
GOAL

An ancient 
Sarcophagus 
imprisoning a 

talkative Mummy

Get your soul 
back





GOAL

Awaken the 
Nameless 

Tortoise of 
Peng

A phylactery 
granting eternal 

life





GOAL

Get tenure at 
the Academy 

of Magic

A scrying mirror





GOAL

Prove the 
potency of 
your magics

A glove that 
turns everything 

it touches to 
silver





GOAL

Get revenge 
for a slight 
two decades 

past

A Cowl of 
Invisibility





GOAL

Steal back a 
sentimental 

object, 
gambled away

A small horde of 
lesser imps and 

fiends





GOAL

Create an 
army with 

which you can 
rule

An arrow that 
will always find 

its target





GOAL

Salve your 
conscience 

with heroism

An incredibly 
impressive and 
ornate staff





GOAL

Find your long  
lost sibling

A flying carpet





GOAL

Destroy your 
doppelganger

A favour from an 
elder god





GOAL

Translate an 
ancient tablet

Headmastership 
of an eldritch 

academy





GOAL

Bring your 
lover back 

from the dead

A ludicrously 
dangerous 

incantation





GOAL

Exorcise a 
troublesome 

spirit

The carcass of 
a freshly-slain 

dragon





GOAL

Improve the 
defences of 

your sanctum

A willing 
sacrificial victim





GOAL

Win the heart 
of a fair 

beauty

Bizarre liquors 
and intoxicants





GOAL

Lead the first 
expedition to 

the Plateau of 
Groog

A tame monster 
that follows 

your commands





GOAL

Heal a 
crippling 
ailment

An atlas of 
the world and 
nearby planes





GOAL

Find a suitable 
apprentice

A liberated Genie 
that owes you 
one last wish





GOAL

Transport a 
locked chest 
safely to its 
destination

The ability to 
turn into an 

animal





GOAL

Beat Death in 
a game of skill

Prodigious skill 
with a blade





GOAL
Defend a 

village from 
an oncoming 

doom

A troll's head, 
mounted and 

framed





GOAL

Build a 
ladder to the 

moon

A amulet that 
Wards against 
spectres and 

demons





GOAL

Overindulge 
in thievery.

A scroll of 
Marvin's Exploding 

Thunderbolt of 
death





GOAL

Crush the 
conspiracy 
that plots 

against you

An impervious 
chain shirt





GOAL
Get enough 

gold you can 
retire in 

peace

An old ally 
transformed 
into a toad





The Wizard's 
Tower



Events that might happen

People to play

A bound spirit gets free.
An infestation makes itself known.

A mob of villagers arrives.

A talkative possessed relic.
A strangely mutated servant.
A visiting ally of the master.

Reasons to go here
Meet with a council of sorcerers.

Steal a magical artifact.
Get the wizard's help.

The Wizard's 
Tower



The Tavern



Reasons to go here

Events that might happen

People to play

A bar fight breaks out.
Someone sings a vulgar song.
Someone starts a card game.

The tavern's proprietor.
A bard busking for coin.

A storied and terrifying adventurer.

Recruit some adventurers.
Drown your sorrows.

Conduct a shady deal.

The Tavern



The Graveyard



Reasons to go here

Events that might happen

People to play

A funeral procession enters.
The dead rise en masse.

Necromancers start a ritual.

The grim gravekeeper.
A vampire in a poor disguise.

A mourner at a graveside.

Collect components for a spell.
Track down an undead monster.
Talk to the spirits of the dead.

The Graveyard



The Forest



Reasons to go here

Events that might happen

People to play

A hunting party rides through.
A monster is seen through the trees.

Strange flutes ring out.

A forester.
A centaur or satyr.

A tree.

Get some solitude.
Hunt wild animals.

Seek the wisdom of the trees.

The Forest



The Dungeon



Reasons to go here

Events that might happen

People to play

The prisoners riot.
An execution begins.

Something stirs in the depths.

A chained-up prisoner.
Inhuman guards.

An adventuring party.

You've been imprisoned!
You seek the treasure at its heart.
Hunt the beast that lives within.

The Dungeon



The Arcane 
Library



Reasons to go here

Events that might happen

People to play

Someone reads something man 
was not meant to know.
A book tries to escape.

A novice librarian.
An inquisitor researching a target.
A demon bound to help visitors.

