in play. 

Fami(y Heirloom 
The Family Heirloom trait is an excellent way to begin d1e game 
wiili a nice juicy magical artifact. Certain items are appropriate 
for the trait; certain others are not. Belt of Flying, Boots of the 
I-hmter, Circle of Wi sdom, the Dropping Ring, the Giant's Tunic, 
the Golden Tooth, the Helm of Protection, the Ivory Shield, 
Band of Fortitude, Red Spectacles , Hing of Dexterity, Ring of 
the Prophet, Rod of Iron , Serpent 's Spear, Staff of Light and d1e 
Wand of Ages are appropriate. 
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The other items ar e either nO!" powerfu l enou gh f'o r the trait, or 
nn1ch too powcrf'11!. For exa mple, Dislorlion Dust is expendable a nd 
d· 11~ re f'ore no1 a good ra11clidate for a generational heirloom. And don''t 
t>ven think of taking the Burning \Vheel or the Ring of Pow·er as your 
fanlily heirloom. 

Resource Point.~ in Character Burning 
Some il ems can be purchased during character burning: Distortion 
Dust (20 rps) , Golden Tooth (20 rps) , Ebon Shunt (10 rps ), Eldr itch 
Chmmeler (15 rps) , Jade Amulet (10 rps) , Silk Armor (60 rps) and a 
Wizard's Sta ff' (1 0 rps). Talisman of the Orders: lOx the order obstacl e. 
Ta li sman of Protection: 5 rps for+ 1 Ob, 10 rps for +2 Ob or 15 rps for 
+3 Ob, multiplied by the order obstack from the Summoning chapter. 

lf you've made enehan led items and want to make d1em available for 
p11rchase in yom· gam e, the simplest way to price them is to compare 
d1eir abilities with one of ouT magic itcrns. Find a <.:01 npa rable item and 
use its price. In general , items 1:ha I. provide a minor effect like a+ lD or 
+1 Oh should be priced from 10 to 20 resource points, depenclillg on 
how ex1)ansive the ability is. The more broad it is, the more expensive. 
For weapons and armor, pricing sho11ld start al 40 rps and climb 
from there. See examples in the Blossoms Are Falling supplement. 
Any pott~ nt il.ern , li ke the Belt of Flying or tl1e Ciant"s Tt.mic, should be 
priced at 100 rps and up. More truly powerful items simply should11 \ 
be available through rcsom·ce poin ls in cha_racl.er b11 1'11ing. 

Resource Test.~ in Gwnl' 
Certain items could conceivably be purchased 011 the open markel 
using Resomces dming the game: Distortion Dust (Ob 6) , Ebon Shunt 
(Ob 4 ). Eldritch Chann eler (Ob 5) , Jade Amulet (Ob 5) , Serpent's 
Spea r (Ob 7) , Silk Armor (Ob 7) and a Wizard 's Staff (Ob 6). 

This is not a shopping list. It's. a li s1· of suggested prices to use should 
one of tlw items be availal)le in your game. 

Found During Pla,y 
All of these items ean be found worn hy NPCs and in monsters' hoards. 
And they're always 1nnre precious if won in a hard-fought baili e or 
<.: lever ga mbit. 

lt is aeceptal)[e to give artifacts In th e plavers' adversaries and allies. 
But note well tl1al' anyl hi ng yon give to an NPC is going to end up in 
the pla yers· possess ion at some poi11 t. Tt's a law of fanlasy gaming: All 
magic items flow playerward. 
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Without further ado, here's the hoard of magic stuff! 

Band of Fortitude 

Powers 

Hook 
The Band of Fort itude was said 
to have been formed by a fa ir girl 
whose husband had been fa lsely 
accused of a crime. He was to 
be forced to fight for his life in 
the gladiatorial pits. Knowing 
she could not aid him with a 
weapon or armor, she fashioned 
this beautiful piece of jewelry to 
sustain h im through his br utal 
labors. 

When worn on the arm, the Band of Fort itude grants + 1D to Forte for 
any and a ll tests. If the Forte increase bumps up the average of Power 
and Forte, increase the Mortal Wound tolerance. The band also increases 
Health by + 1D for tes ts resisting fatigue, weakness or disorientation. 

Antecedent 
The heart of a red ox. 

Belt of Flying 
Hook 
This, broad, ornate belt t ightens in 
the front through a beautiful, silver 
hoop . Its maker is unknown, but 
rumors speak of a mad wizard who 
raised an island out at sea to act as 
his laboratory. He used th is belt to 
shuttle back and forth between his 
refu ge and the mainland . 

Powers 
The Belt of Flying grants the wearer 
the power to fly on command. 
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.Vlcchanica lly, this g rants a x14 movement rnul tip l ier a nd all of t.he 
a bilities that flight implies- being ab le to traver se obstacles , for 
example. 

Limits 
T he belt is activated and used by verbal command-up , down, 
l"orward, back , left, r ight, circle left, circle right. 

The belt has the Multjple Uses internal dun 1lion. It may be recharged 
af-rer it. Ja ils by receiving a blessing from th e God of Wind. 

Antecedent 
T he p inion feather of a Great Eagle. 

Boots of the Hunter 

Powers 

Hook 
The Boots of the Hunter were 
t he product of a losing bet made 
after a long night of gambling 
between an enchanter and a 
savvy s trider. Unfortunately 
for the strider, his windfall that 
night didn't curb his appetite for 
future bets. The boots have since 
made their way from owner 
to owner, used in Lac k room 
wagers all across I he land. 

T hese beautiful, high soft leather boots grant + 1D to Speed and increase 
the Speed Multipli er of the character by 1 when chasing, stalking or 
pu rsuing another character or mons I er. 

Limits 
Multiple Uses duration: The power lasts so long as th e soles of the 
boots m·e intact. Each pw·suit after the first , roll a die of fate. On a 1, 
the boots' soles a re worn through and the power gone. They may be 
restored by m1 Ob 3 Cobbler test.. 

Antecedent 
T he hide of a Martikhora. 
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The Burning Wheel 
Hook 
The Burning Wheel or., more formally, the Wheel of Fire, is one of a set 
of four god wheels. These wheels were g iven to the high priests of the 
great relig ions by their patron deities to ensure their fa iths' primacy. 
Across t he ages., the wheels were lost or locked away, t heir powers 
forgotten or feared. 

Prophecy states clearly that t. he Wheel of Fire will come forth once more 
during a time of epocha l change. It will be the light that guides us into 
the da rk ness. And, when the Lord of Fire sleeps, the wheel will gutter 
low, ebbing in power, but. ready to be called forth to ignite the hearts 
of its followers . 
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Po wei's 
T lte Burning Wheel is a wood a 11d mel a I wbeel, approximately two 
ltands in cliarncter. Itlta s five irregular spokes emanating from a central 
bub out ittlo a hard rim. Blue-orange flames dance across ils surface. 

The Wheel may douse any burning fire short of the sun, the stars a nd 
earth\ blond. No test: is required. The fire ru shes in a gn u I. back into the 
wl teel. If there's ever a question, this counls as a physical action. 

T he \Vheel tn ay be used lo ignite fires, from candles up to ca mpllres 
anywhere in the bearer's presence. This requires only a thought and 
cntmts as a tandem speech action in F ighl ! 

In add ition, the Wheel contr ibutes +5D In any Faith test or Sorcery 
spell when conjuring or manipulali ng fire. It also adds +5D to any Fa ith 
rest or spell that al'fecls ht1man blood. 

When held aloft, the Wheel grants +2D to Conspicuous tests. 

Limits 
ln order to use the Wh eel, the artifa ct must be in c;ontact wi 1 h il s 
bearer. lt Ill li St burn him. The Wheel causes a 135 injury every time it 
is louched, 1.uliess the supplicaut possesses th e Hes'istant to fil'C trait 
or is protected by a minor miracle or similar spell. lf the Wheel is held 
by one who is not irruntale to its bun1ing, the pain and heat increases 
periodically by one damage pip until it is released (applied at intervals 
as d1e CM sees fit )-B5, then 136, then B7, etc. 

When gripped, it is sa id I hat th e supplicant feels uot only hi s own 
flesh buruing bul lh e pain of all the sou ls torm enl ed in hell. As 
such, holding the Wheel, whether or nn1 you are injured, causes a 
+1 Ob penalty to all actions reqttiring calm and conccHtratinn- iike 
spellcasting and prayer. This P.enalty catt he permanently negated by 
passing an Ob 5 Meditation 1csl while holding the wheel-the + 1 Ob 
penalty has been fa clored into that nurnber. 

The Wheel was se l a light by the God of F ire, touched off with a sli ver 
of the sun. So long as the God ol' Fire is ascendent. the Wheel thrives 
and is powerful beyoud compme. lf the God of' Fi re has been slain or 
forced front power, tt sing the Wheel brings a great cost. Invokiug the 
advanl age di ce to Faith and Sorce ry causes a t>Lx tesl. For FaiiJ.1. d1e 
tax is Ob 5 . For Sorccrv, the I >LX obstacle is iucreased by 5 . 
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The Wheel burns. Anyone bearing this burning symbol suffers a 
+2 Ob penalty to Inconspicuous, Disguise, Stealthy or similar tests. 
It's fu cking on fire. 

Antecedent 
A piece of the heart of the god of the sun . 

Circle of 
Wisdom 

Hook 
The story of the Circle 
of Wisdom states that an 
elder advi sor to a young 
king knew that he would 
not live long into th e 
boy's reign. Therefore, 
he collec ted all of his 
wisdom and that of the 
sages of the land. He 
imbued this golden circlet 
with that: under standing 
and bequeathed it upon 
hi s young charge. Now 
the Circle of Wisdom 
is passed from ru ler to 

ruler, a sign of the ruling I i ne's dedication to discernment. 

Powers 
When worn, this golden circlet opens the bearer's mind to the wise 
teachings of a thousand scholars and sages . It grants + lD to all Will 
tests (including spell weaver tests for Sorcery). It increases the body of 
argument for a Duel of Wits by one. 

Antecedent 
The beard of the greatest scholar of the age. 
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Distortion Dust 
Hook 
Distortion Dust is a common accoutrement of sorcerers who must cast 
their spells far and wid e. It's a deadly favorite of wizards of war, and 
a qu intessential element of those who communicate with whispers on 
the wind. 

Powers 
Di stortion dust is a sorcerous powder that acts as an area of ef'f'ec t: 
mu ltiplier for a spell. When spread before a spell is cast, the dust 
increases the a rea of effect or breadth of the spell by one increment as 
per the multiplier effect described in the Enchanting chapter. 

Limits 
The dust must be tossed above dte sorcerer as he casts the spell. This 
adds two actions to the casting time. There is a finite Rrnount of dust. 
Use dle Multiple Uses internal clmation. 

Antecedent 
The eyes of an eagle, dried and ground into a fine powder. 

Dragon Slaying Sword 
Hook 
It boggles the mind how easy it is for a young boy to wander into a Geld , 
a pond or a cave and find one of these things lying around. When a 
skilled warrior needs one to take on a rampaging dragon, the only one 
that can be found is, of course, in the dragon's hoard. 
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Powel's 
This is a simple, elegant and effective weapon , wielded by generations 
of heroes: Power 3, Add 2 , VA 1, Long, Slow, Heroic (gray) shade. lt 
is acceptab le to use an alternate weapon form for this item. Use the 
weapon's superior quality stats and make it gray shade. 

Antecedent 
The blood of a god, tooth of a dragon or the heart of a d:emon. 

The Dropping Ring 
Hook 
The Dropping Ring was made by Dwarven artificers in a wager with the 
trickster god. The artificers won the wager. Since then, due to its odd 
limitations, it has been passed from owner to owner down the ages . It 
has been seen on the arm of a wealth y king, and once it was found by 
lucky adventurers in the riches of a lost tomb. 

Powel's 
When worn, every nine days, this golden arm ring produces eight gold 
replicas of itself. This grants the wearer a 2D fund for his Resources. 
The fund is permanent and may not be taxed or lost until the Dropping 
Ring itself is lost. 

Limits 
If the owner of thi s 
wondrous arm ring ever 
loses a son , he mu st lay 
the ring on his death bed 
or funeral p yre . If h e 
does not, the ring loses 
its magic. If he does, the 
ring r etains its magic , 
but it may never be 
owned by that character 
again. Another character 
may take up the ring and 
benefit from it. 

Antecedent 
A drop of blood from a 
greedy Dwarf. 



Magical Artifacts 

Ebon Shunt 
Hook 
Au Ebon Shunt is a piece of :jewelry for sorcerers. It is not difficult to 
1nake and is useful-a slnmt can mean the difference between life and 
' Ieath if something shnu ld go awry with a spell. 

Powers 
T he Ebon Shunt is au irregul a r chunk of ebonv, hung on a rough leather 
•·nrcl. When worn arouud the neck, the shunt adds + lD to a sorcerer 's 
Forte when resisting lax. 

Limits 
Should the sorcerer ever be t<L""X.ed to tmconsciousncss, I he ebony shard 
bursts from the stTain, and its power is lost. 

Antecedent 
T he tongue of a black troll. 

Eldritch Channeler 
Hook 
Eldritch Channelcrs a rc another accessory for " ·ealth y wi zards. They 
are simple, use ful devices, and prettv, too. 

Powers 
This silver bracer is engraved with arcaue symbol s. \Vhen worn on 
the left forearm, it grants +lD to Sorcery (o r another a ppropriate 
spellcasting skill). The silver bracer also acrs as chainmail armor (4D) 
for the left ann. 

l..~imits 

lf the ar111or di ce Jail-come up a 1-tiH'II I he power of the Eldri tch 
Clranneler is broke11 amllost. 

Antecedent 
T he scale of an Ophidiau witch. 
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Giant's Tunic 
Hook 
Once, the land was plagued 
with t yrannical giants. A 
great hero went forth to the 
giant's hall and , through 
guile and bravery, slew 
the giant king. The hero's 
friend and companion , an 
enchanter of some merit , 
skinned the fallen king and 
made this tunic. The hero 
in turn became lord of his 
domain and , legend says , 
never r efu sed hospitality 
to anyone who crossed his 
threshold . 

Powers 
The Giant 's Tunic grants 
its wearer strength and 
toughness beyond compare! 
While worn , it adds +2D 
to the user 's Power. This is 

factored into weapon damages and Mortal Wound. It also counts as 
leather a rmor for the chest and anns. 

Limits 
Should the owner ev~r fa il to show hospitality when asked, the power 
of the Giant's Tunic fades. 

Antecedent 
The skin of a giant. 



Golden Tooth 
Hook 
Back alley enchanters in grimy 
citadels churn out trinkets and 
baubles such as these so that 
they ca n pay their rent and 
soothe their failing minds with 
rotgut. 

Powers 
Once i nst:alled in the character's 
mouth, the Golden Tooth opens 
previously closed doors! The 
tooth increases tbe character's 
C ircles by +lD. Thi s does 
not count as a rep utat ion or 
affiliation. 

Limits 
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The tooth must: be implanted in the chru·acter 's mouth by a surgeo n or 
bru·ber for its powers to take root. 

Antecedent 
The tooth of a man with a familiar face. 

Helm of Protection 
Hook 
A powerful wa rl ord commissioned his enchanter to forge him a rn ighty 
helm to aid him in battle. The farsighted enchanter tho 11ght carefully 
a bout what would preserve hi.s lord. In the end , he created what he called 
a llelm of Prot ection. The warlord asked, '·' What are its powers? " 

"Should you be wounded while wea ring it, you will recover quickly." 

''·Fool ! This is useless. No man is a match for me in battle. I have only 
ever been wounded once, by my fencing master. It was the last lesson be 
ever ga ve rne! " With that, he tossed the helm back at the enchant er and 
stormed out of t he tent. 



When the battle was !inally joined, the warlord was 
indeed triumphant, but he was not unwounded. 
His own generals turned on hirn at the moment of 
victory. He bled to death from the injuries inflicted 
by their knives. 

Powers 
The Helm of Protection adds +2D to the warrior"'s 
Health when recovering from or shrugging off a 
wound he received in battle (while wearing the 

helmet). The helmet counts as a superior quality bascinet ( 4D) and 
imposes a reduced + 1 Ob clumsy weight penalty to Observation and 
Perception tests. 

Limits 
Should the helmet be destroyed by armor failure., the powers are lost . 
Also., should the warrior ever show cowardice in battle-fleeing due 
to a failed Steel test result-the helmet's protection is lost to him. 
Another character may take up the helm and be granted its benefits, 
though . 

Antecedent 
The bone of a scarred, long-lived hero (with the Healthy trait). 

Ivory Shield 
Hook 
Desperate in the build-up before a great war, a young captain went 
on his knees to his estranged mother, begging for aid in the coming 
battles . She was a great enchantress. She agreed to help him and sent 

him on a quest to retrieve an 
elephant's bones. Upon his 
successful re tu rn, she carved 
him this beautiful shield. As 
she presented it to him, she 
inveighed her cu rse , "Never 
again will you disobey me. If 
you do, the power of this mighty 
shield will be lost! " 
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Powers 
This great sh ield is made of ivory, import ed from exotic lands, carved 
with scenes of victory, and enchanted by impossible rnag ics . When 
worn , the shield gra nts + 1D to Command, Oratory and Steel. lt grants 
+1D to Pu sh actions in Fight! It counts as a Power 3 , Add 2 , VA-, 
Unw ieldy, Short weapon when used to shield bash. The shield itsel f" is a 
g reat shield (5D) and co unts as superior quality. 

Limits 
Should the owner of d1is m ighty device ever fail to obey h is parents ' 
wishes, d w shield becomes too heavy for him to bear. Another, more 
filial son or daughter may come and carry it to battle. 

Antecedent 
The bones of an elephant. 

Jade Amulet 
Hook 
Jade Amulets a r c p ri zed artifacts. 
Found in tombs and graves in certa in 
cultures in the East, these innocuo us 
dev ices ward off the effects of hurtful 
magics. 

Powers 
T hi s graven amulet is worn around the neck. It protects the user 
against destruction by so rcery. Add + 1 Ob 1"0 any damaging, harming 
or hurting spell s cast at the character. Tt does not affect the obstarle of 
in flu encing-, controlling- or enhancing-type spells. The Jade Amulet 
does not affect spirits. 

Limits 
The amulet protects the characte r, so long as he neve r eat.s animal 
flesh. He may eat fish and hon ey, but not meat, mil k, eggs or cheese. 

Antecedent 
The finge rnail of a saint. 

$:: 
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Red Spectacles 
Hook 
The Red Spectacles were created by an ambitious enchanter trying to 
spread his reputation at court. The rumor is that they worked. He is now 
the court's own enchanter. 

Powers 
These fashionable spectacles increase the wearer's Perception by + lD. 
This does affect Reflexes but does not affect skill roots. 

Limits 
The glasses fall off at the slightest jolt or jump. Any failed physical 
skill or stat test causes the glasses to plummet earthward. The GM 
may roll a die of fate if he's feeling particularly cruel. On a roll of 1, 
the glasses are broken and their power lost. 

Antecedent 
The brains of a designer of games. 

