
ACTUALIZE 
 
Spell Name: Eye of Eagle, Nose of Dog 
School: Actualize 
Duration: Sustained 
Target(s): Self 
Effect: Using the natural world as a model, the caster temporarily enhances a single sensory 
ability to supernatural levels. Depending on which sense is chosen, the sense organ will take 
the form of the animal from which the caster drew their inspiration (an eagle’s vision will 
manifest as eagle eyes, for example.) As long as this spell is sustained, the caster receives +2 
to Awareness checks. 
 
Spell Name: Burst of Vigor 
School: Actualize 
Duration: Sustained until used 
Target(s): Self 
Effect: The caster infuses their physical body with potential energy, allowing them to store and 
execute a single feat of amazing strength or athletic prowess. For a single physical action, add 
+4 to one physical attribute score. Once this bonus has been used, discard the Focus card for 
this spell. 
 
Spell Name: Brace Yourself 
School: Actualize 
Duration: Sustained until used 
Target(s): Self, 1 adjacent hex 
Effect: The caster prepares for an incoming attack by focusing their essence through the 
principle of redirection. When a caster is hit by an attack, look at the top card of the Discard pile. 
If the number on the card is even, the incoming attack targets the adjacent hex on the caster’s 
right; if it is odd, the attack lands to the caster’s left. Misfortune hits an adjacent ally of the 
caster’s choosing, and Fortune allows the player to choose which hex the attack is redirected 
into. Once this ability is triggered, discard the Focus card for this spell. 
 
Spell Name: Uncanny Canniness 
School: Actualize 
Duration: Immediate 
Target(s): Self 
Effect: This ability clarifies and energizes the mind, allowing the caster to make connections 
between known facts with supernatural acuity. The caster must pass a difficulty 14 Sorcery test. 
If the test is successful, the caster can ask the GM for one additional piece of pertinent 
information regarding a specific subject, limited to the GM’s discretion. Information is limited to 
concrete details that would conceivably be known by the caster through prior, non-magical 
investigations. 
 



 
AUGMENT 
 
Spell Name: Unbreakable Essence 
School: Augment 
Duration: Sustained 
Target(s): One object no larger than 1m/1kg 
Effect: By enhancing the essential qualities of a hand-held object, a caster can bolster the 
object’s durability to supernatural levels. The caster must pass a Difficulty 8 Sorcery Test. If 
successful, the target object is considered unbreakable through mundane means. This does not 
effect combat performance. 
 
Spell Name: Radiant Charge 
School: Augment 
Duration: Sustained 
Target(s): One weapon 
Effect: Through intense meditation, a caster can “charge” a weapon with the energy of the 
radiant elements. The caster must pass a Difficulty 8 Sorcery Test. If successful, they may 
imbue a single weapon with one of the radiant elements (Fire, Thunder, or Wind.) This changes 
the weapon’s damage type to that of the chosen element. The caster may spend 1 Fortune 
Point to change the weapon’s type to “Polearm.” 
 
Spell Name: Quantum Whetstone 
School: Augment 
Duration: Sustained 
Target(s): One weapon 
Effect: Using their essence as a whetstone, the caster can hone a weapon’s deadly qualities 
past the limits of the physical world. Unfortunately, such performance pushes the weapon 
beyond the limits of its endurance. The caster must pass a Difficulty 8 Sorcery Test. If 
successful, they increase a weapon’s rating by +4 while maintaining focus. Once focus is 
dropped, the weapon is destroyed, though the caster can spend 1 Fortune Point to prevent this 
effect. 
 
Spell Name: Tenebrous Armor 
School: Augment 
Duration: Sustained 
Target(s): Self 
Effect: Meditating on stillness and silence, a caster can imbue a garment with potent defensive 
properties. The caster must pass a Difficulty 10 Sorcery Test. If successful, any garment the 
caster is wearing gains an armor rating bonus of +2, and the elemental quality of one of the 
tenebrous elements (Water, Ice, or Earth.) If a Fortune Point is spent, unarmed attacks can be 
made with the same elemental damage type. 
 



