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Average (D
1)

1 round/M
om

entum

You aw
aken in the astral realm

, outside your body. Your astral form
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eter or so above the ground, able to observe the w

orld but 
invisible to m

ortal eyes. A
stral characters can be harm

ed, and contact w
ith 
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ents such as earth, stone, ice, w

ater, � re and strong w
ind in� icts 

2§
 burning dam

age. Regular w
eapons act as if the target has 4§

 Cover 
Soak, and targeting an astral traveler is an Epic (D

5) D
i�  culty. A

stral travelers 
can seek cover but can’t utilize arm

or.
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Casting Cost

D
i�  culty

D
uration

1 Resolve
Average (D

1)
Special

A
 targeted being w

ho can hear and understand you engages in a Struggle w
ith 

you, resisting w
ith a Challenging (D

2) D
iscipline test. If you are successful, 

the target is Staggered (but you can choose to suppress the e� ect w
ith an 

intelligent being). You can then com
pel the victim

 to perform
 an act based on 

the M
om

entum
 results. The victim

 w
ill continue to follow

 that com
pulsion 

for as long as it m
akes sense to them

.
You can use Enslave to spook an anim

al. If m
ounted on the anim

al, the 
rider m

ust succeed at a Challenging (D
2) A

nim
al H

andling test to bring the 
anim

al back under control. You can spook one anim
al per M

om
entum

 spent.
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EN
SLAVE (2 O

F 2) EXAM
PLES

And N
ow

 You M
ay D

ie
D

i�  culty: D
aunting (D

4), includes Slay
First you m

ust successfully Enslave a victim
 and force a risky or unw

anted 
behavior. N

ext, attem
pt a D

ire (D
4) Sorcery test to snu�  out the victim

’s w
ill to 

live. This is a Struggle and in� icts 1 W
ound plus 1 additional W

ound per point 
of M

om
entum

. If the victim
 survives, the W

ounds w
ill be revealed as illusory.

Calm
ing the Flock

D
i�  culty: D

aunting (D
4), includes Fortune Favors the Bold and Com

panions
M

anipulate a large group of people into acting calm
ly, despite w

hat m
ay be hap-

pening. Struggle against the strongest-w
illed character, w

ith Di�  culty increasing 
one step for every 4 M

inions or 2 Toughened characters. Victim
s w

ill engage 
in any harm

less act you suggest, rather than reacting to strange occurrences.
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R O

F TH
E GO

D
S

Casting Cost
D

i�  culty
D

uration
1 Resolve

Average (D
1)

Special

You give a spell to the gods, trusting them
 to deliver it at your tim

e of need. 
Choose another spell and cast it, spending 1 Fortune point as you do. This 
point cannot be regained w

hile Favor of the G
ods is active. The gam

em
aster w

ill 
m

anifest the spell at a tim
e they judge correct, or you can spend an additional 

Fortune point to invoke it as a Free A
ction. M

ultiple castings are possible, each 
costing a Fortune point.
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FO
RM

 O
F A BEAST (1 O

F 2)
Casting Cost

D
i�  culty

D
uration

1 Resolve per 
Round or Scene

Average (D
1)

As D
esired

Transform
 into an anim

al, gaining a N
atural attack of 4§

. Creatures your size 
are A

verage (D
1) D

i�  culty. Challenging (D
2) D

i�  culty for ½
 or 1 ½

 tim
es your 

size, sm
aller or larger is Daunting (D3) Di�  culty. You gain no pow

ers associated 
w

ith the creature. Su� ering Traum
a m

ay m
ake you forget your hum

an nature 
and m

ake the spell perm
anent.
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Type

D
i�  culty

E� ect

Feral W
ithin

Average (D
1)

N
o cosm

etic e� ects. Keep the bene� ts but 
look hum

an.

A Beast in Part
Variable (DX)

Transform
 part of the body to unsettle others. 

Average (D
1) Threaten action, as if the spell 
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ere Persuade w

ith 2§
 of M

om
entum

 to 
the Resolve dam

age.