Ring of Dexterity 
Hook 
Swordsmen, archers, craftsmen and pickpockets alike all covet this 
precious ring. It is said it will make a master of any man who wears it, 
but that it will also rob him of his friends . 
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Powers 
When worn on the index finger of the r ight hand, this ring grants the 
bearer amazing Agility. Add +2D to any Agility test taken. This bonus 
affects skill roots for skills learned when wearing the ring, aptitude for 
Agility-based skills and Reflexes. 

Limits 
If th e character clasps right hands with another character, th e ring 
loses its power. 

Antecedent 
The finger of a master juggler missing his right hand. 

Ring of Power 
Hook 
This is a simple band of gold that contains a reservoir of power. It. is 
seductively potent, but also cursed and corrupt. 

The Rin g of Power is the final piece in a set of 20. The other rin gs each 
contain portions of this ring's power, but none of them contain all of 
its might. 

Powers 
The Ring of Power has many, varied abilities . When worn, it g rants : 

•. +3D to Health tests 

• The Second Sight tra.i t 

• + lD to Resources tests 

• +lD to Persuasion, Oratory, Falsehood, Sed uction and Ugly Truth 
when used against another ·character with a lower Will exponent 

• +2D to all Sorcery and Enchanting tests 

• Access to the thoughts of those who wear other rin gs of power 
created by the same evil that created this ring 

• +4 successes to the bearer's body of argument in a Duel of Wits 
against a character who bears another, lesser ring or power 

Lastly, the ring contains a spell matr ix for the Elven spell song Threne 
of the Chameleon. When the r ing is worn , the spell is cas t with 5 
successes over the obstacle. 
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Otherwise indcstnJ ctible, the ring can only be unmade in the fires of 

the forgt" in which it was created. 

Limits 
The Ring of Power is a cursed item, as described in tl1e Enchanting rules . 

Also, any use of the item requires a Will test of an obstacle equal 
to the bearer's own Will. If the test is failed, the character earns the 
Corrupted tTait and Corruption emotional attr ibute. Each subsequent 
Will test counts as a test for adva11cement of the Corruption attribute. 

The maker of the ring knows when it is used. When it is used, he may 
make an Ama Reading test at Obstacle 10 minus the user's Corruption 
exponent to locate t he user. 

Antecedent 
The soul of a dark god. 

Ring of the Prophet 

Nothing amazes the locals like the ability to walk on water. 

Powers 
When worn., this ring grants the miraculous ability to walk on water 
as if it were solid. The ring bearer will not sink, and if submerged, he' ll 
bob to the surface like a cork. 

Water, even when sol id, is fa r from stable. Consider smooth water like 
ice . Hough or wavy water is uneven and difficult ground . Speed tests 
under these conditions suffer a + 1 Ob or greater disadvantage. 

Antecedent 
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Rod of Iron 
Hoo.k 
There was once a young man who wa s bullied badl y by his fellow 
students. He was beaten often , and his lunch money taken . lie vowed 
revenge. In secret, he labored over thi s blunt device. 

When it was complete, he carried it with him. The bullies , seeing 
that he was ca rr ying a crude weapon and ready for a fight , mocked 
him. They attempted to snatch the rod away. Instead , th ey were given 
lumps and found their teeth missing. The rod leapt lightly, avoiding 
the clutching boys' grasping hands, and pLtmmeled the bullies into 
unconsc iousness. 

lt was perhaps the most satisfying day in that young boy"'s life. 

Powers 
The Rod of Iron grants its bearer th e power and force to strike clown 
his enemies. Il possesses and bestows a B5 Brawling skill. It counts as a 
weapon- Power 2, Add 2, VA 1, Fast, Short-and as a +lD shield. 

Antecedent 
A flake or B'hemah fl esh. 
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Serpent's Spear 
Hook 
This ancient spear was built by the warrior-smiths of an extinct race of 
Ophidian men. It is bronze in hue and carved with sinewy symbols. The 
spear is made of a metal that no metallurgist is able to replicate. It is 
said to bend and warp in combat, but it always returns to its true shape. 

The Serpent's Spear has the following stats: Power 2, Add 2 , VA 2 , 
Fast, Longer. It grants + lD to Strike against Block or Counterstrike. 
It contains a concealed hook-a viper's tooth, if you will-that grants 
+ lD to Push. It also contains a concealed whip-chain that may be used 
to Lock another character from optimal striking distance at no penalty. 
Lastly, the Serpent's Spear may be thrown as a javelin. 

Antecedent 
The spine of a snake-man. 

Silk Armor 
Hook 
Silk armor appears to be run of the mill chainm.ail, but upon closer 
examination, one can see that all of the links are forged of lighter gauge 
wire and are interwoven with thick threads of scarlet silk. 

Powers 
The silk armor counts as superior quality chainmail for all locations 
except the head. Clumsy weight penalties for Stealthy and Swimming 
are negated. Throwing and missile weapon skill penalties are reduced 
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to + 1 Ob for full sleeves. There's no penalty for ha l r sleeves. The Speed 
penalty for leggings is reduced to +1 Ob l"or full leggings and reduced 
to nothing Jor half leggings . 

Antecedent 
The silk from a Hun t.er-Seeker spider. 
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Spirit Weapons 
Hook 
The demon hunter's sword was a deceptively simple device. It looked 
like a blade of plain manufacture, but for the single rune carved into 
the blade. Yet when wielded against a demon, no magic could deflect 
its stroke. 

Powers 
A spirit weapon is a material weapon of any type-knife, sword, axe
that has been imbued with special power so that it not only affects flesh 
and bone, but spirits and magical creatures as well. 

Specifically, spirit weapons can harm creatures with the Spirit Nature 
trait, and they are not deflected by the Turn Aside the Blade spell or any 
other spell that controls or deflects metal. Spirit weapons are considered 
to be arcana or spirit devices, not material ones. 

The spirit weapon doesn't do extra damage or provide bonus dice. Aside 
from its spirit-harming capability, it counts as a normal weapon. 

A spirit weapon can be made using Enchanting, Art Magic's sorcerous 
weapon effect, a minor miracle in Faith or the Elven spell song Song 
of the Sword. 

Antecedent 
Enchanters need the blood, bone or scales of a creature who possesses 
the Spirit Nature trait in order to create spirit weapons . 

Staff of Light 
Hook 
The Staff of Light is an otherwise normal cedar staff. It may be used as 
an aid to walking' or ~s a cudgel, if a weapon is needed. The first Staff 
of Light was reputedly made by an old mage who was tired of casting 
Mage Light at the behest of his less magically inclined friends. 

Powers 
This powerful staff contains the Mage Light spell (at campfire level). 
The light is triggered by striking the butt of the staff on the ground. 
Once struck, it slowly wells up to full brightness, so as not to blind the 
bearer. 



Th e power s of the s taff are 
inexhaustible, so long as it remains 
unbroken. The light itself will flow 
brightly, provided that the bearer 
grasps the staff in hi s hand. 

Limits 
Only characters wi th the Gifted 
trait may use this item . If th e 
bearer loses his grip on the staff, 
the light winks out. lf d1e staff is 
broken, d1e magic is lost. 

Antecedent 
The tail of a fire£! y. 

Talismans 
Hook 
The old man spent his life collecting 
trinkets, baubles and curios. Ile 
wore them around his neck on 
chains. And though he walked 
alone through the haunted forest , 
and dwelt in the ghost-plagued 
ruins, he was never molested by 
the spirits. 

Powers 
There are two types of talisman s 
used by summoners: Talismans 
of the Orders and Talismans of 
Protection. 

Tali.~ mans of the Orders 
Talismans of the Orders grant 
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+ 1D to suimnon an entity of a spe<.:ifi c spirit order. Each talisman is 
specific to one type of spirit order (see the Summoning chapter for 
spirit orders) . 

Talismans of Protection 
Talismans of P rotection are al so specific to an order of spirits. These 
devices increase the obstacle of tests made by spirits of that order 
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against the stmunoner. In a Duel of Wits, this only applies to the Body 
of Argument roll. 

Talismans of Protection are rated from+ 1 Ob to +3 Ob. 

Antecedent 
Talismanic antecedents must come from a being of the approximate 
power of the spirit in question. A Querub 's tongue can protect against 
anything less than or equal to it in power. Odin's eye is sufficient to 
compel even other chief deities. 

Thor's Hammer 
Hook 
Thor's hammer, Mjolnir, is a fabled work of great power. Every so often, 
it goes missing or is stolen by the giants. Once Thor sobers up, he goes 
and fetches it and the thieves get a good thrashing. 

It is also provided in this list as an example of a powerful, legendary 
artifact. The only thing Thor can't reliably take on with Mjolnir is a 
god. Dragons, giants and demons are merely stalks of grain to reap. 

Powers 
Power 1-4, Add 2, VA 2, Slow, Short. +3D advantage for Hammer and 
Throwing skills. Mjolnir is a heroic (gray shade) weapon, but the bearer 
of this awesome power may opt to do mundane (black shade) damage 

if he so chooses. The wielder 
may also choose the weapon 
power for the weapon before 
he strikes. This requires no 
time or action on the part 
of the character. The player 
may simply state the power 
and the shade of hi s strike. 

Also, Mjolnir may be thrown. 
It counts as a great bow for 
range and positioning. It: 
does damage as a thrown 
weapon . Once t h rown , 
Mjolnir only requires one 
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action to recover in Fight! , no matter the distance it was thrown . The 
wielder simply reaches down to pick up the weapon and it appears in 
his hand. 

Lastly, the hammer may be slipped inside the bearer 's jacket and be 
concealed. When held inside a jacket, aga inst the chest, the hammer is 
no bigger than a pendant placed in a pocket. But why would you hide 
such a magnificent thing? 

L imits 
There is a flaw in the design , however. Mjolnir may not be used to 
Great Strike. It is a one-handed weapon. The short, angular haft is 
too small for both hands. 

Antecedent 
Blood, sweat and breath from a Master of Forges. 

Wand of Ages 
Hook 
The Wand of Ages is an ir regularly shaped, polished switch of yew. 
Rumors say it was created by an encha nter who was enviou s of the 
Elves' ability to commune with trees. 

Powers 
This wand, when placed against the trunk or branch of a tree, allows 
the bearer to speak to the ancient spirit and gather its wi sdom. When so 
used, the bearer gains 
a G5 Forest-wise. 

Antecedent 
Ancient Seneschal 's 
sap . 



Wizard's Staff 
Hook 
In some cultures ., a young neophyte must make his own staff before 
he is officially given the mantle of wizard. A wizard 's staff is no mean 
thin g. lt is a magical device that aids in concentration . Making one 
requires a sturdy sample of good wood, and a curious donation from 
the young apprentice's master. 

Powers 
This rugged oak staff acts as a sustainer for one spell of the ow ner's 
choice . Once a spell is sustained in the staff, the device may only sustain 
that particular spell. 

Antecedent 
The blood of a patient wizard. 
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Wizard Burner 
The Wizard Burner contains new lifepaths, traits and skills for 
wizards a nd other magically-inclined characters. You do not have 
to include everything you see here in your game. Pick and choose 
what is appropriate and effective. For example, you could choose 
to include the College of Magic and not the Death Cult. Or you 
might decide to only add the Gifted Child lifepath and exclude all 
others. 

Any Human Setting 
Time Stat 

4 Outcast, Court, Religious 

Skills: 2 pts : General 

Trails: 2 pts: Misunderstood, Gifted, Abused 

Requirements: This counts as a Born lifepath. It may replace any 

extant human Born lifepath for any setting. 

..,A~p:.;.t P;;.;uL!p:.;;il..._ _ ___,4 yrs 8 Outcast, Soldier, Servitude 

Skill.Y: 3 pts: Obscure History, Ugly Trut h, In timidation 

Traits: 1 pt: Believer, Gifted 

Requirements: Must be character 's second or third lifepath . It may 

not be taken twice. Tt counts as Neophyte Sorcerer for the purposes 

ofrcquirements in the Lifepaths of Man. 

Peasant Setting 
Res Stat 
20 +1M 

Skills: 6 pts: Spirit Binding, Circination, Paths-wise, Spirit-wise, 
Domain-wise 

Trait.Y: 2 pts: Well-Traveled, Brook No Fools, Fey Blood 

Requirements : Augur, Crazy Witch, Neophyte Sorcerer or Elder. 
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Villager Setting 
Na me Time Res Sial l.eads 
Wizard's Apprentice 7 yrs 10 +lM Peasant, City, Outcast, Seroit;ude 

Skills: 6 pts: Reading, Foraging, Sy mbology, Circina tion, Pig-wise, 

Bone Headed-wise 

T rails: 2 pts: Always in the Way, Atravieso, Ciftecl, Assistanl Pig-Keeper 

Requirements: For the purposes of other r equirements, this lifepath 

counts as Neophyte Sorcerer. 

Hedge Wizard 8 yrs 24 +1M., P Peasant, City Dwelfe1; Outcast 

Skills: 7 pts: Sorcer y, Enchant in g, Alchemy, Obscure Histor y, Pest-wi se, 

Fool-wi se 

Traits: 2 pts: Low Born, Impress ive Hat, Never a Moment· of Peace 

Requirements: Requires Wizard 's Apprentice, Neophyte Sorcerer, Apt 

Pupil or Junior Student.. This character may not have the Mark of 

Privilege. 

City Dweller Setting 
~a me Time R~aaLI __ _u(,e~lwlr~l sL· ________________ _ 

Evangelist 3 )'l"S 6 +1 M/P Outcast, Court, Religious 

Skills: 5 pts: Empyrea li a , Demon ology, Orator v, Cultist-w ise 

Traits: 2 pts: Believer, Fier y 

Requirements: Dilettante, or any summoner or religious I ifepath. 

Court Setting 
Name Time Res Sta.t __ __.l""'.e"'acl.ld"'-s ________________ _ 
Court Enchanter 8 yrs 20 +1M 011.tcast, Ci~y D weller 

S l<ills: 5 pts: Et iqnette, Astrology, Alchemy, En chanting, Excuses-wise 

Trails: 2 pts: Late, Ha rried 

l1equirem.euts: Senior Student, Apt· Pupi l or Wizard 's Apprentice. 

Court Summoner 8 yr s 30 +1 M/P Outcast, Peasant. Villager 

Skills: 6 pts: Etiquette, As trology, Summoning, Circinat ion , Barga in ing, 

In ane Bequest-wise, Prom ise-wise 

Trails: 2 pts: Dismiss ive, Pol ite, Arrogant , Frustrated , Fau st 

Requirements: Senior Student , Mad Sum mon er, Apt Pupil or Wizard 's 

Apprcntic.:e. 
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Outcast Setting 
NalllP.~------~nu·~n~Je~JRwCGSL__S~tuaut~~lw.e~auculsL-________________ _ 
Demented Inventor 7 yrs 15 + l M Peasant. Villager 

S kills: 6 p1·s: Mad In ven tion -wise, Mending, E nchan ting, Blacksrnith , 

Whi lesmith 

Traits: 2 pts: Demented , Tinkerer 

Reqnirenwnls: Hogue Wizard , Apt Pupil or Wizard 's Apprentice. 

II vii Necromanecr 10 yrs 20 + 1 M, P 

S kills: 4 pts: Death Art, Anatomy, Graveya rd-wise 

Trails: 2 pts : Corru pted , Evil 

Hequirem.ents: Coroner, Death Culti st., Cul tist or Apt Pupil. 

College of Magic 
Some cultures a re so ri fc with magic, schools have grow n to cu 11 and 
refine all of the wayward mage] ings running about. Inevitably, these 
schools grow into powerful institutions, st.a Ffed by a cadre of the most 
potent men in the la nd . 

lf using the standard Sorcery rules, pick a n element and impetus that 
the school does not. teach. Spells of this nature may not be taken in 
character burning. 

Schoo]s of Magic 
For games using Art. Magic or Practical Magic, the College of Magic 
shoul d have a set repertoire of school s it teaches its students-two or 
three. Players may on ly choose from those option s when purchasing 
schools during character burning. 

Leads to and Fl'om 
In order to make thi s easy, and to avoid rewriting the entirety of the 
L i fepat hs of Man, u e the req uirements on each College of Magic 
lifepath as the indication of leads to thi s setting. For example, Senior 
Student requires .Tun.ior Student or Sorcerer. Therefore, Sorcerer can 
lead to College of Mag ic. 

Born Peasant, Born Villager, Born City Dweller, Born Noble and Son 
of a Gun can all have leads to the College of Magie. You may I i rni.t this 
list based on what is appropriate to your ea mpaign. For example, the 
nobility might not praclice magic in your setting, in wh ieh ease Born 
Noble wo ul d not lead to this sett ing. 
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Name Time Res l.eads 
Su jlplica nt 1 yr 3 Peasant , Soldie1; Servitude 

S kills: 2 pts: Anim a i i'-Iu sbandr'V. Fi rr huilrling 

T rails: 2 pts: Bm:k-Breaking Labor. Gifted . Seconrl Righi". FeY Blood 

Requirement.~ : Musl hr second l ifcpalh. May nol be taken twice. 

Junior Student 2 vrs 5 + l P Court, Cit;yDwef{c,; Outcast 

Skills: 8 pts: Head. Write, Ancient Hi sto ry., Circinal"ion, Illuminations., 

Astro logy, GPonwtr y T ra in ingt 

Traits: 1 pt: Hazed 

11equirrmenls: Supplicant, Ar cane Devotee, Apt Pupil or Neophvte 

Sor cerer. May not be taken twice. 

Senior Student 2 yrs 10 +1 M Court, Ci4y Dwelle1; Olltcast 

Sk ills: 7 pts : Calligraphy, Hhetor ic. Aura Reading, l~ mpyrca lia , 

Demonology, Docl"r ine, School of Magic-wise, Junior Student-wi se 

Traits: 2 pls : Crad uaLe, Bu llv 

Requirements: Ju nio r S tudent or Sorce rer. Ma y not be t a ken twice. 

Adjund 6 yrs 10 +1 J\11 Religious, Outcast, Ci~yDweller 

S kills: 6 pls : Resea rch, Folk lorP, Alcllenw. Taxidenn y, L ibra r y-wise 

Trails: 1 pt: Overworked , Familiar Face 

lleqairemenls: Senior St udent. 

Masi.er Sorcerer 8 y rs 30 +1M, P Court, Cit:y DwellCJ; Outcast , Sen 

Skill.~ : 5 pts : Sorcer y, lmtr uclor, Face t-wise, Aura-w isr 

Trails: 1 pt: Versa ril r , S ixth Sense 

Hequiremeuts: Adju net or Cou rr So rrr rrr. 

Master ~:nchanlcr 8 yrs 20 +1 M, P Court, Ci~y Dwelle1; Outcast. 

S kills : 6 pts: E ncha nting, In str ucto r, Carving, Etchi ng, ll erba I ism , 

Jeweler, Vessel-w ise 

Trail8 : 1 pt: Nimble. Practiced Precision 

17equirrmenls: Adjunct or Court E nchan te r. 