MENTALISM 
 
Spell Name: Brain Worm 
School: Mentalism 
Duration: Sustained 
Target(s): One sentient target 
Effect: The caster plants a simple, repeating thought in the target’s mind. If the caster passes a 
test vs. their target’s Magical Defence, they can project one insistent thought in their target’s 
subconscious. This does not compel the target, but the target finds it difficult to think of much 
else until the compulsion is addressed, or the caster’s focus is expended. 
 
Spell Name: Innocuous Guise 
School: Mentalism 
Duration: Sustained 
Target(s): Self 
Effect: Innocuous Guise does not provide true invisibility. Instead, it allows the caster to shed 
the attention of anyone who does not have a concerted interest in their presence. If someone 
(the king’s guard, a hunting dog) is actively searching or keeping watch, they can perform an 
Awareness test vs. (Card+Attunement) to overcome this ability and reveal the caster. 
 
Spell Name: Scramble the Familiar 
School: Mentalism 
Duration: Instant/Sustained 
Target(s): One sentient target 
Effect: The caster projects a burst of psychic static into the mind of one target, overwhelming 
their short-term memory with nonsense. If the caster beats their target’s Magic Defense Rating, 
they inflict the “Confusion” condition on their target for one combat round. Spending 1 Fortune 
Point changes the duration to “Sustained” (Essence test vs. Magical Attack ends.) 
 
Spell Name: Moment of Doubt 
School: Mentalism 
Duration: Instant 
Target(s): One sentient target 
Effect: By making a simple arcane gesture, the caster can break the flow of their target’s 
thoughts, allowing a flicker of doubt to manifest. If the caster beats their target’s Magical 
Defense Rating, their target loses their driving conviction, giving an opportunistic player the 
chance to redirect the interaction. 
 
GLAMOUR 
 
Spell Name: Vision of Horror 
School: Glamour 
Duration: Instant 



Target(s): One individual 
Effect: For a split second, the caster manifests an image of their target’s worst fear. If the caster 
beats their target’s Magical Defense Rating, they inflict the Fear status effect, causing them to 
flee in terror. The caster may spend 1 Fortune Point to increase the duration to ‘Sustained’ 
(Essence test vs. Magical Attack ends.) 
 
Spell Name: Mote of Light 
School: Glamour 
Duration: Sustained 
Target(s): One point within a 10m radius 
Effect: The caster concentrates their essence into a small mote of light that can be directed at 
will. The mote is approximately the size of a candle flame, and produces an equivalent amount 
of light. The mote of light does not produce heat and cannot be used to ignite material, but it can 
be any color. 
 
Spell Name: Elusive Lure 
School: Glamour 
Duration: Instant 
Target(s): One sentient target 
Effect: Using tantalizing, fragmentary illusions, the caster can direct a target’s attention in a 
direction, or towards a specific point. This can manifest as a tap on the shoulder, a vision out of 
the corner of their eye, or even just a nagging feeling of dread. The caster may use 1 Fortune 
Point to lure their target further, as if casting the spell one additional time. 
 
Spell Name: Face in the Crowd 
School: Glamour 
Duration: Sustained 
Target(s): Self 
Effect: The caster subtly alters their appearance to affect the guise of a different person, based 
on the ambient “average” individual in the area. If a caster is familiar with a specific target’s 
personal information (through Second Sight or simple sleuthing) they can spend 1 Fortune Point 
to create a disguise tailored to an individual target. 
 
TELEKINESIS 
 
Spell Name: Mental Magnetism 
School: Telekinesis 
Duration: Sustained 
Target(s): One object up to 1 kg in weight per ½ card value** 
Effect: Exploiting the inherent imbalance between material bodies, a caster can attach an object 
to a surface or attach two objects together. The bond between the objects is unbreakable 
through mundane means, as long as the caster sustains the spell. 
 



Spell Name: Pull/Push 
School: Telekinesis 
Duration: Immediate 
Target(s): One object within 10m radius 
Effect: The caster exerts the force of their will to propel or attract an object. Casters who use this 
ability emphasize power over finesse; for every 2 points invested, the caster can move 1 kg of 
weight at the speed of a lazy throw. Additionally, a caster may spend 1 Fortune Point to use this 
ability to make a Ranged attack. 
 
Spell Name: Physical Gaze 
School: Telekinesis 
Duration: Immediate 
Target(s): One small object within eyesight of the caster 
Effect: The caster uses the intensity of their gaze to manipulate a physical object within 
eyesight, such as turning a key, undoing a buckle, or flipping a switch. While this is a versatile 
ability, it is limited to fine manipulation and cannot be used to inflict damage. 
 