Research.
Permanently seal a captured entity.
Seek the wisdom of the librarians.

The Arcane 
Library



The Underworld



Reasons to go here

Events that might happen

People to play

A fresh crop of souls arrive.
Lava surges up from the depths.

Cerberus wants to play fetch.

A tormented spirit.
The ruler of the underworld.

A fiend on its break.

Rescue your deceased lover.
Consult the ancient sages.

You died!

The Underworld



Another Plane



Reasons to go here

Events that might happen

People to play

Something flees through your portal.
Another plane intrudes on this one.

The laws of reality shift.

Extract raw elemental energy.
Escape the consequences of your 
actions in an alternate universe.

An alternate universe doppelganger.
An elemental spirit.

A guardian of the multiverse.

Another Plane



The Laboratory



Reasons to go here

Events that might happen

People to play
A hunchbacked assistant.

A theoretical research magician.
Accidentally sentient goo.

Test ideas in a secure environment.
Sabotage a rival's research.

Put together a cure.

Some alchemy experiment explodes.
An amazing breakthrough is found.

Test subjects escape.

The Laboratory



A Monster's 
Lair



Reasons to go here

Events that might happen

People to play

The monster stirs in its sleep.
You find its young.

A rival monster arrives.            

Lesser minions of the monster.
A brave hero.

A willing sacrifice.

Strike a deal with the creature.
Retrieve a relic from the lair.
Rescue a foolish adventurer.

A Monster's      
Lair



The Regent's 
Palace



Reasons to go here

Events that might happen

People to play

A parade heralds a noble's arrival.
A member of the court is poisoned.

A hostile army attacks.

The Queen, Emperor or Regent.
A cunning vizier.

An ostentatious courtier.

Ask for the kingdom's aid.
Abduct a royal hostage.

Attend a diplomatic meeting.

The Regent's 
Palace



A Fairy Glade



Reasons to go here

Events that might happen

People to play

Strange music makes you dance.
A fairy fixates on you.

Irresistible food is served.

A mischievous sprite.
A changeling child.

The mercurial ruler of Faerie.

Rescue a mortal stolen away.
Trade a child for valuables.

Ask for insight into your destiny.

A Fairy 
Glade



The Ocean



Reasons to go here

Events that might happen

People to play

A storm lashes up the waves.
A huge tentacle breaches the surface.

Uncharted land is spotted.

A curmudgeonly sailor.
A merperson.

A cultist of the Deep.

Sail to a faraway land.
Explore an undersea kingdom.

Hunt a sea monster.

The Ocean



The Black 
Market



Reasons to go here

Events that might happen

People to play

The market's raided by the Guard.
Thieves burgle a stall.

A dangerous spirit is released.

An incredibly sinister shopkeeper.
An assassin who loves their job.

An undercover Inquisitor.

Pawn something too hot to keep.
Hire assassins, thugs or thieves.

Purchase an illegal enchantment.

The Black 
Market



The Mountains



Reasons to go here

Events that might happen

People to play

An avalanche rumbles down.
A rock has curious inscriptions.

The path crumbles away.

A mountain goat herder.
A fur trapper.

A yeti.

Get a clear view of the sky.
Hide from the authorities.

Mine for raw materials.

The 
Mountains



Wizards Aren't Gentlemen

The Basics

If you're in a scene your 
character may work magic...

  to delay, redirect or 
dodge the consequences 
of something that just 
happened.

  to introduce a new 
character with valuable 
skills or assets to the 
scene.

  to ensure nobody notices 
the next thing you do.

  to convince an audience two 
people should work with 

(or against) each other.

Work with other players to fi ll in 
the details of what happens.



ART AREA 2.5X3.5 INCHES

LIVE AREA 2.25X3.25 INCHES

Scene Framing

How to achieve a Goal

Refresh all discarded tokens. Then either 
trigger your Trouble Move, or:

1. Decide an aim for your character.
2. Pick an established or new Location.
3. Flesh out any extra details.
4. Begin the scene!

When the aim is met or thwarted, the 
scene ends. Bank a  token on a Goal if 
you advanced it using an Asset.

1. Declare it as your Aim for a scene.
2. Gain all  tokens banked on the goal.
3. Everyone else can declare an obstacle in 

the way of you achieving the goal.