Masier Summoner 8 yrs :20 +1M, P Court, Cizv Dwell<> I: Olltcast 

Skillii : 8 pts: Summoning, ln structur. Barga ining, Ug ly Tn rrh, Soothing 

P lat itudes, Hule of Law, Philosop lw , Sc heme-wi se 

Trails: 1 pt: Extroverl , Fea rless, Obsc11re A11ra 

R equirements: Adjunct or Court Summoner. 

t This is a tra ining skill . If cos l !'i 2 skill po i1US to ope n in eha ract.cr burning, bul" has no 

cxponcnL. 
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Researcher 10 yrs 15 Court, Religious, Outcast 

Skills: 12 pts: Composition , Cartography, Cr yp tography, Doctrine, 
Apothecar y, R itua ls., Death Art, Foreign Languages, Dark Arts-wise, 

Elven Songs-wise, Ore Ritual s-wise, Dwarven Art-wise 

Trails: 2 pts: Myopic, Bookworm, Speaker of the Secret Language 

R equirements: Adjunct or Scholar. May only be taken once. 

40 +1M Court, Cit)' Dweller 

Skill.~: 6 pts : Adm ini strat ion , Rhetoric, Wine Tasting, Troubled Student-wise 

Traits: 1 pt: Council of Mages, Imperious Demeanor 

R equirements: Master Sorcerer, Master Enchanter or Master Summoner. 

12 yrs SO Court , Religious 

Skills : 7 pts: Oratory, Etiq uette, Poetry, Strategy Games, Vintner, 

Dark Secret-wise. 1 pt: General 

Trails : 3 pts: Stoic, Master of Mages, Domineering Presence 

R equirements: Councillor. 

Death Cult Setting 
In the fo rl orn reaches of the world, castoffs, wastrels, vermin and 
renegades flock to dark calli ngs that promise the downfall of a ll who 
have spurned them. 

Leads to and Fl'om 
Use the requirements on the Death Cult lifepaths as the indication 
of leads to this setting. For example, Spy requires Cultist. T herefore, 
Cultist can lead to the Death Cult. 

Also, Harem Slave, Captive of War, Caol, Grave Digger, Pillager, 
Cripple., Deranged, Leper a nd In surrectionist all lead to this sett ing. 

Time Res Stat Leads 
3 yrs 3 Outcast, Servitude 

Skills : 4 pts: Creepy Priest-wise, Disgusting Necromancer-wise, Death 

Cult-wise, Escape Arti st 

Traits : 2 pts: Numb 

Requirements: None. 

Death Cultist 2yrs 5 Outcast, Soldiet; Servitude 

Skills: 3 pts: Death-wise, Riot-wise, Secret Cult Worship-wise 

Traits: 2 pts: Zealot, Suicidal 

Requirements : None. 
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Grave ltobbcr 3 yrs 7 Outcast, Soldie1; Servitude 

S kills: 4 pts: Ditch Digging, Graveya rd-w.ise, Night Watch-wise, Shovel-wise 

Traits: 2 pts: Lunatic 

Requirements: one. 

s y 4 yrs 10 +lM Outcast, Soldier; Cit)' Dweller 

S kills: 7 pts: Inconspicuous, Stealthy, Falsehood, Forgery, Observat ion , 
H ighteous Priest-w ise 

Trails: 1 pt: Furti ve, Manhunter 

Requirements: Cultist . 

Tomb Guard 4yrs 10 +1P Outcast, Soldie1; Servitude 

S l•ills: 5 pts: Spear, Knives, Brawling, Wa lking Corpse-wise 

T raits: 1 pt: Scarred, Loyal 

Requirements: Culti st or any soldier lifepath. 

Death l'riest 6 yrs 25 +1M Outcast, Soldie1; Religious 

Skills: 6 pts: Command, Ritual, Cod of Death-wise, Death Cult-wise 

Traits: 2 pts: Creepy, Invocations of tbe Damned , Iron Will, Cult Leader 

Requirements: Vena I Priest or Heretic Priest. 

Death Artist 10 yrs 20 +1 M/P Outcast, Servitude 

Skill.~: 8 pts: Death Art, Tomb-wise, Ore Servant-wise, 

Evil Necromancer-wise, Death Cu lt-wi se 

Traits: 3 pts: Cynical, Mind Over Matter, Missing L imb, Paranoid Ear, 
Meticulou s 

Requirements: Evil Necromancer, Apt Pupil or Rogue Wizard. 

Servant of the Dark Blood Setting 
Na me Time Res Stat l.eads 
Master orthe Weak? yrs 8 +1 M/P 

Skills: 5 pts: Death Art, Apocalypse-wi se, Graveya rd-wise, Murder-wise 

Trail.Y: l pts: Feared 

Requirements: Knower of Secrets. 

Roden Below Setting 
Name Time Res St.at l.eads 
The l'ope 1l yrs 75 + 1 M, P 

S kills: 9 pts: Read, Write, Compos ition , Extortion, Intimidat ion , 

Church-wi se, Papa l Bul l-wise, Pope .Toke-wise 

Traits: 1 pt: Most Holy, Faithful 

Requirements: Father/Mother or Visionary. 



Revised Starting Sorcery 
Skill Exponents 

Sorcerous skill exponents may not start the game with an exponent 

greater than 5 unless all members of the group are playing sorcerer

type characters . 

Magical Traits 
Abused C..11aracter Trait 1 pt 

Always in the Way Character Trait 1 pt 

Arrogant Character Tt-ait l pl 

Assistant Pig-Keeper C'haracter Ti-ait 1 pt 

Atrav1eso 
Character Burner page 270. 

Believer 
Character Burner page 15 1. 

Bookworm 
Chru·acter Burner page 271. 

Brook No Fools Dt 7 pt.,__ __ _ 

The sp irit hinder's a rt is not something to be trifled with! His secrets 

ru·e well kept because n'Jeddling fools will only cause irreparab le harm 

to themselves and dte domains with which they tamper. A summoner 

with this trait rece ives a fate point every time he rebuffs an offer of 

help from a potential student (so that character does not earn a test 

toward learning the skill). lie receives a persona point when he actively 

thwarts anodter character from learning the secrets of Spirit Binding, 
Summoning or Circination. 
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Bully Dt 3 pts 
This character is a classic bully. He gain s an extra fate point when 
he picks a chmacter weaker than him and consistentl y makes his life 
miserable. He gains a persona point when he buckles before another, 
obviously more powerful character. There should b e tears and 
grovelling. 

Corrupted . Dt 3 pts 
This character has opened his body and soul to the dark powers. He 
must open th e Corrupted emotional attribute. Increase his starting 
rank by one. 

Counci1 of Mages Dt 6 pt.,__ __ _ 

The Council of Mages is a small , secretive, yet powerful entity. This 
trait grants a 1 D reputation and a lD affi li a tion with this organization. 
This combines with other appropriate reputations and affiliations. 
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Creepy Character Trait 1 pt 

Cu1t Leader Dt Bpts 

Cult L~aders are charismatic and eccentric. This trait grants a 1D 
reputation and lD affiliation with tlle Death Cult. This combines with 
other appropriate reputations and affi liations. 

Cynical Cnaracter Trait 1 pt 

Demented Character Trait 1 pt 

Dismissive Owracter Trait 1 pt 

Domineering Presence 
Character Burner page 153. 

Evil CharaL1er Trait 1 pt 

Character Burner page 276. 

FamiJiar Face 
Character Burner page 276. 

Faust Dt 3 pts 
Nestled in the recesses of this character's soul is a coal of optimism. 
He believes that men are good , that happiness is possible and that 
someday he will encounter a genuinely good man. This meeting will 
grant: him a moment of happiness in another otherwise cynical life . 
A player whose charaCter possesses thi s trait gains a persona point 
whenever he enters a bargain that relies on trust or the goodness of 
another. 

Fearless 
Character Burner page 276. 

Fey B1ood 
Character Bmner page 276. 
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Fiery Gwader Trait 1 pt 

Frustrated Cnaracter Trait 1 pt 

Furtive Character Trait 1 pt 

~d ____________________________ _ 
Character Burner page 161. 

Graduate Dt 3p1.,__ __ _ 

This I ra il grants a 1D a£Jilialion with a College of Magic. This combines 
with other appropriate and applicable a l'l'iliations. 

Harried Character Trail 1 pt 

Hazed Dt z pts 

Th is character may take a free inirnical relat ionship with a nother 
chaTacter who was hi s senior in the College of Magic. 

Imperious Demea..unwotLr ____ ______ ___ _ 
Ch1u-acter Bw·ner page 153 . 

Impressive Hat Dt 3 pts 

This character's ha t is mightily imp ress ive. lt can be seen for miles! 
l t's so impress ive that people ol'len remember t he hat more than the 
person. This gives a 1D Rep utation among the people of a given locale 
as the wearer of the really impressive hat, so long as lhe hat is being 
worn, of com se. Wem:ing the hat also gives a +2 Ob to a11y Disguise or 
Inconspicuo us test. 

Invru:ations of the Damned C:J.L__ __ ~=------
The Dark Priest swears his ·o td to fell powers. Like other p ri es ts, 
he must have a Belief that ties to his Faith in order to main tain the 
cmol ional attriJJute. If the player writes a second Belieftied to h is fa ilb 
in th e dark gods and his service to them ., he rn ay use this trait as a call
on for faith when tha t Belief comes .into question. 

Iron Will 
Chmacter Bmncr page 278. 
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Late Dt 1 pt 

This character suffers a + l Ob to any test that requires him to meet a 

deaclline. 

~~o~nnu_ ____________________ _uDLt ________ ~2 -¥pt~s ______ _ 

Low Born character s are born of unremarkable parents. They 
cannot trace their lineage to an y nob il ity or to an y l1istoric or notable 
character s. They have a 1D infamous reputation in nob le or eli te 
circles cl uc to their obviously lacking heritage. It also adds a + 1 Ob 
disadvanlage to an y Inconspicuous tests in noble or courtly settings. 

Character Burner page 281. 

Lunatic 
Character Burner page 281. 

Man bunter 
Character Burner page 281. 

Ma.ster_ofMages Dt 6 pts 

The Headmaster of a College of Magic a ttained his position by rigorous 
pursuit of excellence and expertise in sorcery and magic. This trait 
grants a 2D reputation among mages and the halls of power as a 
Master of Mages. 

Meticu1ous 
Character Burner page 281. 

Mind Over Matter 
Character Burner page 281. 

Missing_Lu. . .u..\.l_ _______________ _ 

Character Burner page 282. 

Misunderstood Dt 2 pts 

The powers of a Gifted child axe rarely Lmderstood by hi s parents or 
the authority fig ures in his town. This trait reduces by one the body 
of argument for any Duel of Wits in wh ich the character is trying to 
expla in magic, his own magical nature or any other supernatural 
phenomena to otherw ise mundane characters. 
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Most Holy Dt 6 pts 

Th is character is the living embodiment of the power d ivin e. He 
gains +3s to his body o l' a rgument in a Duel of Wits invol ving matters 
spiritual. However, he has no ternporal power. Any other character 
arguing with him about earthly matters, philosophy, women or money 
benefits from the Enmity Cla use-+4s to his body of a rgument against 
Most Holy. 

Myopk 
Character Burner page 155. 

Never a Moment of Peace Dt 3 pts 

Thi s trait grants the character a 5 rps relatio nship. T his relationship 
must be wit h a character who is always both ering or interrupting him. 
If that character is forced out of hi s life, someone new will come a long. 
Thi s character just attracts these sort of people! 

Nimble 
Character Burner page 282. 

Numb 
Character Burner page 156. 

Obsmre Aura 
Character Burner page 282. 

T his trait reduces th e character.'s available practice time by half. 

Paranoid Ear 
Chara cter Bmner page 282. 

Polite Chamder Trait 1 pt 

Practiced Precision 
Chamcter Burner page 283. 

Scarred Dt 3 pts 

T hi s character has led a life of hardship and pain. He's been cut up , 
broken and beaten down. This trait grants + lD to shrug off or gri t 
teeth l'or any injury. 
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Second Sight Dt 4 pts 

With Second Sight , the character can peer vaguely into the shifting 
shadows of the spirit world. It is a powerful, multifaceted ability. 
Through an act of concentration., he can push through the veil of reality 
to see t he other side. This costs one action in Fight! , but otherwise 
can be done at will. The Second Sight grants the ability to discern 
if something is magical or not . Test Perception: high power magic 
(major miracles, Mjolnir, the Burning \Vheel., Ob 10 spells, Strength 10 
spirits, etc.) , Ob 1; moderately-powered magic (minor miracles, Ob 5 
spells, a risen corpse, the Belt of Flying, Dragon Slaying Sword, Spirit 
Weapons, Strength 5 spirits) , Ob 5; low power magic (Red Spectacles, 
Bless/Curse, Ob 2 spells, Strength 2 spirits etc.) , Ob 8. If successful, 
the character knows the item, person or effect is magical. He doesn 't 
know exactly what the magic does . Second Sight is one of the abilities 
that allows a character to use the Aura Reading skill. See the Aura 
Reading skill in thi s book for obstacles . Second Sight aJlows the mage 
to FoRK Aura Reading into Sorcery or Summoning (so long as he is 
using his sight). Second Sight turns Perception into Observation for 
detecting Stealth y or Inconspicuous characters. Any physical actions 
taken (running, jumping, fighting , etc.) while using Second Sight 
suffer a + 1 Ob penalty. 

Sixth Sense Dt 3 pts 
This is a revised ver sion of the Sixth Sense trait in the Character 
Burner. It allows the player to add a fourth Instinct to his character. 
The J nstinct must be about detecting danger or detecting when 
something is amiss. It's not restricted to combat or fighting situations. 
Tt can be about people, animals, magic or whatever. 

$la.yeJo_lhe._Power of Death Dt 12 pts 

This creature is now the servant of the sorcerer who evoked his soul. 
He is no longer alive, but neitl1er is he dead. He will not age, grow sick, 
hunger or sleep. Use the skills the victim had in life. Die and call-on 
traits are lost and replaced with those imparted by tl1e Death of the 
SpiTit process. Character traits are retained. The slave's stats are equal 
to hi s stats in life, minus any dice from injuries sustained at the time 
of this death. 

Speaker of the Secret Language Owracter Ti-ait 1 pt 
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Spirit Familiar Dt 5 pts 

Th is character has a familiar whose spirit is linked to his own. He can 
see through the familiar's eyes (using the familim's Perception ato·ibu le 
and any applicable traits , like Keen Sight). However, when using his 
farnilim's eyes, a character with this trait cannot look through his own 
(though other senses may still be employed). It takes two actions or 
concentration to engage his familiar's eyes, and two more actions to 
return his sight to his own eyes . This trait does not grant Low Speech . 
However, the creature does understand its companion's wis hes and will 
go where its master directs it to go, look at what its master directs it 
to look at, etc. A character with this trait feels the pain of his familiar. 
If the familiar suffers a Light or greater wound, the master suffers a 
L ight Wound. 

If th e fami li ar is ever killed , the master suffers a Traumatic Wound. 
In the game, the character is physically unharmed , but mentally 
traumatized. Recovery and Treatment are as per a standard11-aumatic 
Wound. This wmmd does not bleed out. 

The familiar uses the stats of the Imp on page 300 of the Monster 
Burner. However, the CM chooses an appropriate ani:rnal form for the 
creature. He may pick a few identifying traits from an appropriate 
animal body in Pete's Farm or Pete's Wild World of Discovery. The 
animal should be smaU and innocuous. Dogs , cats , pigs, ravens , 
rabbits, foxes and such are okay. No horse, bear or wolf imps. 

Character B~:u·ner page 287. 

Suicidal Dt 5 pts 

This character (in stantly) earns a persona point ever y time he takes a 
Mortal Wound. 

Tinkerer 
Character Bmner page 54. 

Yersa.tile Dt 1 pts 

The Master Sorcerer places his confidence in the art of sorcery. Tt is a 
versati le an.d poten t art, and he knows it intimately. If using Art Magic, 
reduce by one th e number of tests required for Weav ing Magic into 
the Fiber of my Being. lf using the standard Sorcery rules, reduce his 
practicals aptitude by one. If using Practical Magic, he may take an 



add itional category of magic. ln addition , the player earns a persona 
point for pushing his character's magic in a dangerous or untried 

direction. 

Well-Traveled Dt 4 pts 
The Speaker of Names wanders the lands and seas, commurting with 
the sp iri ts . This trait allows the player to take a new domain when 
his character travels to a new locale in play. The player may describe 
a memory his character has of this place or a place like it. He may 
descril1e when he was here before. The player then adds a new domain 
to his spirit binder at its base level (0). Once used, this trait becomes a 
character tTait. To be clear, the domain is added during play at a time 
of the player's choosing, not during character burning. 

Zea1ot 
Character Burner page 160. 

Magical Skills 
This section presents the new skills offered in this book and revisions 
of the sorcerous skills in the Character Burner. Skills not listed here are 
either wises or are described in the Character Burner. 

Alchemy Perception 

This entry is an update of Alchemy that incorporates all of the new 
ap plications presented in this book. Alchemy is the distillation of 
materials in order to divine their essence. Alchemists may also create 
mixtures of arcane substances to generate a specifi c effect. 

Obstacles: Distilling components of earth, Ob 1. Components of water 
or liquid., Ob 2. Components of metal , Ob 3. Components of blood, 
Ob 4. Identifying u-aits from organic samples: Character traits , 
Ob 1. Call-ons, Ob 2. Die traits., Ob 3. Creating a homunculus: 
Mandrake method., Ob 3 . Black Hen Egg method, Ob 4. Bones and 
Hair method, Ob 5 . 

FoRKs: Enchanting, Herbalism, Apothecary., Munitions, Poisons 
Skill Type: Sorcerous Tools: Yes. 

Aura Reading Perception 

This is an updated skill list entry that includes revi sed skill obstacles 
for the elements of this book. Aura Reading grants the ability to 
interpret auras. Aura readers can decipher the gossamer veils of 
emotion, deception and intent. Sorcerers can also discern the nature 
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and pmposc o f' magic. This skill docs not gran I I he character the 
ability to see auTas . That ability must be acquired tlu·ough a trait, 
prayer or spell like rnjnor m iracle, Second Sight or Magcscnse. 

Obstacles: Detecting if th e suJ}ject is alive, dead , from this plane or 
another, Ob 1. Heacbng an aura trait (like Atlra of Fear) ., Ob 1. 
Reading mood (angry, calm, etc.) , Ob 2. Seeing a character trait, 
Ob 3. Seeing a die or call -on trait, Ob 4. Sensing a person 's intent 
(to deceive, for example) , Ob 4. Seeing an lnsl inct, Ob 6. Seeing a 
Belief, Ob 7. Seeing a character's past, Ob 8. Seeing a character 's 
future, Ob 9. Reading an object to see if it is magical or mundane, 
Ob 1. Reading a school of magic, Ob 2. Deciphering a facet of a 
spell or enchantment. (impetus, trigger, effect., breadth, duration 
etc.) , Ob 3. Naming a spell as it is being cast, Ob 6. Detecting the 
presence and natme of a spirit, Oh is 10 minus spirit's Strength. 

Skill Type: Sorcerous Tools: No. 