Bypass the W
ild 

Veil
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1)
D

etect a creature that has, or has had, an 
altered shape.

Restore and 
Ennoble

Epic (D
5)

Return self or another to hum
an form

.
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F 2) EXAM
PLES

Banished to the D
eepest Pits

D
i�  culty: D

ire (D
4), includes O

pen the G
round

The earth opens directly below
 the target, w

ho m
ust m

ake a D
aunting (D

3) 
A

crobatics test or fall three stories. If cast on a cli�  face, the target falls to 
the cli� ’s base.

To Crack the M
ightiest W

alls
D

i�  culty: Epic (D
5), includes Earthquake and Cease the Call

You call up and dism
iss a m

ighty earthquake. A
ll creatures in range m

ake a 
Challenging (D

2) Resistance check or take 1 W
ound. A

ll structures gain 1 Fault, 
w

ith sm
all or w

eak structures collapsing.
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You bring forth visions to w
rack the senses. Struggle against the target, w

ho 
resists w

ith a Challenging (D
2) D

iscipline test. Your success causes them
 

to w
itness illusions you create, and treat them

 as real. This spell can spook 
anim

als, forcing a Challenging (D
2) A

nim
al H

andling test as a M
inor A

ction 
to control the creature. This use costs 1 M

 per anim
al after the � rst a� ected.

You either see the illusions you create or m
ake a Sorcery test instead of 

W
illpow

er in the struggle to see both the illusion and the reality beneath.
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nife

D
i�  culty: Challenging (D

2), includes H
aunt the M

ind and Sorcerous Feint
A

n illusory shard of steel forces the target to � inch aw
ay or take 3§

 dam
age.

Vistas of the Im
agination

D
i�  culty: Challenging (D

2), includes H
aunt the M

ind and A
 Sight Seared 

into M
em

ory
Cast on w

illing collaborators, you present a vivid and m
em

orable display to 
com

m
unicate inform

ation, cem
ent plans, or inspire.
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See Below
Average (D

1)
1 round or Scene/
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entum

Prior to encountering a spirit of the dead, you can quiet the spirit through 
rem

em
brance and sacri� ce. Spend 1 Resolve, cut your hand for 1 Vigor dam

age, 
and provide 2 G

old in treasure. If you lack the G
old, you can spend additional 

Vigor in place of each G
old you do not spend.

Success quiets one angry spirit, m
aking any action increases the D

i�  culty 
by one step.
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Seek the Council of Shades
D

i�  culty: D
aunting (D

3), includes H
old Congress w
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ead and the 

Seek Inform
ation.

Cast w
here ancestors are properly buried, you can ask inform

ation and seek 
their council. G

ain the answ
er to one question from

 a circle of ghosts. Roll 
2d20 for Lore, w

ith Target N
um

ber 10, Focus 2. Spend M
om

entum
 from

 this 
test as additional d20s or to ask additional questions. Com

plications represent 
a corrupt answ

er, peppered w
ith aggrandizem

ent, hostility, or answ
ers aim

ed 
to achieve the spirits’ ow

n agendas.
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F 2)

Casting Cost
D

i�  culty
D

uration
1 Resolve

Average (D
1)+

1 scene/M
om

entum

Call up and bind the angry dead into their ow
n bodies, or those of others, to 

serve as undead w
arriors until they are freed from

 the spell.
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Treacherous 
Bone
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Take control of a skeleton w
arrior that has 

broken free.

Tie the Silver 
Cord

Epic (D
5)

Force a new
ly dead spirit back into its body. 