If you succeed, flip the Goal over and gain 
it as a permanent  token.
If you fail, discard the Goal card! Draw a 
new one and say how it arrives.
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ART AREA 2.5X3.5 INCHES

LIVE AREA 2.25X3.25 INCHES

without needing an explanation.

How did you meet them?

What exercises have they 
set you?

What's the worst magical What's the worst magical 



Relationship: Mentor of

The Apprentice
They can enter a scene where 

you're the focus, without needing an 
explanation.



ART AREA 2.5X3.5 INCHES

LIVE AREA 2.25X3.25 INCHES

One character sometimes fi lls you 
with such strong emotion that your 
One character sometimes fi lls you 
with such strong emotion that your 
One character sometimes fi lls you 

control is weakened.  They may 
with such strong emotion that your 
control is weakened.  They may 

with such strong emotion that your 

to throw you off  balance, 
control is weakened.  They may 

to throw you off  balance, 
control is weakened.  They may 

sending your powers haywire and sending your powers haywire and 
to throw you off  balance, 

sending your powers haywire and 
to throw you off  balance, 



Relationship: Agitates

The Apprentice
Spend  to make them lose control 
of their magic, causing chaotic eff ects 

in the scene.



ART AREA 2.5X3.5 INCHES

LIVE AREA 2.25X3.25 INCHES

When it's your turn to frame a scene, you 
may attempt the challenge. You do it... 
When it's your turn to frame a scene, you 
may attempt the challenge. You do it... 
When it's your turn to frame a scene, you 

almost. Choose one:
may attempt the challenge. You do it... 
almost. Choose one:
may attempt the challenge. You do it... 

Something malicious 
is released into your 
environment.
The spell warps your body.The spell warps your body.



ART AREA 2.5X3.5 INCHES

LIVE AREA 2.25X3.25 INCHES

 Rustic and simple, fl owing and 
ill-fi tting robes, loaded with tools and 

 Rustic and simple, fl owing and 
ill-fi tting robes, loaded with tools and 

 Rustic and simple, fl owing and 

scrolls, something else.
ill-fi tting robes, loaded with tools and 
scrolls, something else.
ill-fi tting robes, loaded with tools and 

 A noble scion, lowly farmhand, 
changeling rescued from fairies, something 

 A noble scion, lowly farmhand, 
changeling rescued from fairies, something 

 A noble scion, lowly farmhand, 



The Apprentice

When you try to use your 
magic to solve a problem, 

say what you intend the spell 
to do and choose two:

The spell aff ects more than you wanted.
The spell aff ects less than you wanted.

The spell's eff ect is temporary 
or superfi cial.

The spell marks you in 
some unfortunate way.

The spell has unforeseen side eff ects.

 Only choose one.

Wild Magic











E



The Apprentice

When you attempt a feat of 
great daring and risk, you will 

succeed but choose one:

You're hurt in the process.

Something valuable is harmed.

A third party makes some of 
what you wanted impossible.

If you bank a  token on this move 
you can repeat the feat without 

having to pick options for as long 
as that token remains banked.

Adventurous Spirit







E



The Apprentice

While you're now part of the 
magical world you haven't yet 

lost the ability to empathise and 
get on with mundane folk.

If you're talking to a non-magical 
person you can spend  to either:

Get them to do something for you
Tell you something interesting 

about the area.

 Protect a mundane 

person from the effects 

of any other player's 

moves.

Local Hero







E



The Apprentice

If you have time to study a magical 
tome, a strange phenomenon or 
a bizarre artefact, you may bank 
a  token on this card to learn 

a spell based on the source.

Each other player comes up with 
an idea of what the spell might do, 
and you pick which one is correct.

Spend the  token later to cast the 
spell. It will then be lost to you until 

you can study the source again.

Apt Pupil







E



The Apprentice

Your master has invested some of 
their status and power into you.

Other characters will treat you as 
an ambassador and representative 

of your mentor, and will give 
you just as much respect as 

they would give your mentor.

 You can use one of your 
Mentor's moves. Pay that 
move's costs as normal.

The Master's Voice







E







ART AREA 2.5X3.5 INCHES

LIVE AREA 2.25X3.25 INCHES

freeing you or saving your 

Bind you to their employ 
in a duel of power?