Bargaining Wiii/Per.ce.p.tio.u.._ ___ __ _ 

Irnrnort.a l spirits know the value of ephemeral things like l i f'e and 
a soul. They bring this knowledge to bear against those who wish 
to strike bargains with them and form pacts. The Bargaining skill 
is a special social skill designed solely to negotiate pacts between 
summoner and sumrrwncd . Tt may be used for the bargai1ling steps 
described in the Smnrnoni ng chapter or in a Duel o f' \Vits with an 
otl1envorlclly entity or smmnoner surrounding the price or nature of 
a pact. 

Suggested FoRKs: Rhetoric, Ugly Truth 
Obstacles: Bargaining uses the rules descr ibed i.n the Summoning 

chapter and the Duel of Wits chapter. 
Skill Type: Special Tools: No. 

Circination Per/Ag 

Circination is the art of drawing circles and sigils that a id t.he spirit 
binder and summoner. There are three types of circles that ma y be 
dra\Vll: the surmnon,ing circle, the fo rtress circle and the pri son circle. 
The smmnoning circle aids in conjuring and bindiJ1g spirits. The fortress 
protects th e summoner from spirits. The prison circle traps unruly 
spirits. Circination is tested like a regula1· skill: It is not open-ended and 
does not get combined with anything special (except help or FoRKs) 
when tested. Circination is used to aid Spirit Binding and Surnmoning. 
Plea se consult those cha pter s for furth er nuances of th e skill. 

lf a circle is physica ll y damaged- erased, marred, smudged-then it 
loses its powers. 
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Obstacles: Summoning Circle or Gate: The player sets his obstacle 
according to how many advantage dice he hopes to earn. If 
successful , the test grants advantage dice for Spirit Binding or 
Summoning equal to the obstacle. The Fortress: For Spirit Binding, 
the obstacle is equal to the spirit Strength to be deflected. For 
Summoning, the obstacle is 1 plus the obstacle penalty the sorcerer 
wishes to imposes on the spirit. The Prison: For Spirit Binding, the 
obstacle is twice the spirit strength. For Summoning, the obstacle 
is equal to the Will exponent of the creature to be imprisoned (plus 
any penalties for shade differences). 

FoRKs: Illumination, Cartography plus appropriate wises. 
Skill Type: Sorcerous Tools: No. 

Death Art Will/Forte 

Death Art is a black practice that teaches the sorcerer how to animate 
corpses and turn them into walking abominations. 

Obstacles: See the Death Art chapter. 
FoRKs: None, linked tests are appropriate. 
Skill Type: Sorcerous Tools: Yes and no. See the chapter. 

Enchanting Per/Ag 

Enchanting is a school of sorcery that focuses on imparting magic to 
inert, physical things. There are two sides to Enchanting: imbuing 
and full -blown enchanting. Imbuing allows the mage to temporarily 
infuse an item with a small amount of power. Enchanting allows the 
mage to create powerful, enduring artifacts. 

Obstacles: See the Enchanting chapter. 
FoRKs: A craft skill appropriate to what's being created. Linked tests 

are appropriate. 
Skill Type: Sorcerous Tools: Yes and no. See the chapter. 

Sorcery Perception 

This is not a revision of Sorcery, but an excpansion. In yoQr game, the 
Sorcery skill can couBt for the standard version of the Sorcery skill 
describoo tn the Burning Wheel or count for Art Magic or Practical 
Magic described in this book. Pick one form that the skill represents 
in your game. All iterations of the Sorcery skill, no matter what 
li fepath they are earned from, count as this form. 

Obstacles: See the Art Magic or Practical Magic chapters in this book or 
the Sorcery chapter in the Burning Wheel. 

FoRKs: None, lin ked tests are appropriate. 
Skill Type: Sorcerous Tools: No. 
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Spirit Binding Will 

Spirits abound. They infuse the world aTotmd us, and those who 
know their secrets may call them forth and bind I hem into service. 
Us ing this skill, a summoner may call forth a spirit and set it to a 
task. 

To summon ami bind, the player totals his dice from Spirit Binding, 
a domain binding, a spi ri I. mmk, summoning circles and any 
offerings. He tests those dice against an obstacle that combines the 
spirit's Strength, th e task, the surnrnon er's own Immar1ence, the 
immediate need for the spirit and 1 he scope of the domain affected. If 
successful, the smnn1oner can nmne his task and reduce the amount 
of retribution the sp irit will visit upon him. If failed, the summoner 
has angered the spirit m1d will su ffer the consequences in either 
renibution or enmity. 

Obstacles: See the Spirit Binding chapter. 
FoRKs: Asn·ology. L inked tests are appropriate. 
Skill Type: Sorcerous Tools: No. 

Summon· 
This is a revision of I he Stmunoning skill fatmd in the Character 
Burner. The S11mmoning skill allows the character lo call spirits 
of dead men , demons, angels and gods before him lo discuss rnatters 
of failh , life and philosophy, and perhaps to reach a bargain for 
service. This skill uses the rules found in the Summoning chapter of 
this book. 

Obstacles: See the Summoning chap ter. 
FoRKs: Spirit Binding. Linked tests arc appropriate. 
Skill Type: Sorcerous Tools: No. 

Sorcery Spell Updates 
If you're using traditional Sorcery and incorporaling the Magi<.; BuTner 
iJlto you r gmne, use these revised spells. They incorporate weapon lengths, 
ra.nge dice and revi sed damages. Us ing these rul es, extra successes over 
the spell obstacle may be spent to increase the VA of a spell and modify 
t he Die of Fate. Extra successes over the spell obstacle do not increase 
I he Power of the spell. 

Magesens.e Oh J.A 100 Actions 

This spell has been updated to ir1co rporate the information co ntai11 ed 
in th is book . 



Magesense is a powerfttl spell that extends the sorcerer's senses from 
tl1e realm of the mundane into that of the arcru1e. When this spell is 
erected, the mage sees, hears ru1d smells magic. When a spell is cast 
within or an active spell enters his Magesense area of effect, the mage 
may make a Perception test using the following obstacles: high power 
magic (major miracles, Mjolnir, the Burning Wheel, Ob 10 spells, 
Strength 10 spirits etc.), Ob 1; moderately-powered magic (minor 
miracles , Ob 5 spells, a risen corpse, the Belt of Flying, Dragon 
Slaying Sword, Spirit Weapons, Strength 5 spirits), Ob 5; low power 
magic (Red Spectacles., Bless/Curse., Ob 2 spells, Strength 2 spirits), 
Ob 8 . If successful , he can pinpoint the location of the magical 
effect-he does not instantly know the nature of the magic. 

If a mage can see the source of a spell., he may add extra successes 
from tl1e Magesense casting to his Perception test to detect the spell. 
Magesense is one of the abilities that a.llows a sorcerer to use Aura 
Reading. Therefore, once magic is detected, Aura Reading may be 
used to determi.ne the exact nature of the ability. 

Lastly, while the Magesense is being sustained, the sorcerer's 
Perception counts as Observation for detecting Stealthy and 
Inconspicuous characters; and the sorcerer suffers a + 1 Ob penalty 
to all physical activities like fighting, running and jumping. 

Origin: Personal Area of Effect: Tens of Paces 
Element: Anima/ Arcana Impetus: Enhance 
Duration: Sustained Resource Points: 16 

Fire Breath 3 Actions 
A longue offire lashes outji-om the caster's gaping maw and bathes 
his enemies inflames. Drunaging effect spell: Power = Will +2, VA: 2. 
Die of Fate to determine IMS. Weapon Length: Long. Range Dice: 
none. 

Origin: Personal 
Element: Fire 
Duration: Instru1taneous 

Eir.e Fan 

Area of Effect: Paces 
Impetus: Destroy 
Resource Points: 12 

Db 3" 1 Action 

Flickeringjlamesflare out.fi-om the caster's fingertips and scorch his 
enemies. Damaging effect: Power= 1/2 Will +2, VA 2. Die of Fate to 
determine IMS. Weapon Length: Longer. Range Dice: 1D. 

Origin: Personal Area of Effect: Presence 
Element: Fire Impetus: Destroy 
Duration: Instantaneous · Resource Points: 12 
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Havoc's Hand Ob 3A 4 Actions 

The sorcerer 's hand becomes a venomous blade. TIIP merest touch 
wreaks havoc upon his victim. The sorcerer's hand is a weapon . 
He must simply touch his opponent to deliver his retribution. The 
damage done is according to I he spell, not the suc.;ccsses of d1e hit. 
The touch has a dRmaging effect Power= Wi ll +4. VA 1. Die of Fate 
lo determine IMS. Weapon Length: Shortes t. Bange Dice: -1D. 

Origin: Personal 
Element: Artima 
Duration: Sustained 

Rain of Fire 

Area of Effect: Single TaJ·get 
Impetus: Destroy 
Resource Points: 12 

7 Actions 

The s~y turns a smoky red and streams offire erupt on the wind, 
annihilating the wizard's enemies. Dam aging effect spell: Power 
=Will +2, VA 5 . Die of Fate to cletemw·,c TMS. Weapon Length: 
Longest. Range Dice: 8D. 

Origin: Sight 
Element: Fire/ Air 
Duration: Instanta.neous 

Area of Effect: Tc.;ns of Paces 
Impetus: Des I roy 
Resource Points: 20 

Shards Ob 2A 1 Act~wonu.:s,__ __ 

With a gesture, the sorcerer gouges massioe splinlersji -om necu·b.)' wood 
and stone and.flings them with. great velocity into the w1 wary The 
spell leaves deep grooves in the rnatcr.ial used as its source. Damaging 
effect spell: Power= 1/2 Will +3, VA 3 . Die of Fate to del ermine lMS. 
Weapon Length: Longer. Range Dice: 1D. 

Origin: Presence Area of Effect: Paces 
Element: Ea rth Impetus: DestToy 
Duration: Instantaneous Resource Points: 8 

Spark shower Ob?A 1 Actions 

Fire Leaps and spits sparks at the sorcerer 's caLL. Anyone sitting 
around the tm·getecl fire suJfers. Must be cast into a fire source. Will 
douse torches when cast, but will not unduly affect campfires or 
larger blazes . Damaging effect spell: Base Power= 1/2 Will +2, VA 
2. Die of Fate l.o determine IMS. Weapon Lcnglh: Longer. Bange 
Dice: 1D. 

Origin: Presence 
Element: Fire 
Duration: Instantaneous 

Area of Effect: Single Target 
Impetus: Destroy 
Resource Points: 8 
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Storm of Lightning Ob 6" 2QAct=ionu.os'-----
7'he sky chokes into a purple rage and voices its displeasure with 
searing thunderbolts . Damaging effect. spell: Power= Will +5, VA 6. 
Die of Fate to determine IMS. Weapon Length: Longest. Range Dice: 
3D. 

Origin: Sight 
Element: White/ Air 

Duration: Instantaneo us 

Area of Effect: Tens of Paces 
Impetus: Destroy 
Resource Points: 24 

JVZ~h~i~t~e~Fuiur~e~----------------~Orub~4~"~------~3nAm~on=s __ __ 
A crashing bolt of lightning arcs j i-om the caster's brow, obliterating 
his enemies. Damaging effect spell: Power= Will +5, VA 4. Die of 
Fate to determine IMS. Weapon Length: Longest. Range Dice: 1D. 

Origin: Personal Area of Effect: Tens of Paces 
Element: White Impetus: Destroy 
Duration: Instantaneous Resource Points: 16 
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Dissecting Magic 
Th is section of the Magic Burner contains two chapters , The 
Magic Burner and the Em.otional Attribute Burner: The Magic 
Burner breaks down magic systems into their component parts 
and lays them out so that you can use them to build your own. 
The Emotional Attribute Burner reveals the secrets of designing 
emotional attributes in Burning \Vheel. 

These two chapters are technical and dry. Magic and emotion are 
by definition ephemeral and indescribable. These chapters capture 

diaphanous creatures, douse them in ether, pin them to the 
table and dissect them for all to see. It's not pretty and certainly 
not magical. 

At the end of the process, a huge investment is asked of the reader. 
You have the pieces of the puzzle laid out before you. Not only do 
you have to decide how you want them to fit together, you also have 
to describe the picture form ed when the pieces are assembled. You 
paint the magic onto the mechanics. 

As you read through the mechanical breakdown of these elements, 
I hope you have a few "ah hah! " moments. The Magic Burner was 
used to create ever ything in thi s book. Ideally, you will better 
understand the inner workings of the various systems presented as 
you read through thi s fin a l section. 



The Magic Burner 
"Like the Monster H11rner, the Magic Burner's heart is a system lo 
create aud c11 stomize your own ideas for Burning \Vhccl. 

The Monster Burner breaks the ga 11w mechanics dow11 into basic 
chuuks-dic pools and probab ilities-in order to show yo11 why 
the numbers of the ga rnc sho11l d be what they a rc. T1 shows you 
how lo translate those n11mhers into stats, sk ill s, traits, attributes 
and even lifepath s. 

Thf' goa l here is to brca k things clown iu a manner so that you, dca 
reader. can t i11ker with these ideas and return to your ga me with 
the ri ght condit ions to create some awesome fantast ic ri ction. 

Magic in Five Parts 
Magic systems arc hard to des ign. Damn hard . It may see1n easy 
to sav, ' ·Well., T j11 st· wan t m y E lf' 10 be able to cast spell s! '' But 

experience has 1.a11 ght me that nol. h i ng will ruin a g<u nc faster than 
a poorly conceived mag ic syslem. There arc numerous ephemeral 
q 11 a l il ies of good m<J g ic svstems that hold I hem together and keep 
them a n intcrcs l i ng and functio 11 a 1 part of the whole l.apes tT~' of 
fanta sy gam ing. 

l've broken down magic in Burnin g Wheel into five categories : 
concept, techniqu e, pri ce, ef'f'ect and limits. T'm going to talk 
abo 11 1 them each briefl y here and more in depth in the following 
sections. 

Concept: The pri me element o r <J good system is I he starting 
concept. You need an icl c<J in your head before you can star t. T he 
clearer the idea , the better your eJJcl res u h. 

Technique : How is th e magi c: accompli shed by the charac:Lers? 

Wlmt do th ey have to do in order to 1nake it work? 

Price: A II mag ic has a price ol' some sort. lt can be pl, ys ica l, mental 
or cvf' n narrative! 
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Effect: What effect does the magic have upon its intended targets? 
Ha rmful or beneficial , overt or subtle? 

Limits: All magic has rules and laws by which it must abide. What are 
the strictures of this type of magic? 

Magical Terms 
There are two terms I use throughout this section . I want to make 
certain that my meanings are clear : 

Magic is any supernatural force , power or set of rules. This can be faith, 
sorcery or an inherent quality like a trait . 

A sp ell is any discernible, di screte magical effect. Any time yo u do 
something with magic, it's a spell. 

Concept 
The first step on this path is to devise the concept of your magic system. 

, ~a..li..l?· What do you want this magic to feel like? What do you want i,t to 
emulate? What does it do? Where does it spring from ? What are its side 
effects, problems or limits? 

When I was desljninJ Elven so~s, I knew that I wanted to emulate the 
feel of the Elves' maJiC in the Silmarillion. The hook is rife with sni;fets 
oftoetry, and the Elves are forever sinJinJ tales 6oth somher ant/joyful. 
SonJ just felt like the rljht idiom for Elven majtC. In Tolkien 5 work, Elven 
majtC is farl of everythinJ they do, hut it only rarely fro duces any Jrand 
effect. Therefore, it had to he a suhtle ari. On the other hancl, it clidn 't 
seem too difficult for the Elves to master, and aside from the ohvious 
limitation that it had to he ·sunj, there aren't any other side effects or 
froh/ems. However, there was one limit that Elven sonp had to have in 
the Jame desljn: They had to he distinct and different from Dwarven 
Aris and Ore Rituals. In order to make the Jame interestinJ, I knew that 
I had to make sure that each of those character stocks had an indl'vidual 
mt!jtCal feel. 

Sorcery, the orljinal ma!Jic system for BurninJ Whee(, has a different 
conceft, I wanted to create somethinJ that felt Me tradllional DunJeons 
f:r DraJons Sfellcasti~ hut had the f/uidl'ty of the Shadow run maJiC 
system. 
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Conceptual Sources 
Of' ten these ideas for magic do not spring from our minds whole cloth . 
Even if we think we have a new idea ., we often draw on literary sources 
to bolster it or flesh it out. Those sources are vitaL Not only do they help 
form I he idea, but they also give clues to how the magic should work. 

As yo u r ead comics and fi cti on , and wat ch movies for inspiration, be 
sure to look carefully for the telling details. Search for the internal logic 
behind seemingly insignificant events. Look for supporting cvidciLcc in 
the text. Take notes as you read a nd watch ! 

In A Wizard of Earth sea, its cfear that ma_c;ic has conserruences. The 
wizard characters talk about them all the time! But what are they? 
Are they (ixecl or variable? Are they l'articularly harsh or tame? Well, 
the first Sfell that t;ecl casts-to conceal his vdla_c;e (rom the KaYJish 
raiders-knocks him flat on his back ancll'uts him into a coma. There 
is evidence of other conserruences, too. t;ecl overreaches himself while on 
Roke ancl unleashes his shadow, a 3ebbeth, which haunts him for the 
rest of the story. These examl'les are a cfear inclt"cator that ma3ic is not 
to be tri(lecl with in this wor/cl! 

Technique 
How do the characters in the game accomplish their art? What process 
do they have to undertake to utilize their magic? Describe the process 
in detail. Talk a bout the ph ys ica I it y of the magic a nd any speech 
required . Does the mag ic require other external elements like blood, 
fire or a wizard's staff? 

A technique is part of the whole magic system . It is uniform and doesn't 
change from spell to spell. 

I wanted the techm"rrue for the Burninj Wheel Sorcery system to 
involve Sfeech ancl 3esture. I love that stuff! I clt"cln't want the material 
coml'onents (ouncl in DerD-style 3ames, thou3h. Ancl it hac/ to be more 
coml'lex than just 'Y:hinkinj d. " 

For Elves, the techm"ttue seemed obvious-the Elves san3. But once I 
looked a /dt/e cleefeY, there was a bit of a frob/em. Han or seem eel to 
have some ma3ic t"n his cra(tinj of the Silmarils. So not only clt"cl his 
ma!JlC involve sin:Jt"n_J, but the act of makin:J as well. Ancl tha~ accorclt"n:J 
to Burnin:J Wheel faracltjms, wou/cl rerruire skills anc/ tools. But his 
half-brother, Finjo/fin, 3oes to confront Mor3oth sin_Jin:J of wrath ancl 
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m!r· Nothin!J more to d than that. So there'd have to he two variants 
of Elven ma3ic, skill and Sfel/. Skill ma3ic, or Skii/Sonp, would have 
to act !tke skills and re1uire tools and materials and stuff, hut still he 
ma3ica/. Sfells, or "Sfei/Son!Js" to he more l'recise, would just re1uire 
that the Elf sin!}. 

Technique is a descript ive element that helps us frame the magic and 
better describe it. It also helps us break the m agic down into game 
usable abilities- stats, a ttributes and skills. 