If the body heals at least 1 W
ound in the next 

round, it returns to norm
al life.
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Casting Cost
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i�  culty
D

uration
1 Resolve

Average (D
1)+

Variable

Reach into the darkness and call into being and service a horror of the O
uter 

D
ark. You call a speci� c creature, w

hich you m
ust know

 exists and m
ust know

 
som

ething about. The sum
m

oned creature acts as it w
ill, obeying a sim

ple 
com

m
and from

 you each round if you succeed on an A
verage (D

1) Sorcery test.
This spell grants no im

m
unity to the Fear m

ost horrors cause. Som
e 

H
orrors w

ill require additional o� erings or gifts before perm
itting them

selves 
to be sum

m
oned.
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points of H
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Fortune points to use in casting this spell. 
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destroyed in your service, at w
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e you 
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ust also succeed on a Resistance test or die 
instantly.
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D
i�  culty

D
uration
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1)+
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ords and play an instrum
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eather to create a 

storm
 to beset your enem

ies. Such spells are hard to control, and the gam
em
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can use Consequences or D

oom
 to continue or alter the storm

.
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Type
Cost

Result
Call Clouds

1
Clouds � ll the sky, reducing penalties from

 sunlight.
Call Rain

2
Light rain falls, turning � elds to m

ud.

Call the Storm
3

Ferocious, stinging rain turns ground to m
ud. All 

activities are at +1 D
i�  culty.

Call the Tem
pest

4

M
ighty tem

pest overturns ships and hom
es and tosses 

about travelers. Anyone in the open m
akes a Challenging 

(D
2) Resistance check or takes 4§

 dam
age every scene 

they are exposed.
Continue the Call

1
E� ects last one scene longer.
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A

 handful of this alchem
ical pow

der produces results ranging from
 a bright 

� ash and loud bang to truly destructive explosions.
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Area, Fearsom
e
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D
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W
D

ERS
Three types of these pow

ders exist, ranging from
 grains of sand throw

n into 
the eyes, through perfum

ed dust that sticks to the face, to acidic burning salts.
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3)
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Blinding, Incendiary 2
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 FABRIC

M
ixing the juice of the upas tree into rope or fabric increases the regular 

protections of cloth and steel. The exam
ples on this card provide guidance 

to gam
em

asters for designing other reinforced item
s. Ingredients listed are 

required per +1 of additional arm
or Soak, w

ith a m
axim

um
 bonus being +2.
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Challenging (D
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Any other hit location
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3)
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TALISM
AN

S
Providing protection from

 m
ental assault, these enchantm

ents provide Soak 
against Resolve dam

age. They take m
any form

s, for exam
ple body paint, a 

pendant, or a pouch of pungent herbs.
The D

i�  culty of constructing a talism
an is equal to the Soak it provides 

but can be reduced by one step for every H
indrance it carries. A

 H
indrance 

indicates an attribute w
here all skill tests are increased by one D

i�  culty step, 
or the H

indrance can be M
addening or Poisonous:

■
Poisonous: W

hen the w
earer su� ers H

arm
, the m

ixture enters the body 
and does 2§

 dam
age

■
M

addening: W
hen the w

earer su� ers a H
arm

, they lose 2§
 Resolve.

Regardless of how
 m

any H
indrances are placed on a talism

an, they cannot 
provide Soak above 5.
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LOTU
S PO

LLEN
Lotus pollens have varying e� ects based on the plant and how

 it is prepared.
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M
AK

IN
G A PETTY EN

CH
AN

TM
EN

T
Petty enchantm

ents are created by com
bining various ingredients in the proper 

ratios and producing spectacular e� ects. The ingredients are often com
m

on. 
It’s the know

ledge of how
 to com

bine them
 that is rare. A

ll but the rarest 
ingredients can be purchased betw

een adventures via Carousing.
O

nce ingredients are acquired, an A
lchem

y test is needed to convert them
 

into the petty enchantm
ent. U

nless using the Ingredients option (see opposite 
side), all petty enchantm

ents use 1 Ingredient in their construction.
A

 Sim
ple (D0) petty enchantm

ent is m
ade autom

atically by anybody know
ing 

the form
ula. G

reater D
i�  culty enchantm

ents require an appropriate Talent.
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PATRO
N