Spell Name: Telekinetic Chaff 
School: Telekinesis 
Duration: Sustained 
Target(s): 1 hex within 10 m 
Effect: With a broad, unfocused telekinetic blast, the caster hoists a cloud of debris to act as a 
barrier. This barrier acts as a stationary NPC with 1 HP, with a Defense Rating of 
(Card+Essence). Once active, it obscures line of sight and prevents movement through the 
occupied hex. A caster may spend 1 Fortune Point to extend the range by 2 additional, adjacent 
hexes. 
 
SECOND SIGHT 
 
Spell Name: Internal Compass 
School: Second Sight 
Duration: Sustained 
Target(s): One specific object known to the caster 
Effect: The caster can orient their second sight towards a specific person, place, or thing they 
have fixed their mind upon. The caster must pass a Difficulty 10 Sorcery Test. If successful, this 
ability provides general orientation towards the desired goal in terms of the cardinal directions 
(“North of you,” “West of you,” etc.) If the caster’s target is a sentient being, they have a 
creeping feeling that they’re being watched. 
 
Spell Name: Object Reading 
School: Second Sight 
Duration: Immediate 
Target(s): One hand-held object 



Effect: By attuning themselves to the psychic resonance of a hand-held object, the caster can 
read broad impressions of the object’s history within the past year. This information is similar in 
nature to Aura Read, including emotions, personal possession, and the psychological state of 
previous users. 
 
Spell Name: Untruth Detector 
School: Second Sight 
Duration: Sustained 
Target(s): Self 
Effect: The caster adjusts their psychic immune system to cause a reaction (a sneeze, a twinge 
of nausea, etc.) to any statement or gesture that the target believes to be untrue. It is not clear 
which details are untrue, simply that a given speaker has uttered a statement that they believe 
to be contrary to the facts as they understand them. 
 
Spell Name: Aura Read 
School: Second Sight 
Duration: Sustained 
Target(s): One sentient individual 
Effect: Allows the caster to see an individual’s aura, giving them access to broad information 
regarding the emotional, psychological, and physiological state of the target. The information 
manifests as various colors and particles, which must then be interpreted by the caster. 
 
ELEMANCY 
 
Spell Name: Handful of Fire 
School: Elemancy 
Duration: Immediate 
Target(s): One handful of material 
Effect: The caster gathers a handful of nearby material and ignites it. All matter burns with the 
same fierce heat and light, regardless of composition. While this incendiary matter can be used 
as both a tool and a weapon, it does not provide additional combat capabilities (though it can be 
used to provide Fire elemental damage.) 
 
Spell Name: Tenebrous Mine 
School: Elemancy 
Duration: Sustained 
Target(s): One hex within 10 m 
Effect: Channelling the Tenebrous elements, a caster can plant 1 hex with a ‘mine’ of elemental 
energy. The caster chooses one Tenebrous element (Water, Ice, or Earth) as the mine’s 
damage type. When an individual enters the hex, they trigger an attack at (Card+Attunement) 
versus the target’s Defense Rating. When the attack resolves, discard the Focus card for this 
spell. 
 



Spell Name: Extremely Local Weather 
School: Elemancy 
Duration: Sustained 
Target(s): One hex within 10 m 
Effect: Manipulating atmospheric pressure, the caster creates a local weather phenomenon no 
larger than 1m in size anywhere within a 10m radius. Though this spell does not deal direct 
damage, a caster can choose 1 of the following elements: Water, Thunder, or Wind. Any 
damage taken by a target occupying the spell’s area of effect assumes that elemental type. 
Additionally, a caster may spend 1 Fortune Point to inflict an attack at (Card+Attunement) with 
the chosen elemental type. 
 
Spell Name: Static Shock 
School: Elemancy 
Duration: Immediate 
Target(s): One target within 10 m 
Effect: The caster focuses their will into a jolt of electrical energy. Make a spell attack test 
versus the target’s Magic Defense Rating. The elemental damage type is Thunder. Additionally, 
if the attack is successful, the caster may spend 1 Fortune Point to inflict their target with the 
Paralysis status effect for 1 round. 