How is the magic ut ilized? And how is the magic taught or passed on? 
Magic and the ability to cast spells is almost universally a secret art. It 
is also inevitably difficult to learn and even harder to master. This can 
be represented with a variety of techniques in the game. 

Master Skill 
A master skill combines all of the powers of the art under one skill. You 
on ly need one skill to access all of the spells or powers of the art. This 
concentrates the power of m agic into the few people who know that 
skill. 

Obstacles 
Obstacles for master skill magic are often represented as individual 
spells. Each spell has a different obstacle and effect. 

Traclttional Burnin!J Whee/Sorcery is an examl'le of a master skt!/ system 
containin!J a variety of ohstacles and effects. Essentially each Sfe/1 is an 
ohstacle and effect for the Sorcery ski//. However, each ohstacle/effect 
must he learned hy the !'layer sel'arately, and Sfel/s can't he accessed 
until learned 

Master skill s must be broad in application , but they can't do everything. 
There must be areas or techn iques outside of their power. 

As a master skill, Sorcery is hroatl, hut it doesn't cover Summonin!J and 
Enchanti11!J. We made those two areas into their own arts wdh their 
own master skills. 

Many Skills 
Instead of using a single master skill to describe the magical art , power 
may be dispersed across many skills. This has the effect of making the 
ent ire art very difficult to learn, and thus making the individual power 
of users lower than characters who practice a master skill art. However, 
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spreading the art across many skills usuall y increases the overall 
power of the art. A skilled user with ma ny magic skills is versatile and 
dangerous. 

Elven Son!! is an example of a ma3ical techm"cfue that uses many skills. 
Most Elves know a little ma!ftC in the foYm of a son!f OY two. A few Elves 

know many SOn!JS am/ aYe theYefoYe rude potent. 

Attribute-Driven 
Attributes act like a master skill. They concentrate the power of the art 
into one area . To increase the power of th e a rt, the attribute is advanced. 
All power is focused on that one point. Also , attributes a re comri1on 
to groups of characters- sects, cults., cultures, stocks . This makes the 
magic a bility more common. While this does d ilute the specialness of' 
it, it has the effect of raising the power level of that group enormously. 
Imagine a whole cult of Faithful. They can all help one a nother with a 
variety of miracles, probably effecting some rna jor results. 

Fadh is an example of a puYe, attnl:mte-based ma3ical techm"cfue. It's 
desi!Jned to be simple, all-encompassin3-the poweYs the character 
3ains thYou!fh the ability could be attributed to any re!t.jion. The point is 
to !fYant the fadhful access to !t."mded, but poten~ miracles. 

Often, attribute and skill requirements are combined to form limits. 
That process is described in the Limits section. As you' ll sec, si nee it's 
so powerful, Attribute-Driven magic has the heaviest prices to pay. 

Magic Stats 
Using a raw stat-Will, Perception, Ag ility, Speed, Power or Forte-as 
a magic-casting ability is a bad idea. It puts too much weight on one 
ability that is likely already useful in the game. Much better to Glter 
magical technique through the lens of a skill or attribute. 

Easy Sorcery! 
The above techn iques outline systems that a re difficult to master. 
Sometimes dif£i.cu lty isn't what you' re after. Sometimes magic is easy 
to learn and prominent in the setting. 

Design the system with a broad, access ible technique and use a single 
skill with far-reaching, universal obstacles . 

Art Ma!Jic fits into this cate3ory. The character can learn just one 
sktll and thereby !fati1 access to a sta!f!feYti1!f variety of effects. These 
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effects allow a hijh deJYee of potenCJ and veYsatilify. That they aYe all 
concentmted undeY one skill means the ability will advance Yapid/y, 
accentuatin3 mastery. 

Price 
The keystone of ever y magic system is its price. Technique, effect and 
lirnits describe how magic is cas t, what it does and the scope of that 
effect. Price describes what it costs a sorcerer to evoke such power. All 
magic has a price. Sorcerers learn what they must pay for their power, 
a.nd they learn to live with it. But if they don't fear it as well , then the 
sys tem isn't doing its job. 

The pYt'ce of majt'c comes in many foYms, some dtrec~ some ob!t'fue. The 
pn'ce of SoYcery is tax-potentia/loss of Fode, potential death. The pn'ce 
of Faith is (tuluYe. FaduYe puts youY fate {and youY 4od's wd/) into the 
hands of the 4M. NeveY a 3ood thin:Jf 

What about Elven Son3s and Dwayven Ads? They don't seem to have a 
Jt'yect tyice attached to them. The tyice of the Elven majt'c is 4Yief The 
pn'ce foY Dwayves is 4Yeecl. These aYe indirect pn'ces. They don't affect 
the chamcteY every time he uses his power; but they do descn'be a tmjt'c 
lon3-teYm aYc foY the use of such poweY. 

0Ycs, of couYse, have d the woYst. The pn'ce they pay (oy theiY hideous ads 
is thnefoM-they pay it in ta.x, in feaY of fatfuye in the face of a daYk 
3od and thyou3h thetr HatYecl. 

Mechanicall y, there are a number of possible prices for use of magic in 
Burning Wheel: forced tests, obstacle penalti es, turning a relationsh ip, 
infamy, traits, side effects, emotional attributes and detrimental 
advancement tests. 

Prices are usually invoked after the spell is cast or mag ic used. Prices 
are often the most severe when a test is fail ed, but they can and should 
be brough t: to bear regardless of success and failure. Prices can be 
universal to the magic system or var y by the spell. 

Failure 
Fa ilure is tbe simples t, most basic priee to pay. Tt is also the loosest and 
most open to interpretation. As per the standard fai lure rules on page 
34 of the Burning Wheel, the CM has license to interpret failure and 
send the story in a new d i rcction. 
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Most magic systems have substanti a l prices attached to failure. Tn this 
case, the failure results are deemphasized . The consequences of failure 
are magnified in to price. This is done so as not to double-penali ze a 
player with a CM's interpretation of fa ilure plus an additional heavy 
price. 

However, when failure is the sole price for a magic system, it must be 
amplified and made the centerp iece. 

Failure in a Faith test allows the t;M license to introduce enemy 3ods, 
unintended miraculous effects or visions and mandates from the flayer s 

jutdt"nj divinity. 

Forced Test 
A forced test indicates that after casting his spell, the sorcerer must ma ke 
a follow-up test on another ability to stave off a detrimental physical or 
mental side effect of the use of mag ic. The detrimental effects can be 
either a margin of fa ilure die subtraction or an obstacle penalty. 

Tax 
The sorcerous ta-x falls into this category. After casting a spell , whel her 
he is successful or not, a sorcerer must test his Forte against an obstacle 
equal to the spell. Forte is temporaril y redu ced by margin of fai lure. 
This is a sin1ple and effective price. 

Steel 
Steel tests are another valid forced tes t price for magic. This isn't 
in place for any m agic system yet, bu t it's a simple and obvious 
choice . After cas ting a spell, the sorcerer must test his Steel against 
his hesitation. Margin of failme from the spell adds to his hesitation 
obstacle. Margin of failure for the Steel test indicates lost actio ns 
in Fight ! Whereas in Range and Cover or the Duel of Wits, failure 
indi cates a lost volley of action. Outside of a conflict , don't count 
hesitation actions. Tn stead , the player should miss out on an im portant 
test or suffer an obv ious narrative setback. Don 't hesitate while trying 
to climb lhat cliff wall or while trying to hurri edly pick the lock before 
the guru·ds come. Could be bad! 

Obstacle Penalty 
The GM may apply ma rgin of failure as an obstacle penalty to one of 
the character 's abilities . Obstacle penalties last for the duration of the 
spell, or at least a scene. 
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Tum a Relationship 
Turning a relationship is a pa rticularly brutal price for rnagic in games 
that fo cus on intercharacter play. This price allows the GM to choose 
a relationship or named Circle on the sorcerer character's sheet a nd 
change it" frorn favora ble l.n ha teful or rivalrous. This in turn invokes 
the Enmitv Clause conditions for Duel of Wits! H no relationship is 
present, the GM may assign one, too! Failure by one success i ndicatcs 
a minor relationship. Fa i I ure by two or three successes indicates an 
important relationship. Failure by four or more indicates a powerful 
rel ationship. 

Turned relationships r emain hate ful or rivalrous until convinced 
otherwi se i.n the course of the game. 

Sfirit Bisu/i11j uses a form of tur11ul relatio11shifs as a trice. The 
relatitmshits tn this case are with the Sfirits who, rather than actively 
hatt'nj the character, aff/y a series of ne3ative effects at their whim. Their 
mmity is (feetiHJ, however, and 011/y lasts for a si11jle test. 

Infamy 
Gain an infamous reputation. If a spell is failed by one l.o three successes, 
the GM may assign the character an infamous reputation of a va lue 
equal to or less than the ma rg in of failure in a sphere appropriate l.o the 
game (a group of people, a domain of spirits or a ty pe of animal, etc.) . 

Traits 
The p ri ce for using magic can come in the form of traits. The more 
the character uses the magic, the more trails are appl icd, or the more 
powerful the trait. Traits don' t have to be negative or detrimental., but 
they m11 sl change the character. They must reshape him and make him 
into something unworldl y or supernatural. 

The easiest conversion for traits is to app ly a tra it as the sorcerous 
ability advances-character traits for an ability at exponents 1-4, and 
progressively more powerful die and call-ons for exponents 5 and up. 

Alternately, the margin of failure can be used. Traits w sting up to the 
margin of failure may be appl icd. This rapidly transforms the character, 
usuall y into something hideous and inhurnan. Fun! 

For Corruftitm, I built a Sfecial table that 3e11erates ra11dom traits. These 
traits are afflied to the character as he adva11ces his corruftio11. Some 
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are 6ene(t'ct'a( most are not. It adds to the cruel and whimsical nature of 
the dark !JOds who !}rant the Corrurt fOWeY. 

Magical Side Effects 
A side effect refers to a secondary spell let loose by an errant cas ting. 

There are two ways to apply a side effec t.. Firs t, every t ime the pri rnary 

spell is cast, the secondary spell is involuntarily cast along with it. I 
don't recommend this- a system like this punishes success-but it is a 

possibility if the game is about magic gone wild. 

The less catastrophic version uses side effects evoked by fai led 

spcllca sli ng. You fail the test and the secondar y spell is cast instead. In 

this case, the casting obstacle of the side effect: spell is limited to 1 plus 

the margin of failure. 

You can choose side effects from other magic system s than the one you\·e 

using. \Vhen designing a system, choose one or two related, plausible 

sys tems frorn which the side effects cou ld em erge. 

In canon Burnin!J Whee( Sorcery uses two distinct side effects: alternate 
srellcasfin!J and summoned creatures. 

Emotional Attributes 
Use of magic often gives rise to emotional attributes . These emotional 

a ttributes refl ect the toll the magic takes on the body a nd sou 1 of the 

character. This price is by far the most evocative and lyrical of all the 

options. Emotion al attributes imply a fate or destiny for the ch aracter. 
They track a d ear progress ion from th e beginning to the end. Since all 

emotional attributes are capped at 10, reaching that cap signifies the 
end of the ch aracter.'s life in play. See the Emotional Attribute Burner 

for more on this. 

t:;rief, t:;reetl, Taint and Corrurtion are all trices that Elves, Dwarves, 
t:;reat Wolves and foul sorcerers faJ for their rower. 

Detrimental Advancement Tests 
Use of magic can a lso cau se a situational test for advancement for 

another r·ela t:ed a bility, typically an emotional attribute. The level of 

the test is either equal to the obstacle of the spell cast or the m argin of 

failure. Alternately, the casting of certain types of spells ca n count for 

s it.uational tes ts for adva ncement for an emotional attribute. 
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The Corruttion attribute uses this mechanic. !(you murder or do other 
unsavory acts with your ma3ic, you earn a test toward advancinj 
Corruttion. And that's very bad 

Effect 
Effect is the fancy technical game design term for "spell." We know 
how our sorcerers cast: their magic and we know what price they pay for 
that power, but what do their spells do? This section details every single 
mechanical effect that I've come up with for Burning Wheel so far. 

Your magic can't do it all. You've got to pick and choose from the effects. 
Each effect that you choose will be a different spell for your system. 
Magic systems can have a handful of spells or dozens. That depends 
on your concept. 

Break down what your magic does. Break it down into discrete results
shoot lightning from fingertips , bind the wind, change into a bird, and 
so on. Each of those is an effect and thus a spell. Read over the following 
list to determine how your spell effects translate into the Burning Wheel. 

Color 
The prime element of magic is the colorful, vivid description of the spell 
working. The description does not have to be all pop and flash. It can 
be subtle or ostentatious, but without an attendant description of the 
magic at work, magic is boring. 

All magic has this effect by default. Color includes a good, interesting 
name for your spell. Names make spell s speciaL Also, when you write 
the description of the spell, illustrate the cool magical effects-the 
spark s, the lights, the fog, the strange noises, etc . 

Enchantin3 has an effect called Make Ma3ic. It is solely (or the fuytoses 
of creatil1j color in the 3ame. Usil1j Make Ma3ic, the enchanter can make 
his t'tems 3low and sltt'mmer. There's no other mechanical effect. 

Tests 
Tests are the basic building block of Burning Wheel. We use tests to 
establish elements of the setting, story and our characters . Does your 
character know an important detail? Does your character leap a gap? 
Does he keep his nerve? These are all answered with a roll of the dice. 
Success indicates one thing, failure another. So one of the simplest 
elements of any magic sy stem is to force a test. This test is separate 
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from the one required to cast I he spelJ-it's a test as 1 he resuLt of I he 
spell. The test might be lo grant the target some benefit or to hinder or 
harm them. 

A Sfell that causes a test mijht force a Steel test, a Sfeed test to stay on 
your feet or a Power test to keef your 3rip. 

[u Burning Wheel , stals, skills and tnust all ributes may be tested by 
a spell. By default, spells must target a single ability or I ightly linked 
grouping of a bilities . 

Bonus Dice 
Another simple and common effec t in Burning \'\fhee l is lo grant 
advantage dice to a particular type of test. Advantage dice bonuses 
range from one to three. One is a nice bonu s to a roll. Two dice are a 
serious boon. Three d ice are a rare and powerful gift. 

Wisdom of the Ancients 3rants +2D to Wtl! Stren3th of the Ox 3rants 
+2D to Power. 

Obstacle Penalties 
Hitting another characler with an obstacle penalty is another common 
effect. Obstacle pena lties are usuall y broad in application-they can 
apply to all physical actions, all social actions, all actions while on the 
ground , etc. This is a very powerful effect , more so than bonus dice or 
even tests. Why? Because they set a character up to fail a lest, and this 
often has significant consequences . 

Obstacle penalties range from 1-4. + 1 Obis a common penalty and , 
while irritating, it's easily overcome by most characters. +2 Obis al so 
fairly common, but it's harsh . +3 and +4 Ob penalties are rare and 
debilitating. Significant consideration must be undertaken before 
applying such a penalty. Why? Because it's likely with a blanket penalty 
like thi s, most characters won't bave any chance of success. Failure is a 
feature of the game, not a bug, but we also can't have characters fa iling 
at everything they do. It's bad for the players' self-esteem.! 

The Sorcery Sfell Turn Aside the Blade adds an obstacle fenalt; erual to 
the mary in of success to attacks a3ainst the sorcerer. 

To Cause Injury 
Tbe cause injury effect uses a game element as a weapon to injure a 
character. This method uses the Weapon Mechanics chapter in the 
Burn ing Wheel. You can refer to that chapter for the elements of 



Burning Wheel weaponry. When designing an effect of this type., the 
player must decide whether he's recreating a melee weapon, a missile 
weapon or a thrown wea pon. 

Melee weapons use the wielder 's Power combined wit h the weapon 
power. Thev use Add to shift between the Incidental, Mark and Superb 
stages of damage. They are used according to the Fight! rules. 

Missile weapons use a set Power/TMS rating for damage. They use a Die 
of Fate roll to generate the IMS level of damage for a hit. They are used 
according to the Range and Cover and Fight! rules. 

Thrown weapons combine elements from melee and missile weapons. 
T hey use the wielder's Power plus weapon Power to determine the IMS 
levels of the weapon, but they usc a Die of Fate to travel between those 
stages when the weapon hits its ta rget. They a re used according to the 
Range and Cover and Fight! rules. 

Those arc the basic breakdowns of da rnage in Burning Wheel. 
Ever ything does damage based on one of those models. There are some 
va riations for things magical , though. 

Spells as Weapons 
When you create a spell t.hat is to act as a weapon, you 've got to make 
the spell abide by the weapon rules; this includes using it in fi gh ty 
situations and applying damage from hits. 

The simplest method of doing thi s is to have the spell efl'ect generate a 
magical equivalent of an extant weapon- bow, knife, sword, bomb or 
whatever. The spells then take on all of the aspects of the weapon
power, Add , Die of Fate, VA, weapon length , etc. 

Knives are the easiest to recreate magically. Swords and ax es and 
maces are the next eas iest. Then spears and thrown weapons, then 
bows and crossbows. 

Art Mtitjic uses this effect for the Burning Spear of Arcane Fury spell. 

Positioning witlt Spell.~ 

Wherever possible, map a spell effect to an equivalent weapon 
when determining positioning for spell s. For grander effects., use the 
Spell Positioning and Weapon Length table in the Abstraction and 
Distillation chapter of this book as a guide. 
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Targeting and Hitting witlt Spells 
The easiest way to use a spell is to have th e spellcasting ability act 
as a weapon skill , like Sword or Bow. Tltc castin g of the spell then 
uses the same process f'or whacking someone in Fight! or Range and 
Cover. Ifs simple in execution., but it does present some challenges 
when applying Limits and Price. 

The other way to usc spell s as weapon s is Lo appl y a special casting 
procedure to them and then exempt them from much of the rest of 
process of targeting and hi tting. 

SoYcery spells !t'ke F£'ye 8Yeath and Whde F£'ye ad as weapons, but they 

cion 't use the full weapon mechanics. You Yo!/ to cast. tf successful, you've 
hit. You cion 't have woYry about action inteYadion. Then you Yo!/ the Die 

of Fate foY clama:;e. The /MS is mocltfiecl by the poweY of the spell and the 
maYJin of success, YatheY than youY PoweY and an Acid numbeY. 

Substitution fur Power 
Sometimes the Power stat just does n' t. feel right as a basis for damage 
for a magic weapon. Many magical effects replace Power with Will. 
This is to represent the strength of the magic as based on the sorcerer's 
own mental energies . It's simple a nd it works. However, you can 
replace Power with .iust about any other sta t (or even a skill) as part 
of a magical weapon effect . 

Successes Over Obstacle to Increase Damage 
Another way to represent the overwh elming des truct.i ve force of magic 
is t.o allow the sorcerer to add extra successes from his casting test to 
the damage result . This replaces the fixed weapon Power that most 
weapons use. Usually, one success equals + 1 Power, bul. the formula 
can be aJt.ered to produce different results. Two successes for+ 1 Power 
limits damage nicely, but still allows for killer results. Whereas on e 
success for +2 Power (or more) allows for blowout.-killer-destructo
none-can-s tand-against-me results. 