S
The m

ost pow
erful aspects of sorcery require a m

aster to train the student. 
A

ll player character sorcerers m
ust select the Patron talent (page 83) to fur-

ther m
agical studies beyond lore. A

 dem
and m

ust be paid to gain the bene� ts 
of the talent. A

 dem
and costs 5§

 in G
old, V

igor, or Resolve, paid during 
U

pkeep. The gam
em

aster and player w
ill choose its speci� c nature, based on 

the speci� cs of the patron.
Lost V

igor and Resolve are healed norm
ally, though any W

ounds and 
Traum

a rem
ain and m

ust be dealt w
ith during U

pkeep.
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■
SPELL D

U
RATIO

N
A

 sorcerer spending M
om

entum
 can use the abilities of a spell w

ith D
uration 

for the D
uration purchased. If no M

om
entum

 is spent, the spell only lasts for 
a few

 m
om

ents. 
For exam

ple, using astral sight and spending no M
om

entum
 allow

s the 
sorcerer to look for obvious Sim

ple (D
0) om

inous m
agical threats. The result 

is determ
ined instantly. Spending M

om
entum

 for additional D
uration for the 

sam
e spell allow

s the sorcerer to take a Standard A
ction to use O

bservation 
w

hile looking for an invisible and hiding entity, an A
verage (D

1+) Struggle. 
U

nless the sorcerer spends M
om

entum
 to extend a spell’s duration, they 

m
ust use any rem

aining A
ctions in that turn to take advantage of the spell’s 

e� ects. The sorcerer m
ay also purchase additional Standard A

ctions norm
ally.
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CASTIN
G A SPELL

To cast a spell, a sorcerer can take a M
inor Action to Focus. This is a M

inor Action 
speci� c to Sorcery use, requiring no roll but still allow

able only once per turn.
A

fter focusing, the sorcerer m
akes a Sorcery test of a D

i�  culty set by the 
speci� c spell attem

pted. Sorcery is inherently dangerous, w
ith every failed 

die roll causing a Com
plication, and a roll of 20 causing tw

o Com
plications. If 

the sorcerer cast w
ithout � rst focusing, the second Com

plication takes place 
on a roll of 19 or 20.

A
 spell creates an e� ect the sorcerer can use, but that usage requires addi-

tional actions and skills. This m
ay require spending Fortune or M

om
entum

, 
or casting the spell over m

ultiple turns.
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LEARN
IN

G A PETTY EN
CH

AN
TM

EN
T

A
nyone w

ith the A
lchem

y skill can attem
pt to m

ake any petty enchantm
ent 

w
ith a base D

i�  culty of Sim
ple (D

0).
To m

ake petty enchantm
ents w

ith higher a D
i�  culty, the sorcerer w

ill 
need a talent that grants that access, such as the M

aster of Form
ulae or D

abbler
talents (page 58). The Patron talent (page 169) allow

s the sorcerer to purchase 
a variant of the M

aster of Form
ulae talent w

ithout needing any prerequisites. 
The Patron talent also grants one petty enchantm

ent for free.
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ATTACK
IN

G W
ITH

 A PETTY EN
CH

AN
TM

EN
T

M
ost petty enchantm

ents create a piece of equipm
ent to be w

orn or placed, 
w

ith no skill test needed to use it. 
A

ttacking w
ith an alchem

ical w
eapon such as blinding pow

ders, burning 
liquids, exploding pow

der or lotus pollen are handled as Ranged W
eapon 

attacks. The A
lchem

ist talent (page 58) allow
s substituting A

lchem
y for 

Ranged W
eapons. The gam

em
aster m

ay allow
 Ranged W

eapon talents to 
a� ect alchem

ical attacks, but they them
selves do not have the Volley Q

uality.
To com

bine an alchem
ical attack w

ith a Volley w
eapon (such as adding 

lotus pollen to arrow
s), the e� ects are determ

ined separately but the attack 
is not. In these cases: 
■

   Resolve w
hether the attack hits

■
   Resolve w

eapon dam
age

■
   Resolve alchem

ical dam
age
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Be able to cast the sam
e spell

■
Pay the Resolve cost of casting the spell
Treat this as if the resisting sorcerer w
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of any equipm
ent, talents, or other relevant e� ects. If the counter m
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H

um
an sacri� ce is necessary to pow

er som
e of the m

ost pow
erful spells. If a 

sorcerer practices ritual hum
an sacri� ce w

hile casting, the sacri� ce grants 1 
M

om
entum

 for every order of m
agnitude involved. A

 single hum
an grants 1 

M
om

entum
, 10 grants 2, 100 grants 3, etc.