You can always enter a scene where they are 
the focus without needing an explanation, the focus without needing an explanation, the focus without needing an explanation, 
You can always enter a scene where they are 
the focus without needing an explanation, 
You can always enter a scene where they are 
the focus without needing an explanation, 
appearing in a puff  of smoke or stepping 
the focus without needing an explanation, the focus without needing an explanation, 
appearing in a puff  of smoke or stepping 
the focus without needing an explanation, 



Relationship: Binder of

The Bound Servant
They may always enter a scene 
where you're the focus, without 

needing an explanation.



ART AREA 2.5X3.5 INCHES

LIVE AREA 2.25X3.25 INCHES

They may spend  to speak the name. 
This sounds like gibberish to everyone else, 
They may spend 
This sounds like gibberish to everyone else, 
They may spend  to speak the name. 
This sounds like gibberish to everyone else, 

 to speak the name. 

but to you it'll be like being trapped in 
This sounds like gibberish to everyone else, 
but to you it'll be like being trapped in 
This sounds like gibberish to everyone else, 

burning manacles. 
but to you it'll be like being trapped in 
burning manacles. 
but to you it'll be like being trapped in 

When the name is spoken, you must either 
perform any task they ask of you, or suff er perform any task they ask of you, or suff er 
When the name is spoken, you must either 
perform any task they ask of you, or suff er 
When the name is spoken, you must either 



Relationship: 
Knows true name of

The Servant
Spend  to speak their name, 
causing them to do something 

for you or feel great pain.



ART AREA 2.5X3.5 INCHES

LIVE AREA 2.25X3.25 INCHES

True Form: Draconic, elemental, 
demonic, eldritch, something else.

Human Mask: Elderly and dignifi ed, 
beautiful and unsettling, immaculately 

 Elderly and dignifi ed, 
beautiful and unsettling, immaculately 

 Elderly and dignifi ed, 

neat and tidy, uncivilised and barely neat and tidy, uncivilised and barely 
beautiful and unsettling, immaculately 
neat and tidy, uncivilised and barely 
beautiful and unsettling, immaculately 

presentable, something else.
neat and tidy, uncivilised and barely 
presentable, something else.
neat and tidy, uncivilised and barely 



ART AREA 2.5X3.5 INCHES

LIVE AREA 2.25X3.25 INCHES

peers enjoy coming by to pick on you.

When it's your turn to frame a scene, you 
can declare that one of your associates drops 
When it's your turn to frame a scene, you 
can declare that one of your associates drops 
When it's your turn to frame a scene, you 

by. Choose what mischief they get up to:
can declare that one of your associates drops 
by. Choose what mischief they get up to:
can declare that one of your associates drops 

They steal something you 
were tasked to protect.were tasked to protect.were tasked to protect.
They set up a ritual to They set up a ritual to 



The Bound Servant

You can pour your power into 
another. If they tell you their true 

name and give you their blood, they 
gain one for every token they spend:

The cannot be harmed by a 

specified substance.

They can read auras.

They can fly.

They can shapeshift into a 

particular form.

At any point you may spend  to 
become aware of their current 

situation and, if you wish, remove 
the granted powers.

Investiture







D



The Bound Servant

Less powerful monsters fl ock to 
you, hoping to gain protection. 
To introduce a minion, bank an 
appropriate token on this card:

 An arcane homunculus.

 A crafty goblin.

 An impetuous elemental.

 A mournful ghost.

The minion lingers for as long 
as the token remains banked, and 

can be called on to perform a task 
within their power once per scene. 

This token can be discarded at will.

Lesser Demons







D



The Bound Servant

 

Devil's Advocate







D



The Bound Servant

minor magical effect.

Superhuman Service







D



The Bound Servant

Your human form limits 



 

gained isn't, until it's used.

Infernal Might







D







ART AREA 2.5X3.5 INCHES

LIVE AREA 2.25X3.25 INCHES

they're not fully aware of. Either way, you 
or maybe they have an incredible talent 
they're not fully aware of. Either way, you 
or maybe they have an incredible talent 

must learn their tricks and secrets. 
they're not fully aware of. Either way, you 
must learn their tricks and secrets. 
they're not fully aware of. Either way, you 

Choose who they are: you can always enter 
a scene where they're the focus. Pass them 
Choose who they are: you can always enter 
a scene where they're the focus. Pass them 
Choose who they are: you can always enter 



Relationship: Rival of

The Hermit
They may always enter a scene 
where you're the focus, without 

needing an explanation.