These results are always added to the Mark n'\s ult. of the weapon's lMS. 
The new IMS is then calculated using this modified Mark result. 

In Ad Ma:;t'c, DestYoy wdh SoYceYOUS white F£'ye inf/tds a MaYk Yesult 
eruaf to the SoYceYeYs Wt'f( pfus one peYe;<tYa success. tfht's Wt'f( is b anc( 

two successes oveY the obstacle aYe :;eneYatul, the /MS is: Incidental 84, 

MaYk 88, SupeYb 812. 
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Succes.~e.~ Over Obstacle to Increase VA 
Successes over the obstacle may be used to increase th e VA of an 
attack. I recommend you keep a tight r ein on this and use two 
successes over to gain a VA 1, three over for a VA 2 a.nd five over for 
a VA3. 

Dice Subtraction 
One powerful effect of magic is to subtract dice directly from a stat 
or skill. This is perhaps the most powerful " damaging" effect of 
mag ic si nee it bypasses the injury and maneuvers mechanics . Use 
this effect cautio usly (or not at all). It's abusively powerful in most 
circumstances. 

Emferor's Hand is an examfle of a Sfell that uses the Dice Subtraction 
effect. The Sfell temforari/y reduces the Forte extonent. 

Armor 
Magic can be used to recreate the effects of armor-a pool of dice per 
location t hat deflects incoming attack. The better the quality of the 
armor, the higher the obstacle of the spell. Magic armor should not 
carr y clumsy weight penalties with it. It is magic after a ll. It is subject 
to armor damage. Otherwise, it's too powerful. 

Substitution 
Magic can be used to substitute a stat or skill for another a bility. This 
can take the form of the magic technique substituting for a needed 
ability, or of al lowing Will to act as Power under certain circumstances, 
or Perception as Observation , etc. 

Call of Iron substitutes the wizard's Power for his wt!l. 

Mundane Effect 
Magic can a lso be used to recreate simple, mundane effects like light, 
fire , warmth, tools , utensil s, shelter or even sound . The obstacles for 
these effects should be low. 

The Sfells Minor Maker; Thunderclaf and Voice Caster are all mundane 
effect majiCS. 
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Traits 
Magical tech r1iqucs can be used to app ly t raits to a target. These traits 
come from the various lists in the Character Burner, Monster Burner 
and this book. The difficulty of the effect is based on the trait point cost 
of the trait to be applied and willing targct·s a re eas ier to affect tha n 
unwilling ones . 

This effe ct is the easiest way to r ecreate ira nsformative magics and 
a llow the target access to all sorts of fantastic powers. 

Don 't Call-On 
You may not. apply call-ons wit.h this effect:. That type of trait is too 
powerful to use as often as needed . It has a specific per-session usc. 
Allowing call-ons to be added as needed breaks that once-per-session 
currency or th e game. 

Make Magic 
Spells can be cast: on characters or objects to make them magical. This 
effe ct makes stats or skills open-ended. It gives objects the propert ies or 
a spirit weapon (or something simi Ia r). 

The Elven Son3 of the SwoYd can be used to make skill yo/Is open-ended 
Also, any effect used (oy the spell has the additional effect of Yenden·11!J 
the swoYd a spin"t weapon. 

Big Magic 
Magic is often s~en as a creator of huge extra normal effects . Stuff that 
can't be explained by any other means-nigbt during day, day dur ing 
night, fire from the sk y, earthqu a kes, freak storms, etc. These are all 
possible to produce using magic, but the difficulty of these effects is 
high. 

Big magic derives its results from the Natural Effect sca le described on 
pages 214 a nd 215 of the Burning Wheel. Feel free to embellish on the 
descriptions provided ; they are only examples . Use the descriptions in 
the successes over obstacle list or replace ''·s uccesses over the obstacle" 
with an equivalent flat obstacle-from 1 to 10-for systems that usc 
fewer dice than traditional Sorcery. 

These effects change the setting of the game or force tests or impose 
obstacles across swaths of characters. Shoot the moon with big magic, 
but be sure to impose juicy limits and p rices . 
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Artlw-Based Effect.~ 

Rule Breaker 
Some magic let s pla yers skip a tes t and 
dcdare a res ult, or temporaril y ignore 
a rule or tamper with another player's 
Beliefs or Instincts. Force of Will , Doom 
Sayer, Run e Casting and even Sarch 's 
Clare all fal l into thi s category. 

Unsu rpri si ngly, these effects must be kept 
rare and difficult to perform. Otherwise, 
magic becomes ov erwh elming and 
mundane effects are useless in the face ofit. 

There are magical effects in th e game that focus on how the player 
spends artha, not on how his character cas ts a spell or sings a song. 
These rule-breakin g effects may never be com bin ed into a spell 
that forces a player to spend a rtha. Artha expenditures are always 
voluntary. A pla yer must be inspired lo spend, not threatened or 
forced. 

These rules allow a player t.o spend artha outside of the sta ndard 
expenditures in order to rna_ximizc his character 's effectiveness in the 
game. Wl1ile it's not a spell, or even necessarily magic, artha certainl y 
has a magical effect on the game-allowing characters to exceed their 
normal limitations and accomplish goals they would be un a ble to 
otherwise. 

Fate points can be tweaked so that they add an extra die or two. 

Persona points can be spent to draw on extra bonus dice. 

UsinJ Ancestry from BuminJ Sands, a player Jains + !D per Belief related 
to his character's ancestry. In {freed, persona points allow the player to 
tap a reservoir of dice e1ual to his {freed Persona points spent on Honor 
and Shame, from the Blossoms Are FallinJ, allow the player to substitute 
his relevant emotional attribute for the stat or skill test. Of course, all of 
these have a ;mce that forces a test for the attribute. 

Deeds points also generate bonus dice. They allow a player to add a 
whole pile of dice, though. 

Ancestry allows a player who spends a Deeds point to add his Ancestry 
attribute to the roll instead of doublinJ his dice. This is very potent for 
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skills Sand under; Ancestry will often be rated at 6 or hijher; makin!f its 
addition more valuable than doubft"nj. {irief, Hatred, Honor and Shame 
all follow these same jUtdelines for Deeds roints. 

Also, it should be noted that a:rtha cam1ot be earned directly through 
a spell effe<.:t, nor cmi it be stol en , donated or traded. 

Limits 
All magic in Burning Wheel has limits. Without limits, the effects 
described in the preceding section a re not only too potent, they're bland. 
Individually, powerful or bland effects can hurt a game. Together, 
they'll ruin a game. Limits make the effects interesting. They grant the 
players handles by which they ca n grasp the effects and manipulate 
them. 

Limits descr ibe how long it takes to activate the magic, how long it 
takes to learn the magic, how long the magic lasts, and what the magic 
affects. 

Limits are fluid and dynamic. While each technique contains a few 
overarch ing principles, limits can often vary from spell to spelL L i 111 its 
are implied by the concept, the technique and the p rice. There a re eight 
categor ies of limits: Restrictions to Learn, Activation Time, Duration, 
Targets., Specificity, Concomitant Penalty, Advancement Limits and 
Consent. 

Restrictions to Learn 
A restriction to learn the magic is a traditional limit. This restriction 
comes in two forms: necessary quality and time. 

Necessary Quali~y 
Often, there is some necessmy quality a character must possess before 
he may learn magic at all. In Burning Wheel, this necessar y quality 
is usually described as a trait or an emotional attribute that must be 
possessed before one can engage the magic system. This is the case for 
most magic systems in Bw·ning Wheel. Sorcery, Faith., Elven Songs, 
Dwarven Arts and Ore Rituals all require a trait-Gifted , Faithful, 
First Born, Shaped from Earth and Stone and Blasphemous Hatred, 
respectively. 

Elves , Dwarves and Orcs have additional magic systems- Grief, 
Greed and Hatred-that grant them a variety of specia l abiliti es. 
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The necessru·y quality for these special abilities is the presence of the 
emotional attTibute itself. That emotional attribute its own limit. 

Other systems rnay invok e di fferent lypes of' qual ities, like a particular 
Belief or Instinct. The Faith magic system uses the Faithful trait a nd 
Beliefs. Dwarven Rmw Casting and Elven Doom Saying also rely on 
Beli efs as necessary (ll la.l il ies . ln this case, I he spellcastin g player must 
chm1ge one of his own Beliefs for the magic to be effective. 

Time to Learn 
The effort and time requ ired to learn the craft is a common limit. 
Magic is often difficult and time-cons11ming to stud y, requiring 
signil'icant portions of the character 's life. 

Time to leru·n is a signifi cant limitation. It is featmed prominently in 
Sorcer y. Not only must the skill be learned, each spelJ must be lem·ned 
sepa ral cly through an arduous and failure-prone process . What's 
more, leru·ning the skill is restricted: Sorcerous skills must be taught 
directly; they can't be attempted and learned like other skills. And to 
furl her drive the point home, Burning Wheel puts a yea r premium on 
each test for practice. Few chmacters can afford taking a few yeru·s off 
in the middle of their cru·eers, no mall er how beneficial d w outcome. 

Elvcn Spell Songs approach this from a different, but no less difficult 
standpo in t. Each spell is a separate sorcerous skill that must be 
acquired, lemned and advanced. Since d1ey m·e sorcerous skills, iliey 
can 't be attempted without instruction. And , like Sorce ry, practice 
comes in increments of a year. Elves don 't have indiv id 11 a l spells 
to learn, per se, but their magic is spread across many difficult-to
mas ter skill s that aTe know11 by a few rme character types . This is a 
significa nt limitation! U every E IJ was walking around with the Ballad 
of Rage, singing it and teaching it, I here would he little use to the 
limita tion , hul th e en tire Ehren stock is built to reinforce 1his dispersal 
of knowledge and it.s inherent benefits and problems. 

Activation Time 
Ass ume, if you will, lhe perfect magic system in which the effec t 
happens exactly at the moment you want il to. No delay, no casting. 
It just happens. Prett y nifty, eh? However, it's not how mosl magic is 
described in fiction. There's often a ges ture to be made, a phrase to be 
spoken., a ritu al to be perfmmed or a cond it ion t.hat. Ill li St be met. In 
game terms, these consl ra in ts restrict when the magic can be activated 
and ef'f'cel ivcly used. The t ime required lo act ivate a magical effect is a 
conventional limil on the use of magic in roleplaying games. 
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Sorcery, Ritual s, Wolf Howl s, Wyrcl Webs a ncl Spell Songs use spells 
thai require actio ns to cast. In these sys tems, there are fast spells and 
there are long spells. And the lengli 1 of time required to activate the 
spell governs when the spell 1nay be effectively used-general plav, in 
Fight !, in Range and Cover, et·c. 

Skill Son gs, Dwarven Arts and Faith all have li ght er constraints on 
t heir activation tintc. Skill Songs and Dw<J rven Arts obey s t<J nd<J rd 
skill test t itnes. While this is a cm1 sl raint in and of itsell', it' s minor 
compared wit h t racking actions. Fa il h lies somewhere in I he middle
it's not mapped directly to acl ions, but neither is il I ied to skill times. 
Fa it h magic activation is largely up to the group and what they feel is 
appropriate for their religion, so it's no I reaUy a li1nit at all l'or d1 at type 

.of magic! 

Dul'ation 
How long docs the effect last ? Docs il last forever, or fo r as long as you 
want it to? Does it have a durat ion that affects th e player 's choices abo11 1 
the spell? Does it last for j11 st a moment? One scene? One sess ion ? 

Duration of' effects is a ll but mandatory for magic. Without a dural ion , 
rn agic effects wou ld be permanent boosts lo stats, skills and attributes. 
A handful of mag icia ns wou lei turn I he world upside down-they' cl 
be ab le to i111prove or hinder cha racters to the point where di ce didn ' t 
matter an ymore. T hey'd jus I keep piling on the endless effects! 

ln the Burning Wheel core rules. I talk about time in terms of act ions. 
minut es, hours, cl ays, months and years. Makes sense, no? T hat's how 
I i me passes, rigbt? Tn1 e, but game t ime is verv different I han real time. 
What's important in rea l time is not the same as what's important in 
game 1 i me. 

Game time is factored in ch1m ks of tests , conJlicts , scenes, session s, 
adventures and campa igns. As you look throu gh the new magic systems 
designed for these books, you'' ll see that I favor these new duration s, 
rather than the t raditional ti111e durations. Why? Becanse th ese ga111e 
time durat ions are mucl 1 eas ier to manage as an in-game resource than 
real time. Burning Wheel doesn' t have ver y good time management 
rules, but it has excellent gan1e re-source management rules. That sa id., 
both set s o f' rules have their pl ace. 
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Real Time in the Game 
There a re fi ve instRnces in which real time rneasm·crncn ts m·e useful in 
the gam e: Fight! , R:mge an d Cover, when p racticing, when working 
and when recovering. These are mechanics in t he game tha t .let you 
use real 1 ime meas urements- seconds, min utes , hours, days- and 
have them mean something. 

If yom magic has applications in Fight !., Range and Cover or Duel of 
Wits, dmation can be applied as a li mitation in the form of actions. 
Fight at.:tions are equal to a hemtbeal or two. Actions in Range and 
Cover m1d Duel of Wi ts are equal to a minute or two. 

When chm·acters ru-e practicing their skills, they me using real time 
increments-months and years. Wo rking to recover t~xed Resources 
uses real time increments-months, seasons and years. Recovering 
from an injury uses cl ays , weeks and months as time increments. 
Because all three of these activibes use the same time scale, they aTe 
all intim ately tied together. Recovery, practice and Resources cycles all 
work together to form a particuJ ar part of the game, the part outside 
of day-to-day life and the immedi ate actions of heroes. T hi s is th e 
downtime, the between time. Spells that: affect this cycle work very 
well with real time durat ions. 

Outside of that cycle, real bme doesn't have much of a meaning. What's 
an hom in the game? How much adventuring can you accomplish in 
an hour? How many tests? How many Duels of Wi ts? At best it's an 
a rbinm-y determination made by the GM. There are no ru les for it . 
It's com pletely up to the players to decide. Sometimes that's cool, bu t 
other times, we need another set of lim its to help us define magical 
effects. 

Game Time Resources 
Game time i.:ncrements are tests, conflicts., scenes, sess ions, adventm·es 
and campaigns. 

A wizard is studjinj a tome in a cavernous, foYjoHen library. A sil1jfe 
test of his Research skiff could encompass days of 3ame time. Does this 
mean he should rolf every hour to sustain his Ma3e Lljht speff so he can 
continue to read? Should he rolf 24 or 48 times? Doesn't that break the 
Let It Ride convention? Yes, it does. That's exactly why we have durations 
in 3ame time as we(( as real time. Sometimes, real time ;'ust doesn 't 
make sense! 
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Since action, Lime and life in Buming Wheel are most often governed 
by a roll of the dice, attaching duration to a nurnber of die rolls or a 
period of play makes sense. 

A test duration in d ica les the effect lasts for a single roll or a series 
or roll s-anything short of a conflict like Fight !, Rauge and Cover 
or Duel of Wits. This is pretty short, in fact , the shorl es l game tirne 
dtLration [JOSSib)e-one roJl or th e dice. 

A cor~flicL chLrat ion ind icates the effect lasts for one Fight! , Range and 
Cover, Duel of Wits, Pursuit or Chase . This is a ni ce hefty dmation , 
because those mechanics indicate that the eha racier is do ing something 
important. An effect that las ts 1.hro11 gh one of those mechanics has 
sorne weigh t to it. 

A scene dumtion is a bit more elastic and flukl than a les l or a conflicl. 
While both of those elernents cou ld cons I il 111.e a scene, a scene generally 
covers a b it more lerri tory. In Bm·ning Wheel, a scene encompasses the 
b11il d up to a particular action and a bit of the aftermath . 

A scene effect coufcl he used foY tests linked to a conf!ic~ foY the conflict 
itself anti then foY some follow-up Yolls afteY the conflict is oveY. 

The duration of a scene is entirely up lo 1h e gronp''s CM. But th e 
guidelines for a scene a re: one goal, no change of venue, no introduction 
or new problems. A new situation .is introduced at the end or a scene. 

A session duration is the simpl es t lo measure, and probably my 
favorite of this whole seL The effect lasts until the end of the session . 
Thai's il. On occasion , the session durat ion may see1n to b reak our 
suspension of disbelief-if the session picks up righl where it left off, 
for example-but in rn y experience, il"s a small pri ce to pay. Sess ion 
dural ions are so clear and easy to use, a break in the imagination is 
worth glossing over. 

Adventure durations are simila r In scenes . This duration las ts unt il 
the group has comp leted some agreed -upon goal. h 's easy to n·ack if 
yo u map th e duration of the adventm e to the completion of a Belief. 
However, the group must be on n·ack to accomplish the goal set out in 
that Belief. Adventure du ra tion effects a:re not an excuse for infini te 
dural ions due lo vague wording. 

Campaign duration usually lasts unl il l be group has accomplished that 
great big goal and I hen drifts off i11 to rei irement. It's not much of a 
limit <II all , since ty pjca lJy the game's over at the end or the campaign, 
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but it docs have a cool flavor, especia lly if you end up corning back to 
the game later and pull ing those characters out of retirement. 

Targets 
Ideall y, a spell would be univer sall y applicable. It would work on 
whatever and whomever the mage needed. A spell like that clearl y lacks 
li mi ts and is ver y powerful! ln Burning Wheel, magic always has a 
ta rget. Tt never affects everyone ever ywhere. There is always a limit on 
the scope and breadth of what it can do. 

Magic can target a stat , a skill., an attr ibute, a character, a group of 
characters, an object .in the game, a group of objects or an area in the 
game (and possibly groups of characters and objects) . The more speci fi e 
the ta rget, the greater the limitation . There's no bra in science there. 

Target Limits Sugg·estions 
Obstade penalties, advantage dice and dice subtTacfjons nem·ly always 
affect a specific stat, skill or attribu te. They me not applied universally 
to all of a character's abilities . Not tmless it's a really powerful spell , 
that: is. 

Tests and Substitution ru·e self-limiting-they affect a pruticulaT ability. 

MUI1clm1e effects affect objects, characters ru1d occasionally groups- a 
spell that grants light, for example, affects all of the characters in the 
m·ea. 

Big Magic, by its nature, aHects groups of chm·acters, groups of objects 
and broad areas. 

These targets may be narrowed to increase the limitation of the spell , or 
broadened to widen its scope. Such broadening of scope is ver y costly, as 
I'll describe in the next section, Burning Magic Systems. 

Specificity 
A spell may be assigned a special condition to further limit its effect on 
its chosen target. Specific condit ions involve environmental conditions, 
additional party participation (like help), ultra-specifi c ta rgets or other 
weird ness . 

For e,xamtle, armor can he tweaked in a coufle of ways. It can he limited 
to only frotect a3ainst ma3ic and not mundane attacks, or limited to 
de(fect only Sfirit weafons, or it can have clumSJ wei!Jht fenalties added 
hack in to reduce the Sfellcastin!J ohstacle. 
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Concomitant Penalty 
A rather unpl easa nt limit f'or magic is the old 1 emporary penalty. Under 
thi s condition, when a spell is cas t, it ca11 ses a concomitant penall y lo 
the caster. This penalty remains so long as the spell is in effec1. 