Sacri� cing hum
an beings is inherently evil, and the gam

em
aster should 

add the equivalent points to the D
oom

 pool w
henever it is used or enact ill 

e� ects like or inspired by the follow
ing.

■
2§

 D
oom

 per M
om

entum
 earned

■
2§

 Resolve lost per M
om

entum
 earned

■
Prem

ature aging of 1§
 years per M

om
entum

 earned
■

A
 perm

anent, m
inor deform

ity or physical a�  iction
■

N
on-player characters nearby su� ering a strange disease
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D
 TALISM

AN
S

Rare is the sorcerer w
ithout a collection of talism

ans and trinkets built up over 
m

any years of tutelage. This personal collection of item
s rea�  rm

s the sorcerer’s 
role, both to them

selves and to onlookers. W
ithout their garb, all Sorcery tests 

are at one level greater D
i�  culty, re� ecting the devastating e� ects of losing 

these tools of the m
agical trade.

Bene� t: W
ithout such garb, all Sorcery tests increase by one Di�  culty level.
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LIBRARIES
Libraries vary in size and are used by sorcerers as reference m

aterials to aid 
Sorcery tests. They are rated according to their size and subject.

Personal libraries are a sm
all collection of books and scrolls carried w

ith 
a sorcerer, granting 1 bonus M

om
entum

. Reference libraries are independent 
buildings containing m

aterials covering m
any subjects, and grant 2 bonus 

M
om

entum
. A

cadem
ic libraries have specialized, esoteric inform

ation and 
know

ledgeable sta� , granting 3 bonus M
om

entum
.

The A
vailability and Cost listed for A

cadem
ic and Reference libraries do 

not refer to ow
nership, but rather m

em
bership dues, bribes, and sim

ilar costs 
associated w

ith access to such a space. Founding one’s ow
n such library costs 

at least 10 tim
es the listed price, and is a task on par w

ith founding a � efdom
. 

It could be the focus of an entire cam
paign arc.

B
ene� t: Bonus M

om
entum

 to Sorcery tests based on type of library.
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M
AGIC ARTIFACTS

A
side from

 petty enchantm
ents, item

s w
ith true m

agical properties are 
unique item

s, the focus of entire cam
paigns rather than sim

ple pieces of 
special equipm

ent.
A

 given m
agic artifact m

ay have one or m
ore im

provem
ents, available to the 

user either autom
atically or as the result of a successful Sorcery or other test.
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LIST O
F SPELLS, A TO

 G
A

stral W
anderings: Visit other places in astral form

 (page 173).
A

tavistic V
oyage: Project your perception into the past (page 174).

Com
m

une w
ith N

ature: Call w
ild beasts to serve you (page 175).

D
ism

em
ber: In� ict physical dam

age on a foe (page 177).
Enslave: Control another being (page 177).
Favor of the G

ods: Save a spell to aid you later (page 179).
Form

 of a B
east: Transform

 into a natural creature (page 179).
Fury of the Elem

ents: The earth itself strikes an area or structure (page 181).
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CHILD OF DERKETA
A creature brought to the world via the Summon 
a Horror spell. Spirits of disease and infection, 
they spread plague with their very presence. 
These easily panicked spirits � ee in the presence 
or a healer’s medicine only when emboldened by 
Momentum spend (see page 186). Once a Child of 
Derketa is banished, the diseases can be treated.

Child of Derketa 
(Minion/Toughened)

AT
TS AWA INT PER WIL AGI BRW COO

12 10 5 8 14 7 5

F.
O

.E
. Combat — Movement 3

Fortitude — Senses 2
Knowlege — Social —

ST
RE

SS Vigor — Armor 10
Resolve 4/8 Courage —
Armor Incorporeal

Attacks
■ Diseased Touch (M): 3§, Vicious 1, 

Persistent 5, Vile, see Special Abilities
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Special Abilties
■ Diseased: A character affected by the Vile 

quality of Diseased Touch becomes infected. 
Any character in their company must make 
an Average (D1) Resistance or Healing test 
or take +5§ damage. Once the Child is 
banished, a Challenging (D2) Healing test 
cures the disease.