ART AREA 2.5X3.5 INCHES

LIVE AREA 2.25X3.25 INCHES

for nature, or are just be far too energetic. 

They may spend  to demonstrate those 
traits, knowingly or unknowingly, in a 
They may spend 
traits, knowingly or unknowingly, in a 
They may spend 

way that gets right under your skin. You 
traits, knowingly or unknowingly, in a 
way that gets right under your skin. You 
traits, knowingly or unknowingly, in a 

must either withdraw from the interaction 
way that gets right under your skin. You 
must either withdraw from the interaction 
way that gets right under your skin. You 

or do something that emphasises your or do something that emphasises your or do something that emphasises your 
must either withdraw from the interaction 
or do something that emphasises your 
must either withdraw from the interaction 

distance from civilisation: talk to animals, distance from civilisation: talk to animals, 
or do something that emphasises your 
distance from civilisation: talk to animals, 
or do something that emphasises your or do something that emphasises your 
distance from civilisation: talk to animals, 
or do something that emphasises your 



Relationship: Irritates

The Hermit
Spend  to remind them why 

they retreated from civilisation, 
forcing them into retreat or 

vulgarity. 



ART AREA 2.5X3.5 INCHES

LIVE AREA 2.25X3.25 INCHES

a tall tower in the plains, a grove in the 
heart of the forest, a crystal fortress in a 
a tall tower in the plains, a grove in the 
heart of the forest, a crystal fortress in a 
a tall tower in the plains, a grove in the 

pocket realm, something else.
heart of the forest, a crystal fortress in a 
pocket realm, something else.
heart of the forest, a crystal fortress in a 

 The Green, Thrice-Cursed, 
Chillwalker, Auspicious, Skythunder,  the Chillwalker, Auspicious, Skythunder,  the 
Wise, something else.
Chillwalker, Auspicious, Skythunder,  the 
Wise, something else.
Chillwalker, Auspicious, Skythunder,  the 



ART AREA 2.5X3.5 INCHES

LIVE AREA 2.25X3.25 INCHES

has returned. Choose how you deal with it:

Burn yourself out, losing 
the ability to work magic 
until you rest.
Become something 
elemental and immobile 
until the sickness wanes.until the sickness wanes.



The Hermit

You have given a portion 
of your soul independence and a 
physical form. It may manifest as 

a mundane-looking pet, a creature 
of glowing energy, or anything in 

between.

The familiar is intelligent and 
capable of acting independently of 
you, and you can always perceive 

through its senses.

 Use any of your other 

moves through the 

Familiar, no matter how 

far away it is from you.

Familiar







B



The Hermit

Your hermitage is only isolating 
when you want it to be. With an 

incantation and a refl ective surface, 
you can see and hear what's 

happening elsewhere in the world.

 Those you're watching 

can see and hear you.

 You see the future. 

Ask a question about 

an action's outcome; 

everyone else suggests a 

vision and you pick one.

Divination







B



The Hermit

Your runes can channel powerful 
magic. When you inscribe these 
glyphs, choose one per  spent:

The inscribed object will 

stay in its current state no 

matter what.

A specified type of 

creature can't approach 

or affect the runes.

The next person that 

reads the runes suffers a 

terrible magical malady.

Ancient Runes







B



The Hermit

You have a wand, staff , or 
pendant that greatly increases your 

power. If you use these tools to 
augment one of your moves, you 
may bank a  token on this card.

 If you do, the spell you cast counts 
as a temporary Asset and its eff ects 
will linger for as long as the token 
remains banked. You can relinquish 

this commitment at any time.

 Use your regalia to 

impress others, gaining 

a one-use asset from 

their awe towards you.

Wizard's Panoply







B



The Hermit

The natural world bends to your 
will. Bank a  token on this card to 

control a particular element: 

Fire, water, wood, air, 

lightning, ice.

So long as the token remains banked 
on this card, that element cannot 

harm you and will obey your 
commands.

 Conjure an instance of 

the element into being.

Ruler of Elements







B







ART AREA 2.5X3.5 INCHES

LIVE AREA 2.25X3.25 INCHES

writ compelling them to help you.

Choose a character for this. You may always 
enter a scene where they're the focus, 
Choose a character for this. You may always 
enter a scene where they're the focus, 
Choose a character for this. You may always 

without needing an explanation. Discuss 
enter a scene where they're the focus, 
without needing an explanation. Discuss 
enter a scene where they're the focus, 

these questions and hand them this card:
without needing an explanation. Discuss 
these questions and hand them this card:
without needing an explanation. Discuss 

What's your current case?What's your current case?