Pe11aliies are usua ll y obstacle penalties., but they can be lraits or die 
511 btraction as well. 

The penalty must he limited in smne respect. Apply ing a total obstacle 
penalty to all actio ns is more of a punishment than a limit. 

Ust'nj Mtljesense, a character can see into the Sfectral realm and discem 
auras. This fOWerful ma3ical effect also incurs a concomitant fenalty of 
_+7 O/; to ?hysical actions while it's in use. 

Advancement Limits 
Another limit on the use of' magic in Burn ing Wheel is the a elva ncement 
of cmo1ional attrib utes. 10 is the trad itional maximum f'or such abi.lities . 
Once the maximum is reached . the character is removed from play. 

T raditionally, this creates a very lo11g play arc for the character but also 
generates [Jl'CSS itre on the player. As he uses hi s magic, he gets closer to 
being removed from play. 

This is also a deli cate subject. Hemoving a d1a rac1er from play nrarly 
a lways s 11 cks. lt should never be und ertaken as a pun il ivr act-the 
player must agree lo il. Which is wh y l'l1 e capped advancement on 
emotional att rib11l es works so well. lt's not a sudden thing. The pla yer 
has a lot of' game t ime to come to terms with il. 

Consent 
Group cortsenl can be used as a limit on mag ic. lt's a simple process . 
The mag ic-using player asks the. group i I' they think hi s use of magic 
is appropriate. If so, he may use hi s abilities . If tbe group disag rees., he 
may not usc hi s magic at that j11ncture. 

The Shame and Honor emotional attributes use consent as a limit. !(the 
3rouf (eels a ?layer's actions are not in line with his Honor or Shame, 
they may deny him access to that a6{1ity for that action. This farlicular 
evocation of the mechanic serves to reinforce the rijid societal structure 
ref resented in the Blossoms Are Fallin3. 
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Co nsent is problematic becau se it 's not consistent. It's subj ect to 
the moods and vagaries of the group. A group can be t.oo lenient, 
always agreeing, wh.icb makes for a boring game. A group can be too 
str ingent, always shutting the sorcerer player down, which makes for 
a frustrating game. It's best to use this mechanic sparingly an d with 

clear guidelines. 

Burning Magic Systems 
Building a magic sys tem requires a bit of work-an evening of 
brainstorming and note-taking., and a few hours of playtesting and 
revising. These rules are not intended to be used on the fly dur ing a 
session. 

Creating a magic system is worth the effort. These systems are used 
repeatedly in games, not for one-off play, and thus require balance and 
restriction. A broken magic system can sour an entire game. 

I've broken down all the elements of a magic system in the previous 
sections- Concept , Tech n iq ue, Effect , L imits and Price. In the 
followin g section , I' ll break down my process for building a system. 
Hopefully, this will inspire you and help you to build your own. 

Now we're going to goth rough those five elements again and try to form 
our ideas about magic into serviceable game mechanics . 

Conceptualize 
Think of a cool concept for your magic system. Is magic common or 
rare? Who casts the speUs? Why? What are those spell s? How would 
you describe them? 

My initial concept for Death Art involved raisin_g the dead and castin:J 
curses. As I delved into possible _game mechanics for those aspects, I 

'luickly realized that Death Art needed to focus on one aspect and not 
the other. I felt that Art Ma_gic covered curses and black ma_gic of that 
sort well enou_gh, so I turned the concept of Death Art to focus solely on 
raisin_g, modi!Jin:J and control!t'n_g walkin:J corpses. 

Technique 
How is the magic invoked? \Vhat action does a character have to take 
to cast a spell ? Is it speech , gesture, thought., ritual? More importantly, 
what abilities are used to cast the magic? Is it from an emotional 
attribute, like Fait h? Is it a skill like Summoning? Is it one technique 



spread over wanv skills like Elven 
Songs ? Are there a variety of 
techniques spread over a handful of 
deep k ill s, like Sorr:er y, Encba nting 
and Oea th Art ? 

Drfimlt "Sorcerous" Skills 
One final note on techn ique: By 
default, any magic skill or ability 
com1ts as the sorcerous skill type 
for p urposcs of practice and 
learning. This can be changed., 
btn do so explicit! y and recogn ize 
thar you're twca king a core system 
clement. 

What Price Does the 
Magic Exact? 

The Magic Burner 

All 111agic has a price. Magic witbo ttt a pri ce commits the egregiou s 
and rard i nal sin of being boring. There can be no bor ing magic in yottr 
games . However, if the price is too steep, the sys tem will be fnt strating 
Lo u ~e . It's vital to choose an interesting pri r:e so you have interesting 

1nagic. 

When building your magic system, yo u want to strike a bala nre between 
the power g ranted to 1 he sorcerer and whaf that power r:osts him. Yott 
wa ll! sorr:erer pla yers to think about casting a spell before they do it 
and then you want thern to l'eel it after they do. This decision makes the 
magic mean ingful in the game. Without it , the power simply becomes 
a super-tool to fire up and ca rve through problt~m s, diminishing any 
sen5r of cha llenge or accomplishment . 

Price is t-ied to the game world. What is the natural cost of the magic in 
1 his world? How does magic affect those around it? Price helps magic 
obeY the "·natural laws" of yo ur world. Since magic invariably breaks 
the51' laws, the price brings the magic back into balance. 

Think fnr a mom ent. What's a good prir·e for your system ? Look 
tlHough the Prir:e section in this chapter. Choose a method you l'eel is 
appropriate. Don't be 1 i mid. Think of something that's rea ll y going to 

hurt. 



One ofSorary's prices is tax. why is this afprofriatc? Because usil1j the 
Sorcery rules, the characters hccomc fowcrhouscs. They output serious 
waHajC· A price that rohs them of their vitality (hut that also lets them 
slowly rcchaYjc} seems fcrfcctly aftlicahlc. 

Personally, I like tax. It's a versatile trite. It's simtlc to usc and doesn 't 
imtctlc the actual fOWCr output of the character. It docs, however, mruirc 
flaycrs to meter their output anti take risks when tastil1j Sfclls. There is 
always a chance that you 11 fat! the Forte test and knock yourself ou~ only 
to find out that your friends need you for an even more imfortant Sfcll. 

Applying Basic Dice Mechanics to Effects 
We've looked at a host of effects, but how do we get them into the game? 
There are some standard mechanical methods in Burning Wheel that 
can be applied to generate bonus dice, obstacle penalties, etc. 

Set Result 
Many spell effects have a simple set result-cast the spell, meet the 
obstacle and apply the result. A set result works pruticularly well when 
used with the following effects: tests , armor, substitution, mundane 
effects and traits. 

Nearly all Art Majit Sfcll effects arc set results. There is little 
mant'fulation of maYjin of success or failure. For cxamfiC, the Art MajtC 
Sfcll Burninj Sfcar of Arcane Fury summons a wcafon tf the ohstadc is 
met. Extra successes don't make it a hcttcr wcafon. 

Margi11 of Failui(e 
If an effect forces a test, the margin of failure may be used to apply an 
obstacle penalty, advantage die bonus or die subtraction effect. For 
each success below the obstacle, a portion of the effect is applied. 

Margi11 of Success 
In this case, the margin of success is applied to the spell effect in 
some way. Frequently, I combine this with advantage dice or obstacle 
penalties , but it works well with nearly any effect application. 
Successes can be manipulated to "buy" effects with the spell-one 
strong effect could be gained, or successes could be divided into 
multiple smaller effects. 

Usinj the Weather Worker Sfcl/, the flaycr tan Sfcntl ht's mar3in of 
success on a Natural Effect and on the Sfcll's duration. If he has six 
sut&esscs and futs two into duration, the other four arc afflt'ctl to the 
Natural Effect scale. 
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10 111inus S tat 
10 is the cap for stats in Burning Wheel. By subtracting a stat exponent 
from 10, a mmilier is generated tha t favors high stats and punishes 
low stats. This is an excellent devi.ce for generating obstacle penalties 
and bonus dice. 

Fix·ed Bonus 
Spells can appl y a predet ermin ed, fixed bonus upon successful 
casting-+ 1D, +2D, etc. This munber is the sam e each time the spell 
is cast , regarclless of the degree of success . The bonus usually comes 
in the form of advantage dice . In the basic currency of the game, 
generating one advantage die is usually an Ob 3 tes t. 

The Faith spell Bless afflies a (ixecl6onus of +!D to its ta0et. 

Fi.·t'ed Penalty 
Spells can apply a predetermined penalty upon successful casting. This 
number is the same each time the spell is cast, regarclless of the degree 
of success . The penalty usually comes in the form of obstacle penalties 
but can also include dice subtraction or a detrimental substitu tion. 
Fi."\':ed penalties are often a simple + 1 or + 2 Ob, but can also be equal 
to one of the sorcerer 's stat or skill exponents. 

The Sorcery spell Bilt'ous Smoke applies a + 3 06 penally to all O!Jservafl'on 
tests made in the smoke. 

Magic Dice 
This section describes some qualities for magic dice pools. If you have 
other ques tions a bout build ing dice pools in the game, refer to the 
Monstrous Mechanics, Stat Burner and Shade Burner sections in the 
Monster Burner, which describe how to build a pool of dice in Burning 
WheeL 

Building the Range uf Dice 
Building a pool of di ce for a magic system is easy. Stop and think 
a moment. Tn your ideal game, how man y dice do yo u want your 
magicians to roll? 3, 4, 5, 10? 

If you ' re stmnped, grab a handful of dice and shake 'em a:row1d. What 
feels right to you ? If you're conservative or tentative abou t magic, 
you grabbed four dice or less . If you are moderate in yo ur tas te, 
yo u grabbed between l'ive and seven dice. H you're a two-Ji ster, you 
grabbed ten dice or more. 
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[£ you grabbed four or fe wer d ice, you probabl y want magic to be 
subtle. Consider using an emotional atn·ibute-style system with m·d1a 
effects like Grief or Greed. Or for even more subtle effect, consider 
using Skill Songs , Dwarven Arts, Practica l Magic or Fa id1 wi th the 
ab il i1 ics capped at exponelll. 5 . 

If yo u gra bbed five to seven dice, you ma y \\'ant to use a na tural 
magic-sty le system. Spells a rc learned and used like skills. Their 
effects have obstacles ranging from 1 to 6. 

If you grabbed 10 or more dice, you probably want to use a Sorcery 
or Enchanting style sys tem. You want to roll lots of dice., hit higher 
obstacles-4 and up- and get lots of extra successes to spend on cool 
effects . Each speJJ effect should be a discrete obstacle and a discrete spell. 

Open-Ended Tests 
Stat, skill or attribute tests for magic systems are open-ended. Why? 
Because they're magic, that's why. 

Flaming blasts of sorcerous fire, invulnerabili ty and mental domination ; 
speaking to the dead, binding demons and beseeching gods; potion s, 
magic swords and slrange amulets- each power in your magic system 
requ ires a separate obstacle. Powers a rc individually rated either as 
fully fl eshed-out spells or as iterations under one spell. 

/11 other words, the Sorcery srell Fire Breath does Ol1e thil1j· It allows 
the caster to destroy stuff 6y 6reathil1j fire-you do damaje with the 
srelf, that's it. The Elvel1 SOI1j of the Sword, 011 the other hal1t/, allows the 
caster to tar a Ytl11je of effects with which he ca11 motlt(J his sword 

Cheek out the table on the next page . It describes relative obstacles fo r 
effects for the three ranges of d icc. When yo11 pick an effect for your dice 
ra ngc, the boJcled (higher) n umber indicates you r starting obstacle. The 
lower number denotes the range and how far downward the obstacle 
can be reduced with limits a nd price . 



Dice Range Obstacle Range 

Low '1-2 

4 dice or less Med iu m 2-:l 

L{igh -1-5 

I ,ow 1-2 

5-7 dice Med iu m 3-5 

ffigh 6-8 

Low .1-4 

10 dice and up 1\ifrdiu m 5-8 

l ligh 9-12 

Price.~ and Obstacles 
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A ppropriate Effects 

Make Mag ic, ~ h,1nda1H~ E.ff'ec t ~ Trait ~ 

Adva nt age, Tests. S nhs t itut. ion . T ra its 

Obstacle Pen alli es, Ca use Injur y., T ra its 

S ubst i r- n tio n. Tests 

Advantt.lge? Armor, Obstac le Pe nalti es, 

Cn usc Injury. Traits 

Di ce Subtra ct ion , Big Mag ic 

Obstacle Penn lt·irs. Substitution , Annor 

Cau se ln jllr y., T'ra its, Dice S ubt nwt inn., 

Big J\lag ic 

Hule Llrca kcr, crra its 

Magic's price Jues n' l. reduce the difficull y. It's just part uf the process . 
If you opllo take a particularly ha rsh price, or a second or third price 
on lop of your base prit:c. 1hen you may redu ce lhe casting obstac le 
by 1. 

How to Limit Spells 
W hat does it take to cas I a spell? Ilow can spellcastiag be interrupted or 
hindered? T hose are limits. Whom or what does tbc spell affec t? Ilow 
long dues I he spell last? 

Each effe t: l must be pared clown loa specific spel l or ri1 ual that at leas t 
has a n activation Lime. d1 1ration and targel li mi i. 

A spell t ha i rolls lots of dice f'or a powerful effccl should have eq ua lly 
s tron g limits-it should be difficult LO learn. have a su hsi antial 
activation ti me. li mited targets a nd possibl~- eve11 gro11p consent or a 
concum ita nt penalty. 

Limits l~y Dice flange 
Here a re d1e dice ra11ges again . but this time with recommended limits 
f'nr the magic system: 

4 dice or less- Tim e Lo Learu , Consent 

5 -7 d ice- Time Lo Lea rn . Activation Time. Duration, Targe ls, 

Concomitant Penall y, Advancemenl Limit 

10 dice a 11 d 11p-Necessary Q11ality, Ti 111e to Lcal'll , Activa tion Time. 

Du ra 1 ion , Specificity. Consent 
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Limits by Effect 
After imposing some general limits on the entire magic system, look to 
the individual spells and their limits. 

Effect Obstacle Recommended Limits Optional 

Ma ke Magic Low Duration, Targets, Specificity 

Tests Low Duration~ Ta rgets 

Substitution Low Duration, Targets Specificity 

Munda ne Effect Low Duration 

Ad,·antage Low Duration, Targets 

Obstacle Pena lties Low Duration, Targets 

Trails Low Du ration . Targets 

Tra il s Med ium Dura tion, Targets 

Armor Medium Duration, Targets, Specificity 

Cause Injury Medium Du ration, Targets 

Dice Subtrac tion Medium Duration, Targets 

Big Magic High Activation T ime Duration, 

Targets 

Rule Breaker lligh Duration~ Targets Concomita nt 

Penalty, 

Specifi city, 

Adva ncement 

Limit 

Trait s High Dura tion , 'T'argcts Concomita nt 

Pena lty, 

Specificity, 

Advancement 

L imit 

Strongly Recommended Limits 
These limits are stTongly recommended. You've got to have those in 
the spell or system in one form or another. If you take an add itional 
or optional Limit, then you can reduce the casting obstacle of the spell 
by one. You may not reduce an obstacle out of its low/meclimn/high 
range . 

For o<amtle, in the 10 dice and Uf cate3 ory, low o6stacles may not 6e 
reduced 6elow 06 3. 
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Peer Review 
After devising a magic system., submit it to your GM for review. If it is to 
be included in a game, he may suggest modifications to the system or may 
reject the system outright as a poor fit for the atmosphere of the game. 

Tf the GM is devising new magical systems to be included in his 
campaign, he must either submit a draft of the system to another player 
in the current group or post the system to the Magic Burner forum on 
our website: www.bmningwheel. corn. The reviewing player may suggest 
changes to tighten the system or he may inform the GM that he feels this 
form of magic doesn't fit with the current group. 

If the system is rejected, the case should be taken to the group as a whole. 
The group can approve the system for play with suggested modifications 
or they can reject it wholesale. 

Example Magic Systems 
Elven Songs 

Concept 
Elven songs are designed to mimic the power and character of Elven 
magic as portrayed in the works of J. R. H. Tolkien. 

Teclmiq ue 
Elven song tedmiques are divided into two main camps: speech and 
song on one hand., and skill tests (and all their attendant requirements) 
on the otl1er. Underneath those two paradigms, each spell is broken 
out into its own separate magic skill. 

Effects 
The effects for Elven magic are very broad. The skill songs have little 
to no magical effect at all. They are simply designated as magic and 
therefore benefi t from being open-ended. Elven songs al'e individual 
spells with a range of effects in each. Many Elven songs are simply 
for color effects. They help make the Elves feel more Elvish. Another 
substantial group of E lven songs are rule breakers. They introduce 
conditions into the game without recourse to the target-Laments, 
Doom Sayer and Air of Cates a re good examples. There a re also a 
handful of advantage dice, make magic and substitution spells. 

AU Elven spell songs also have a base effect-force test.. When properly 
stmg for a particular length of time, tJ·JCse spells force a Steel test on all 
non-Elven characters in their presence. lt's a subtle and powerful effect. 



Limits 
Ehren skill songs are limited by their application as skills . They 
have all of the same requirements as standard skills-time, tools , 
conditions. Elvcn songs ' main limit is that they must be performed 
as songs in a set number of actions. And while one song is in effect, 
it is assumed it's being sung; therefore a character may not invoke a 
second song at the srune time. 

Aside from those general limits, Ehren spell songs bear similar limits to 

standard Sorcery spells. They have limited duration, limited targets, 
specific rules on help and FoRKs and a hefty restriction on learning. 

Price 

The core price for Elven songs is that they are attached to the Grief 
emotional attribute. Grief is only directly related to a couple of songs. 
It's more of an overall limit for Elven chaJ"acters tl1an a limit on each 
song. The forced tests for advancing Grief generally don't come from 
the spell songs. Those tests arc part of the conditions for the Grief 
emotional attribute. 

Application of songs in play implies a behavior that then reflects into 
Grief. 

The Grief emot.ional attribute has a high price-advancing it to 
exponent 10 removes the Elf character from play. However, it's also 
the most forgiving of all of the emotional attributes. It 's difficult to 

advance. Why? Because Elven songs have mild effects and strict 
limits. They don't need to be further impeded with a severe price. A 
steep price would tip Elves from interesting to burdensome. 

Sorce I)' 
Concept 

The traditional Burning Wheel Sorcery system was designed to present 
the feel of old-school Dungeons & Dragons spells using new-school 
Shadownm style spell-mastery ru1d casting rules. 

Teclwiq ue 

The technique for Sorcery uses individual spells cast from a master 
Sorcery skill. Spellcasting requires speech and gesture. Spellcasting 
combines the skill and Will of the chru·acter into a special condition 
called Spell Weaver. This is done to allow a greater range of obstacles 
and a fluid range of margins of success for the var.ious effects. 
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Effect.~ 

Effects range from adva11tage dice and obstacles to armageddon -st~ylc 

destruction. The most effective spell s me those that use a margin of 
success mechanic. The dice poo ls are large enougl t that rn argin of 
success mechanics pay extreme dividends. 