■ Easily Panicked: If struck by a character, 
the attacker may roll Threaten damage in 
addition to regular damage. Any character 
may use the Healing skill to inflict mental 
damage of § equal to the character’s 
Healing Focus.

■ Fear 2
■ From Darkness Born: Can squeeze through 

any crack light can pass.
■ Horror: Can be summoned by Summon a 

Horror spell.
■ Incorporeal 10
■ Intruder: Has Movement Expertise 5 until 

its first attack.
■ Night Vision
■ Unliving
■ Vile: Each injury effect counts as one 

Wound, which must be healed before any 
other healing works.
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SHADOW ON THE WALL
A creature brought to the world via the Summon 
a Horror spell. A shadow of the caster, imbued 
with independence and freed to do its master’s 
bidding, its size is dependent on the light source 
that gave it entrance to this realm.

Shadow on the Wall 
(Minion/Toughened)

AT
TS AWA INT PER WIL AGI BRW COO

10 10 5 5 14 10 14

F.
O

.E
. Combat 1 Movement 3

Fortitude — Senses 1
Knowlege — Social —

ST
RE

SS Vigor 5/10 Armor 4
Resolve 3/5 Courage 4
Armor Incorporeal

Attacks

■ Claws of Shadow (M): Reach 1, 5§, 
Fearsome 1
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Special Abilities
■ Fear 2
■ From Darkness Born: Can squeeze through 

any crack light can pass.
■ Horror: Can be summoned by Summon a 

Horror spell.
■ Intruder: Has Movement Expertise 5 until 

first attack.
■ Night Vision
■ Shadow of Its Master: Shadow identical to 

its summoner. Daunting (D3) Observation 
test recognizes its caster.

■ Unliving
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THE SERPENT RING OF SET
A unique and powerful artifact, ancient when the 
world was still young, it functions as a Patron, 
Familiar, and Circle of Power. It is cast into the 
shape of a double-coiled serpent, with weirdly 
glowing gems set for its eyes.
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THOTH-AMON OF THE RING
A sorcerer of the Black Ring cult, Thoth-Amon 
wields the Serpent Ring of Set, an artifact of 
immense power. He is a powerful sorcerer in 
his own right, and with the power of the ring 
and the blessing of Set himself was long held as 
a prince among sorcerers throughout the world.

Cast from power with his ring stolen and lost, 
he stalks the world in search of power and the ring, 
acting all the while as a pawn of Set in the great 
game to claim the fate of the Hyborian world.

Thoth-Amon of the Ring
(Nemesis)

AT
TS AWA INT PER WIL AGI BRW COO

13 13 6/8 8 9 10 10

F.
O

.E
. Combat — Movement 2

Fortitude 2 Senses 2
Knowlege 4 Social 3

ST
RE

SS Vigor 12 Armor 4
Resolve 15 Courage 5
Armor Treated Robes
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Attacks
■ Serpentine Dagger (M): Reach 1, 4§, 1H, 

Hidden 1, Parrying, Thrown, Unforgiving 1
■ Veiled Threat (T): Range C, 7§ mental, 

Stun

Special Abilities
■ The Serpent Ring of Set: A unique and 

powerful artifact described on the Serpent 
Ring of Set card.

■ Addict: Without the Ring, Thoth-Amon 
suffers a two step Difficulty increase on all 
Sorcery tests.