Relationship: Advisor of

The Inquisitor
They may always enter a scene 
where you're the focus, without 

needing an explanation.



ART AREA 2.5X3.5 INCHES

LIVE AREA 2.25X3.25 INCHES

travelling clothes, the fi nest court styles, 
bone mask and complete obscurity, something 
travelling clothes, the fi nest court styles, 
bone mask and complete obscurity, something 
travelling clothes, the fi nest court styles, 

 The Merciless, Cleareyed, Legate, 
High Chancellor, Lawgiver, Tyrant, High Chancellor, Lawgiver, Tyrant, 

 The Merciless, Cleareyed, Legate, 
High Chancellor, Lawgiver, Tyrant, 

 The Merciless, Cleareyed, Legate, 

something else.
High Chancellor, Lawgiver, Tyrant, 
something else.
High Chancellor, Lawgiver, Tyrant, 



ART AREA 2.5X3.5 INCHES

LIVE AREA 2.25X3.25 INCHES

When you're framing a scene you can pick 

You find evidence the crime's 
culprit is in the area.

Another crime happens 
using the same MO.

You're confronted with the You're confronted with the 



ART AREA 2.5X3.5 INCHES

LIVE AREA 2.25X3.25 INCHES

You owe them an obligation you don't feel 
you'll ever discharge. At any point they 
You owe them an obligation you don't feel 
you'll ever discharge. At any point they 
You owe them an obligation you don't feel 

may spend 
you'll ever discharge. At any point they 
may spend 
you'll ever discharge. At any point they 


you'll ever discharge. At any point they 


you'll ever discharge. At any point they 

 to bring up the obligation, 
you'll ever discharge. At any point they 

 to bring up the obligation, 
you'll ever discharge. At any point they 

causing you give them a free pass for any 
may spend 
causing you give them a free pass for any 
may spend  to bring up the obligation, 
causing you give them a free pass for any 

 to bring up the obligation, 

suspicious or criminal activities.
causing you give them a free pass for any 
suspicious or criminal activities.
causing you give them a free pass for any 

Choose who they are and pass this card to Choose who they are and pass this card to 



Relationship: Saved the life of

The Inquisitor
Spend  to remind them of the 
debt and get them to overlook 
your crimes or misbehaviour.



The Inquisitor

Through repeated mantras you 
can place yourself in a mindset of 

utter truth and sincerity. 

Spend  to radiate this truth into 
the surrounding area for the rest of 

the scene.

Everyone within eyesight of you 
feels an urge to be truthful and 
forthright, and must spend  to 
intentionally deceive anyone. 

Zone of truth







L



The Inquisitor

A mind like a blade can cut 
through any enchantment. When 
someone within eyesight of you 

tries to use a supernatural ability, 
choose one per  spent:

The ability cannot affect 

you.

The ability turns back on 

the caster.

The caster's intent becomes 

obvious to all observers.

Nullify







L



The Inquisitor

When someone is considering 
a source of action, you may spend 
 to tell the story of someone you 
knew who attempted something 

similar.

If the past attempt worked out, 
your companion's next  spend is 

free.

If the past attempt worked out 
poorly, your companion must either 
add an extra step to deal with the 
issues you brought up, or spend  

to improvise a way through.

Precedent







L



The Inquisitor

You are immune to all mundane 
poisons, diseases, starvation, thirst 

and exhaustion.

If you come under the eff ects of 
any supernatural malady, you may 

spend  to completely resist it.

COnditioned Physique







L



The Inquisitor

You can scry into the past to help 
ascertain the truth of a matter.

When you gaze into the past of 
a location, you can ask the group 
one question per  spent. Answers 
cannot reach beyond the scope of 

the location.

Example Questions:

Who was the last person here?

How did this body die?

How long has this place been abandoned?