Limits 
The limits on Sorcery are rn<UJ ifo ld. Spellcasting requircs th e Gifted 
na it and the Sorcery skill . The Sorcery skill can only be acquil'ed by 
being taught. It cannot be started sui generis t hrou gh Begirmer 's Luck 
like other skills. T he character must bc able to enact his spellcasting 
idiom-speech or gesture- in t he game. Muzzling a sorcerer can 
restri ct his ability to project power, for example. 

Each effect must be learned individually in the form of a spell. 
Learning a spe ll is an arduous awJ dangerous process . Each spell, 
in turn , is limited in scopc-il selects specific targets for a specific 
duration. 

Price 
After casting a spell , the sorcerer must make a tax lest. This test 
potcnl ially reduces tl1c ab ilil y to withstand further spellcasting and 
is a lso potentia]]y fara l. Failed casting tests can result in side cl'l'ects. 
Side effects include errant spells and 1he summoning of demons or 
seraphim. 

Faith 
Concept 
Faith is designed to provide a simple, nniver sal magic system for 
priestly magic. The system's obstacles are high compared to the 
typical exponent range beca use the effects a re applicable to a very 
broad range of situ a t.i o ns. 

Technique 
Faitl 1 is born of fervent prayer. The players make up the prayers on 
the fly as needed. T he Faitl1 emotional attribute is tested againsl 1l1e 
obstacle to determ ine success . There's no skill or stal. directly in volved 
in the test, I hough appropriat r· li11ked tests arc possible. 

Effect.~ 

There are 11 Faith effects . The most ba sic involve a range of 
advantage d.ice. Other s in vo l. ve forced tests , making magic, and 
genera Ll y breaking tlt c rules of the game. The effects of lh r Faith
based spells were designed to be open to interpretation. 
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In addition, Faith has explicit rules for color. 

Limits 
The activation time of a Faith-based spell is based on the time it 
takes a player to think of and recite a prayer. It's highly variable and 
definitely subject to group consent. The prayers of the faithful must 
seem legitimate; otherwise the group can reject the prayer effect. There 
are no spells to learn. The effects have durations lasting from a few 
actions to permanent. The targets of Faith-based magic are mostly 
limited to problems right in front of the faithful character. Some of the 
prayer effects have targets listed, some do not. Faith also has a fixed 
advancement limit. It can't advance beyond exponent 10. This isn't 
much of a limit, but since it is an emotional attribute, advancement to 
1 0 does pull the character out of play. 

Price 
Faith has two prices . It is tied to an emotional attribute that causes 
characters to exhibit certain traits as they advance. The traits are 
minor. Theil' primary purpose is to clearly identify the character as 
one who wields Faith-based magic. The second price is that of fail me. 
This may seem self-evident, but in a system as open as Faith, it's 
vital for the GM to apply the failme rules described on page 231 of 
the Burning Wheel. Without adequate failure conditions for Faith, 
the power becomes a cow the player incessantl y milks. The cheese 
becomes pretty bland after a while . 

• 



Emotional Attribute 
Burner 

Emotional attri butes are powerful specia l a bili t ies. Each attribute 
is unique to a specific group or type of charac ter. T hese abilities are 
not universal. To date, there are 14 published emotional att ri butes: 
Gri ef, Greed, Hate and Faith from the Character Burner; Taint 
in the !Vfonster Burner; Spite from the Paths of Spite; Ancestr y 
and Fanati cism from Burning Sands: Jihad; Despair an d Need 
from Under a Serp ent Sun; and Sha me, Honor, Aut hority 
Ara.hitoga.mi from The Blossom.s Are Falling. This book, the Magic 
Burner; ad ds a. 15th emotional attribute to the list, Corru pti on. 
In t he following sect ion, Corruption se rves as the exam ple for 
des igning such an ability. 

Emot ional attributes are evocative. They simultaneo usly tie t he 
character into a larger scheme while also implying an individua l 
narrative arc for the character. It 's a neat trick. 

Th is doesn't mean that all charac ters should have an emotiona l 
attribute. In fact, most shou lei n' t. T he emot ional attribute erea I es 
an air of the other for the character. He is more than human. His 
concerns and needs stretch across a larger plain. We will live our 
lives as we can; he will live as he must. 

Identify a Need 
Not every character should have an emotional attri bute., so when 
should yo u introduce one into your game ? Review the following 
quest ions to identify the need for an emotional attr ibute. 

Are the characters more tha n human? Js there something special 
about them that sets t hem apart? Arc they clogged by a fate, destiny 
or a hi gher power? Does t hat fate or higher power grant them aiel 
while damning them at the same time? 

If you've answered Yes to a ll of the above, there might be an 

emotiona l attribute at play. 

275 
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Examine the source or inspirational material for the character type. Is 

there a Lheme in the source material that applies to all of the characters 

of this type? Is there a com rnon set of behaviors? 

IJ the answer to the source material questions is an unalloyed Yes, then 

there might be cause for an emotional attribute. 

The fina l question is the most important: Can these quirks and 

behaviors be attributed to other, standard Burning Wheel mechanics? 
Can you ascribe a trait to the character that would encompass his 

quirks or nature? Are the themes of the character just evocation s of 

skills or Circles or Resources? If the answer to any of these questions 

is Yes, then there's no need to design a new emotional attribute or pick 

from an extant one. There's no emotional attribute at play. 

However, if the quirks and abilities are thematic, speak of an inexorable 

fate arid fall outside the standard Burning Wheel mechanics, then 

there's proba bl y an emotional attribute at play. As I mentioned above, 

they're rare. 

In a broad cross-section of literature, sorcerers are distorted and 
;JUnished for us in!! their unnatural rowers. The nature of the runishment 
is never umform, but it is always a corrurtion of the outward form that 
reflects the disease of the soul within. 

Grief, Greed, Hate 
Once you've identified a need for an emotional attribute for your 
characters, you've got to quantify it. The simplest way to do that is to 

name it . Give it a short, sharp, one-word name. 

For examrle: {irief {ireet{ Hate, Faith, Honor, Shame, Sf de, Fanaticism 
or C.orrurtion. 

After naming the attribute, you need to describe it in brief. In a single 

sentence, describe what it represents. Grief represents the burden of 
immortality on the Elven soul. Hatred describes the Ore's self-loathing 

for being twisted and corrupted by their rejection of their Crief. Greed 
illustrates the tragedy of Dwarven life-they create masterful works of 

beauty but cannot bear to part with them. 

C.orruttion rerresents the unnatural effect ma!Jic has on those who wieltf 
it. The effect is subtle to star~ but it raridlj !JYOWS more fYOnounced 
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The End Is in Sight 
All emotional attributes h ave one thing in common: They cap a t 

exponent 10. Once 10 is reached, the character is removed from play. 

Th is creates the narrative arc that I mentioned above. At some point, 

this character is going to have an end to his story. 

Even so, these arcs are not short. En1otional attributes describe an epic, 

tragic arc. They will not bring about ruin in a clay, but they could ruin 

a life's work. 

Emotional Effects 
The effects of an emotional attribute are straighLI'orward. Ti is either 

used as a raw ability to produce a range of its own effects, or it is tapped 

to augment other abilities, but it's rarely, if ever, tested on its own like 
Power or Will. 

In other words, you don't make Cirief tests to 3rieve. You use Cirief to 
allow the emotion to affect other rolls or as a barometer of 3rowth and 
chan3e for the character. 

Corrurtion shows how evil and unlucky the ma3e is. 

Raw Attributes 
The simplest way to use an emotional attribute is 1.0 usc the raw al.l.ribuLe 

as an ability to generate magical effects. 

Faith is tested on ds own to 3enerate a series of ma3ical effects
blessinjs, miracles, revelations. O!Jstacles for the ability ran3e from 3 

to 10. 

Tap the Attribute 
Emotional attributes can be u~ed to gain bonus dice or special artha 

effects . 

The Honor and Shame attributes allow the rlayer to srend fate and 
rersona roints to tar the attribute to 3ain access to more dice. Fate 
points allow the attribute to hefr a test usin3 the standard hefrt'nj rules. 
Pers(ma roints jive the ability to use the attribute as a dice pool that can 
be drawn from. 

Ancestry allows the player to substitute the attribute for one of his stats. 
He may also use artha to draw on the ability, but in this case indirectly 

m 
s 
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It ads more like a trait. He 3ets + 1D for each Belief that relates to his 
charader's ancestry. 

Corrurtion allows the rla;er to faJ a fate roint to use his emotional 
attrihute to heft another skill or stat test. A rersona roint Jrants the 
momentary ahilifj to suhstitute Corrurtion for another skt!l or stat test. 
Am:{ tf a deeds roint is SfCI1~ the Corrurtion exronent ma; he added to 
the test rather than dou6/in3 the dice. 

Other Magic 
Emotional attributes can also use any of the effects described in the 
previous chapter, the Magic Burner. If you choose to go this route, be 
sure to develop a strong concept for what the magical effect is. Develop 
an interesting technique, price and limit. 

Range of Experience 
Emotional attr ib utes use a special condition for advancement in 
the game called situational tests. In addi tion to earning tests for 
advancement via the sta ndard mechanics, emotional attributes earn 
tests for advancement based on the roleplaying con tent of a scene. A 
descr iption of some horror or wonder in the course of a game may be 
eno ugh to trigger a test for advancement. 

You must. build a range of experience for the emotional attribute that 
describes the whole of its narrative arc, from the first pin-prick to the 
final , world -shattering event. This process is fun. Take a moment to 
th ink about how it all starts. Think about the innocent remarks or 
unknowing actions that set one down the path. Then imagine the 
ultimate end for the characters . How does t he world come crashing 
down? Once you have those two signposts, you can fill in the details in 
the middle with an escalat ing series of conditions and events. 

The events must be thematically appropriate to the emotional attribute. 
What might be mundane to some cou ld be soul-shattering to a character 
with a particular emotional attribute. 

Obstacles 1 to 3 
Obstacles 1 to 3 should encompass simple, everyday events and actions . 
Cleanliness., appreciation of beauty and news of a tragedy are examples 
of simple triggers. 
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'-Jt'nj or commt'ttt'nj a willful falsehood Castin!J a spell. Learn in!! a new 
spell. Summom'11!J an imp for anJ purpose. Phjsicallj causin!f harm to 
another person. Casti11!J a spell that affects another person. Leamin!J a 
new facet or school of ma3ic. Summom'nj a 3reater imp for anJ purpose. 
Pajin!J tribute to a demon. Discoverin!J a marked item. 

Obstacles 4 to 6 
Obstacles 4 through 6 describe events that do happen in life, but 
they're rare and certainly don't happen to everyone. Murder, theft and 
other tragedies fall into this category. Also, learning secrets about the 
at tribute or the mysteries of the setting fall into this range. 

Mutdatin!J an animal, human, £/(, Ore, Dwarf, etc. Castt'n!f a spell 
with harmful intent. Summon in!! a lesser demon for anJ purpose. 
Commantlin!J a demon to perform a social service {as per Summonin!J) 
Ownin!J a marked item {as per £nchantt'n!f) Murder, bJ anJ means. 
Summonin!J a demon for anJ purpose. Commantfi11!J a demon to perform 
a phpical service that /earls to the injury of a person {as per Summonin!J) 
Bet'n!f Marked bj a demon {as per Summoni11!J) Torture-to cause 
phjsical anti emotional pain to a subject so as to extract information or 
tfen've pleasure from them. Summom"n!J a 3reater demon for ao/ purpose. 
Commantlin!J a demon to perform a phjsical service that /earls to the 
death of a person (as per Summonin!J) Payin!J a phjsical price for a 
service {as per Summonin!f) 

Obstacles 7 to 9 
This range of obstacles is reserved for the outlandish and otherworldly. 
For these events to transpire, the character must be looking for trouble. 
He's in harm's way, risking his very soul, and this is how he is affected 
by it. 

When Dwarves munler out of (;reed, thCJ (all ti-t to this ran!fe of situations. 
What are common crimes for Men are soul-crusht'n!f moments for 
Dwarves. For Orcs, these tra3ic events encompass s/au3hter in massive 
battles anti the loss of precious heirlooms. 

For Corruption: Necrophilia. Commandt"n!J a spirit service from a demon 
{as per Summom"n!f) Owm"n!J manJ marked items (as per £nchantin!J) 
Necropha3ia. Sellin!! the soul of another to a demon. Bein!J possessed YJ 
a demon. 
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Obstacle 10 
This i.s the final act. Obstacle 10 events must be world-shattering, not 
just for the character, but for the ver y game itself. 

Dwarves must ad in the most selfish and destructive manner to reach 
tht's state. They must destroy the hatl'iness and livelihood of others so 
that they mtjht own that very hal'l'iness. It's an imrossible tral' for 
the Dwarves, but their {1reed drives them to such irrational and evd 
lel1jths. 

Orcs hit this !'oint with a burst of self-reflection-when they reaft'ze 
they will never escare their Hatred and they jive "!' all hore of any 
rern'eve from their doomed existence. 

For Corrurtion, the ultimate condition is selling your own soul to a 
demon. 

Building the Range 
Each obstacle must have at least one event ti ed to it. The lower ranges 
should have two or three events per obstacle point. The higher ranges , 7 
a nd up, might: only have one condition each ., but they can have as many 
as the designer desires. 

Sp read your conditions around. What you're doing is building a relative 
moral sca le. You're indicating which events or situations have more 
weight than others. When doin g thi s, be flexible. Think not only about 
wh a t yo u want to encourage and discourage, but also about which 
obstad es lack descriptions a nd which have too many. Don't be a l'ra.id to 
shift the items around a bit until you have a nice range. 

J n ge nera I, good , moral or ethica l acts should be difficult:. Ev il , 
destructive or malicious acts should be easy. 

Game Mechanical Events 
When bu ilcl i ng the range, in addition to narrative-driven effects, you 
may insert game mechanical events. These events may include testing 
certain abilities, advancing certain abilities, casting certain types of 
spell s, or using ga me ab i I iti es against specific targets. These particular 
events are easier to put on the scale. Their obstacle for advancement 
should be equivalent to their test ing obstacle. 
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Testing the Ability 
And , of <.:O IIrsr , trsting the ability in play is a lso a fine way to earn tests 

for adva n<:ement. 



1'h(··. tl . JJ , · agw urrwr 

Starting Questions 
"Starting questions" are another engaging aspect of emotional 
attributes . In order to generate the starting shade and exponent for 
the ability, the player is asked a series of questions. The intent is for 
the player to answer them as if he were in the role of his character. 
These help give the character a sense of history and personality. They 
also let the player make a firm statement about how tied he is to this 
attribute. 

Ask tough questions about the character's past, his moral grounds and 
his relationships. Force the player to think about who his character is. 

+ 1 t( the character has ever fro/ed alone at 11ijht to remote, u11holy 3ods 
to aid him. 

+ 1 t( the character has ever e11tered a fad with a demo11. 

Tie your questions to the Health, Steel and Faith questions. If the 
answers all intertwine, the decisions have more depth. Link the 
questions to lifepath choices as well. This has the effect of binding the 
character to his fate. He could have chosen another path, but he chose 
this one instead. 

Advancement for 
Emotional Attributes · 

The upper limit for all emotional attributes is 10. Once exponent 10 is 
reached, however, the character is removed from play. Therefore, the 
practical playable limit is exponent 9. 

Exponents 9 and 10 are very hard to achieve in game, but far from 
impossible . Therefore, each test against an emotional attribute is a 
significant event. It brings the character one step closer to leaving this 
world. 

Ascend, Descend or Transcend Again 
When designing an emotional attribute, consider what happens when 
a character reaches his limit. What changes in the character? What 
titanic shift causes him to leave this life behind? Does the emotion 
overcome him and kill him? Or does it cause him to lock himself away? 
Does he physically change form? Does he transcend and go forth to join 
his god? Do his demons burst forth and drag him to hell? 
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Decide the fate of those with this ability. Think of a handful of evocative 
and indicative character traits that hint toward the final fate. Sprinkle 
them along the journey. As the emotional attribute exponent advances., 
the traits are earned. 

CoYYUftion inflicts a series of e!JYe!Jious traits on its host. ultimately, the 
coYYuft are transformed and then taken bJ the dark fOWeYs. 

Characters with Faith bear sttjmata, Sfeak in ton!Jues, weef 
uncontrollably, bear si!jds or si!jns on their flesh, have their bodies warted 
and manifest halos. When e.xfonent 10 Faith is reached, the character 
ascends {or descends} to join his !Jot!. 

Routines Always Count 
Dwarven Greed uses the Routines Always Count rules tweak. This 
indicates that, for advancement, routine tests count no matter what the 
exponent. Routine tests usually stop mattering once you hit exponent 5, 
but in this case, the routine category remains open. The player can fill 
any two of the three categories-routine, difficult or challenging-to 
advance the exponent from 1 to 10. 

This is, essentially, a limit on emotional attributes. It should be used 
for particularly powerful specimens that have very ugly fates waiting 
at exponent 10. 

Emotional Attributes and Artha 
Emotional attributes, more than any other aspect of the game, use the 
Artha Effects tweak from the Magic Burner. Artha Effects opens up 
additional feats on which artha may be spent. 

Fate 
Fate points can be used with emotional attributes to add dice to rolls , 
rather than make rolls open-ended. This is a powerful ability. Not every 
emotional attribute should allow this. 

Authority, Honor and shame taf into this fOWeY. 

CoYYuftion allows the flayer to fal a fate toint to use his emotional 
attribute to heft another skill oy stat test. 

h1 s 
0 ,_ ..... 
0 
i:j 
~ -



'11ze llm.dc llurner 

Persona 
Persona points can be used to tap into emotional attributes. A persona 
point is typically worth one die. \Vhen spenl on an emotional attribute, 
it allows the player to access the exponent as a die pool from which he 
can draw dice as needed for the test. Doing so must always count as a 
test. for advancement for the emotional attribute relative to the amount 
of dice drawn out. Again, this is a powerful ability and should not come 
stock with every emotional attribute. 

Ancestry, Fanaticism and (1yeed use this poweY. 

A peYsona point 3mnts the momentary aht!ity to substitute CoYYuption 
(oy anotheY ski// oY stat test. 

Deeds 
Deeds points spent on emotional attributes allow a player to add the 
attribute dice to his roll , rather than doubling his dice. I strongly 
recommend that this also incur a test for advancement for the emotional 
attribute. This ability is not overwhelmingly powerful, but it offers a 
nice perk. 1 recommend giving il to most emotional attributes. 

Hate and 4ne( two of mj (avoYites, hoth tap into this. 

!(a deeds point is spen~ the CoYYUption exponent mal he added to the 
test mtheY than douh/in3 the cltce. 

Epiphany 
Artha spent tapping an emotional attribute counts toward the epiphany 
for the attribute, not toward the stal or skill being tested. 

Peer Review 
After designing an emotional at1Tibute, subm it it to your play group for 
review. Encomage them to make suggestions and modifications. If the 
group feels the emotional attribute is tmfinished or overpowered, d1ey 
may decline to include it in their current game. 
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