Doom Spends
■ Masterful Sorcerer: Thoth-Amon knows 

any spell the gamemaster requires and 
can spend Doom instead of Momentum to 
empower spells.
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SORCERY TALENT TREESORCERY TALENT TREE
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SORCERY TALENTS
■ Barter Your Soul: Trade Resolve for addi-

tional spells (page 167).
■ Curse: Spend 1 Fortune to bind a spell to a 

creature (page 168).
■ Enchanter: Bind spells into treasures 

(page 168).
■ Enduring: Extra Momentum to increase 

spell durations (page 168).
■ Everlasting Sorcery: Bind a spell to an 

inanimate vessel (page 168).
■ Life Eternal: Terrible bargain for eternal 

youth (page 168).
■ Pact: Gain an additional teacher (page 

169).
■ Patron: Gain a patron and Master of 

Formulae talent (page 169).
■ Sorcerer: Lose 2 § Resolve to gain a spell 

(page 169).
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ALCHEMY TALENTS
■ Alchemist: Re-roll 1d20 when attempting 

an Alchemy test, and substitute Alchemy 
for ranged weapons when using an 
alchemical weapon (page 58). 

■ Dabbler: Create any petty enchantment 
desired, regardless of Di�  culty, but 
requires three times the number of ingre-
dients for a petty enchantment for which 
the alchemist does not have the Master of 
Formulae talent (page 58). 

■ Master of Formulae: When using a 
chosen petty enchant ment, the alchemist 
may attempt higher Di�  culty tests to 
increase its power (pages 58 and 163). 

■ Master Alchemist: Roll 1§ when work-
ing with ingredients on any petty enchant-
ment that the alchemist has the Master of 
Formulae talent for. An E� ect means that 
one ingredient is saved (page 58). 

ALCHEMY TALENTS
■ Alchemist: Re-roll 1d20 when attempting 

an Alchemy test, and substitute Alchemy 
for ranged weapons when using an 
alchemical weapon (page 58). 

■ Dabbler: Create any petty enchantment 
desired, regardless of Di�  culty, but 
requires three times the number of ingre-
dients for a petty enchantment for which 
the alchemist does not have the Master of 
Formulae talent (page 58). 

■ Master of Formulae: When using a 
chosen petty enchant ment, the alchemist 
may attempt higher Di�  culty tests to 
increase its power (pages 58 and 163). 

■ Master Alchemist: Roll 1§ when work-
ing with ingredients on any petty enchant-
ment that the alchemist has the Master of 
Formulae talent for. An E� ect means that 
one ingredient is saved (page 58). 



SORCERER’S REPERTOIRE: 
WISDOM

The novice may seek powerful magic, but a sor-
cerer with intelligence realizes a � erce reputation 
and arcane knowledge yield greater returns than 
dark pacts made beneath a full moon. Wisdom 
is understanding the limits of knowledge, when 
to be silent and listen, when to let others answer 
questions you dare not ask. Far better for the 
sorcerer to cultivate a reputation for sorcerous 
knowledge than to display raw power and, thus, 
indicate where that knowledge and power ends.
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SORCERER’S REPERTOIRE: 
PERSUADE

Once a sorcerer’s nature is known, a convincing 
threat or boast can enforce the sorcerer’s will and 
can defuse threats before they become reality. 
While the Persuade skill is no prerequisite for 
Sorcery, the skill is invaluable to any who wish 
to follow that path.

With Persuade and a suitable demonstration, 
a sorcerer can live like royalty while marshaling 
vast resources for a great conjuration. Sorcerers 
are often willing to attach themselves to nobles 
and courts, who support their magical e� orts 
and provide defense.

Many a sorcerer has stirred the ambitions 
of would-be rulers by assuring them that the 
portents are good for an attempted coup or rev-
olution. When combined with the right petty 
enchantments, even the weakest sorcerer can be 
regarded as great and powerful. Honeyed words 
and earnest promises, regardless of their sincerity, 
are far cheaper than any price paid to the forces 
of the Outer Dark.
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SORCERER’S REPERTOIRE: 
ALCHEMY

The Alchemy skill can allow the uninitiated to 
create alloys, craft crude lenses, or identify metal 
from a � ame’s color, but when a sorcerer turns 
to alchemy, powerful e� ects called petty enchant-
ments result. Each petty enchantment is a formula 
the sorcerer learned and mastered, an individual 
talent for the Alchemy skill.