Postcognition







L







ART AREA 2.5X3.5 INCHES

LIVE AREA 2.25X3.25 INCHES

You're obsessed with this enigma, and have 
of you and ruin for the other, but which? 
You're obsessed with this enigma, and have 
of you and ruin for the other, but which? 

made arrangements to be in their vicinity.
You're obsessed with this enigma, and have 
made arrangements to be in their vicinity.
You're obsessed with this enigma, and have 

You can always enter a scene where they're 
the focus without an explanation. Discuss 
You can always enter a scene where they're 
the focus without an explanation. Discuss 
You can always enter a scene where they're 

your relationship and pass them this card.your relationship and pass them this card.
the focus without an explanation. Discuss 
your relationship and pass them this card.
the focus without an explanation. Discuss 



Relationship: Doom predicted by

The Fringe Occultist
They may always enter a scene 
where you're the focus, without 

needing an explanation.



ART AREA 2.5X3.5 INCHES

LIVE AREA 2.25X3.25 INCHES

 Decorated in countless charms 
and fetishes, austere formal wear, loose 
and drifting silks, ichor-stained and 
and fetishes, austere formal wear, loose 
and drifting silks, ichor-stained and 
and fetishes, austere formal wear, loose 

reeking, something else.
and drifting silks, ichor-stained and 
reeking, something else.
and drifting silks, ichor-stained and 

Sworn To: Fairies, demons, the void 
reeking, something else.

 Fairies, demons, the void 
reeking, something else.

outside existence, the stars, the dead, outside existence, the stars, the dead, 
something else.



ART AREA 2.5X3.5 INCHES

LIVE AREA 2.25X3.25 INCHES

it's time to give the entity something back. 

Sacrifice something of value 
to the entity.

Swear to perform It a 
service or be denied power.

The next time you use a move The next time you use a move 



ART AREA 2.5X3.5 INCHES

LIVE AREA 2.25X3.25 INCHES
One other character is not only a member 
of the same secret society as you, but also a 
One other character is not only a member 
of the same secret society as you, but also a 
One other character is not only a member 

higher rank. They may spend 
of the same secret society as you, but also a 
higher rank. They may spend 
of the same secret society as you, but also a 


of the same secret society as you, but also a 


of the same secret society as you, but also a 

show one of the secret signs of the society, 
higher rank. They may spend 
show one of the secret signs of the society, 
higher rank. They may spend 

forcing you to agree with the next statement forcing you to agree with the next statement 
show one of the secret signs of the society, 
forcing you to agree with the next statement 
show one of the secret signs of the society, 

or argument they make.
forcing you to agree with the next statement 
or argument they make.
forcing you to agree with the next statement 

them this card.



Relationship: Secretly outranks

The Fringe Occultist
Spend  to show them a secret 
sign and force them to back up 

your arguments. 



The Fringe Occultist

You can slip from one form to 
another by concentrating for a few 

breaths.  You can take the form 
of any mundane animal, but pick 
a characteristic tell that's always 

there even when human: 

A striking patch of colour.

Horns or antlers. 

An unnatural substance in place of fur 
or fl esh.

 Take the form of another 

human.

Shapeshift







Z



The Fringe Occultist

You have found a space 
between planes. By spending a  
token and concentrating for a 

few minutes you can slip into this 
space, becoming invisible and 

intangible to everyone else. 
The world is hazy and indistinct to 
you, but while you're in this state 
you can pass through walls and 

escape detection.

 The transfer is instant.

 Pick up or put down 

an object while 

remaining invisible.

step sideways







Z



The Fringe Occultist

The void outside existence is a 
warped mirror that refl ects the 

world in strange new ways.

If you spend , gaze into a refl ective 
surface and ask the abyss one of 
these questions, the other players 
will give you a truthful answer.

Who here feels most guilt?

Who's hiding a wound 
or illness?

What secret connection 
do these two 

characters share?

Look into the Abyss







Z



The Fringe Occultist

As transgressive as your 
research is, it's sponsored by a 

respectable organisation. You can 
draw on that respectability to 
defl ect blame and outrage.

When you're accused of a crime 
against law, nature or moral 

decency, you can spend  to call on 
your connections. 

Your accuser must choose:

Retract their complaint.

Spend a  of their own to 

keep pressing you.

Research Grant







Z



The Fringe Occultist

A social prohibition against 
necromancy is no barrier to a 

motivated magician. With some 
alchemically-treated incense and 

the right incantations, you can call 
spirits back from the grave. 

If a corpse is present their spirit 
will be called up; if not, it may be 
anyone who has ever died in this 

location.

 The spirit can manifest 

physically, or possess its 

corpse if it's present.

Necromancy







Z


