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Sources of Magic
by Wim van Gruisen

T

he winds of magic roam freely over the Old
World, unseen by the common man. This
doesn’t mean that their behaviour is random and
unpredictable, though. Quite the contrary;
learned wizards know the signs that tell when
their wind blows. Wise wizards make use of this
knowledge. Realms of Sorcery gives us some
information about the connections of the winds of
magic to the material world, and this article
expands on that information. These sources of
magic can be used in two ways. Wizards can tap
the winds directly to fuel unlimited spells of a
specific colour, or they can draw upon the
ambient magic that resides in every material, to
fuel any one spell. This article will examine each
kind of magic in turn.

Chaos don’t produce each wind of magic evenly,
but that this varies with the time of the year.
Astronomy
There are seven planets orbiting the sun – or
possibly six planets, two moons and a sun
circling the Warhammer earth. Heliocentrism is
the subject of heavy debate in the universities
and temples of the Old World. Nobody denies,
however, that these planets influence the
behaviour of magic.
Each heavenly body is linked to a different colour
of magic, and a planet’s place in the heavens
reveals how the corresponding magic can be used
most effectively at any given moment. As planets
move through the zodiac, the star signs in which
they appear influence how magic can be used
best.

Colour Magic
We will examine each colour, as well as the times
and places that influence them. But first this
article mentions a few factors that influence (or
are influenced by) the appearance of the winds of
magic.

For instance, the illusion aspect of Grey magic
works best when Obscuria is in The Piper. In
another example, a mage from the College of
Metal is using his art to brew a love potion. The
best time for him to do this is when Charyb
resides in The Dancer. And any mage creating a
familiar would be advised to do so when his
planet is in Gnuthus the Ox, star sign of dutiful
service. Further, magic is always more potent,
but also more dangerous, if its associated planet
is in The Witchling Star.

Elements of Colour Magic
Time
Hours of the Day

Each colour of magic tends to be strongest at one
particular time of day. Hysh, for example, is
particularly strong at noontime, when the sun is
at its highest, whereas wizards using Chamon get
more energy when they perform their spells and
rituals after midnight.

A good knowledge of astronomy is very important
for mages who want to boost their spells and
rituals by observing the positions of the stars and
planets.

Days of the Week

There are eight colours of magic, and there are
eight days in the week. Coincidence? We think
not. In fact, wizards in days of yore discovered
that certain magic effects were strong on one
specific day, and weak on another. When this
synchronicity persisted, one such cycle
eventually became known as a week. Where a day
measures the earth turning round its axis, and a
year is the time span during which the four
seasons each appear, a week is the length of time
in which all magical colours have been both
strong and weak.

The list of star signs can be found in the WFRP
rulebook, on page 25. The positions of the
planets in the zodiac can be determined using the
article “The Mechanics of Planetary Motion”, on
pp. 56 of this issue.
A number of heavenly bodies form the solar
system of the Warhammer world. Each of these
influences a particular wind of magic. They are:
Body
The Sun
The moons:
Mannslieb
Morrslieb
The planets:
Charyb
Deiamol
Tigris
Verda
Lokratia
Obscuria

This weekly cycle is interrupted at intervals that
astronomers dub “the six corners of the year”. At
the holidays of Hexenstag, Mitterfrühl, Sonnstill,
Geheimnistag, Mittherbst and Mondstille, the
positions of the Sun and the moons interrupt the
flow of magic, postponing them for one day. This
is why these holidays don’t have the names of
normal weekdays.
Seasons

Magicians have also observed a seasonal
influence on magic. It seems that the Gates of
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Like places, certain objects are also capable of
holding magical energies; the residue of the
winds.

Weather
Each wind of magic is also drawn to a different
kind of weather – or perhaps it actually causes a
particular kind of weather. This is another
subject that academics often have long,
passionate, and quite boring discussions about.
Be however it may, a bit of weather sense allows
a wizard to time his magic to take advantage of
favourable weather conditions.

And finally, not unsurprisingly, winds are drawn
to certain colours as well.

Places, Objects and Colours
When the magic winds have passed, their energy
is sometimes left behind. Whether this occurs,
and how much magic is left behind, depends on
the geography. Each colour is drawn to a
different environment.