Some sorcerers specialize in these works, 
progressing in their mastery rather than pure 
sorcery. Petty enchantments are spell-like e� ects 
imbued into an object or substance. The result is 
not truly magical, but based on the rude science 
of the age.
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SORCERER’S REPERTOIRE: 
CRAFT

The Craft skill allows a sorcerer to bind petty 
enchantments into a form for ease of delivery. 
The most common form is a glass ball, holding the 
enchantment safe from the air. However, sorcerers 
have varied their inventions into myriad forms.

Where a sorcerer has no interest in such 
creations, they often retain a trusted expert for 
such purposes. The Alchemy skill is available to 
any character, not merely sorcerers. Most petty 
enchantments found in markets are the work 
of journeymen alchemists like this, content to 
produce such items for trade rather than as a 
route to true power.

Any character with the Alchemy skill can 
make any commercially available petty enchant-
ment, and all alchemists and sorcerers know 
that much of what laymen perceive as sorcery is 
simply the application of science and trickery. True 
sorcerers tra�  c in far greater and costlier powers.
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SORCERER’S REPERTOIRE: 
ANIMAL HANDLING

Knowing the dangers of the world serves a sor-
cerer greatly, as the prudent path expends the 
least energy and involves the narrowest risk. 
Rather than summon a beast to � ght, the wise 
know where the desired creature lairs and how 
to coax it into service. A studious magician might 
hypnotize exotic creatures and lead others to 
believe them to be conjured out of ether. While 
summoned creatures are the temporary result of 
bargaining and pact, captured and trained beasts 
are more reliable and less expensive.
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SORCERER’S REPERTOIRE: 
SURVIVAL

The Sorcery skill is not just a means of casting 
spells but is also an ability that allows characters 
attempt to detect and to recognize signs of real 
magical activity or magical properties. It can be 
used to identify magical paraphernalia and to 
know about sorcerers and their reputations. This 
makes it extremely useful as investigative skill 
that becomes much more useful when combined 
with the appropriate talents. 

The Sorcery skill can be used in teamwork 
tests with another sorcerer for joint spellcast-
ing, but this is a dangerous practice at best, as 
sorcerers are generally unreliable allies, given 
their unquenchable thirst for power.
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SORCERER’S REPERTOIRE: 
SORCERY 

Much of Alchemy requires exotic or rare sub-
stances. Thus, any sorcerer with alchemical 
knowledge or ambition will cultivate the Survival 
skill to better understand the natural world. Such 
knowledge can further extend to application of 
actual sorcery. Knowing where fractures in a 
mountain make it weakest, a sorcerer can expend 
a fraction of the e� ort others might need to pro-
duce a calamity.
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Traditions of Sorcery 
■ Western Sorcery: Practiced in the middle 

Hyborian kingdoms, learned from a 
mentor or pact. 

■ Eastern Sorcery: Practiced in the East, 
ancient traditions requiring rigorous study 
and discipline. 

■ Theurgy: The magic of the gods, learned 
from divine sources and invoked by priests 
through prayer.

■ Shamanism: Spirit-based, pre-civilized 
magic, taught by elder shamans or pacts 
with spirit entities. 

■ Witchcraft: Subtle and common, used 
everywhere and taught by a shaman or 
witch. Almost always with a familiar. 

■ Acheronian Magic: Immensely powerful 
and all but extinct, learned in scraps or 
through ghostly patrons.
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LIST OF ENCHANTMENTS 
Exploding Powder: Combustible powder, 
ignited and/or thrown (page 164). 

Blinding Powder: Fine powder or sand thrown 
into the eyes of a foe (page 164). 

Burning Liquid: Liquid that catches � re and 
explodes (page 164). 

Upas-Glass: Clear and hardened resin of the 
upas-tree, made into glass (page 165). 

Reinforced Fabric: Clothing, fabric, or armor 
hardened with upas-juice (page 164). 

Talisman: A magical item intended for a 
particu lar e� ect upon the wearer or user 
(page 167). 

Lotus Pollen: A variety of preparations from 
the (in)famous lotus plant, used for many 
purposes (page 167). 
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