The Colours of Magic
Hysh

Ghyran

The lore of light

The lore of life

Time of day: Noon
Day of the week (positive): Konigstag
Day of the week (negative): Markttag
Season:
Summer
Astronomy: The Sun
Weather:
Clear, blue sky
Places:
City squares, towers, libraries,
schools, places of council and
philosophical debate
Objects:
Candles, lanterns, fireworks –
the clearer, the better. Mirrors
and lenses.
Colour:
White

Time of day: Sunrise
Day of the week (positive): Wellentag
Day of the week (negative): Angestag
Season:
Spring
Astronomy: Verdra
Weather:
Gentle rain
Places:
Lakes, streams, rivers,
springs. Fields and orchards
at harvest time.
Objects:
Non-stagnant water. Luscious
flora. Babies. Mating animals
and humans. Anything that
encourages, or is a product of,
fertility.
Colour:
Green

Chamon

Azyr

The lore of metal

The lore of the heavens

Time of day: After midnight
Day of the week (positive): Bezahltag
Day of the week (negative): Backertag
Season:
Winter
Astronomy: Charyb
Weather:
Dry and freezing
Places:
Mines, foundries, steel works.
Laboratories.
Objects:
Metals (especially gold and
lead). Scales, clocks, rulers –
anything that measures and
quantifies.
Colour:
Yellow

Time of day: Midnight
Day of the week (positive): Festag
Day of the week (negative): Zahltag
Season:
Winter
Astronomy: Mannslieb
Weather:
Clear sky at night
Places:
Open fields, open spaces
Objects:
Telescopes, lenses, maps,
bottled air from storms. Star
stones (meteorites).
Colour:
Blue
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Aqshy

Ulgu
The lore of shadow

The lore of fire

Time of day: Night
Day of the week (positive): Aubentag
Day of the week (negative): Konigstag
Season:
Autumn
Astronomy: Obscuria
Weather:
Mist, fog, storm
Places:
Dark, narrow alleys. Mazes. Any
place where confusion reigns or
secretiveness predominates.
Places made significant by
superstition.
Objects:
Mirrors, smoked glass, bottled
fog
Colour:
Grey

Time of day: morning
Day of the week (positive): Backertag
Day of the week (negative): Wellentag
Season:
Summer
Astronomy: Deiamol
Weather:
Heatwave, drought
Places:
Furnaces, volcanoes. Any place
where passion is felt – bordellos
and duelling grounds. Any
place where people argue
vehemently.
Objects:
Fire, heat. Anything hot.
Colour:
Red

Shyish

Ghur

The lore of death

The lore of beasts

Time of day: dawn, dusk
Day of the week (positive): Angestag
Day of the week (negative): Festag
Season:
Autumn
Astronomy: Lokratia
Weather:
Heavy clouds
Places:
Graveyards, ruins, battlefields,
gallows
Objects:
Bones, skulls, hourglasses,
clocks. Anything broken.
Colour:
Purple

Time of day: Afternoon
Day of the week (positive): Markttag
Day of the week (negative): Aubentag
Season:
Spring
Astronomy: Tigris
Weather:
Heavy rain
Places:
Wild, untamed places, far from
civilisation. The lairs and dens
of wild animals.
Objects:
Animal hide, claws, teeth.
Symbols of animals. Beasts
trapped in amber.
Colour:
Brown

Ambient Magic

minutes ago than it would if cut off five months
ago. If the hair was cut off five years ago, there
will probably be no more connection at all. An ale
mug used five minutes ago by the target of your
spell may still have a connection to him, but one
used a day ago probably hasn’t. However, if you
can obtain the character’s favourite mug, the one
carried with him since childhood and used at
every occasion, it will probably present you with
a strong connection.

Spell Ingredients
When the winds of magic blow across the lands,
they leave little pockets of residual magic in
everything they pass. This is the magic that
boosts spells when ingredients are used. The use
of residual magic is described by thaumaturgical
laws of sympathy, such as the Law of Contagion,
the Law of Similarity and the Law of Names.
In normal spell use, ambient magic can not
confer a bonus of more than one tenth of the
Casting Number of a spell, rounded up. When
using rituals, the full bonus can be used.

Every time a wizard uses an ingredient based on
the Law of Contagion, the GM should determine
anew how much of a bonus it provides. The
tables below offer some general guidelines,
however GMs should evaluate each case on its
own.

The Law of Contagion
The Law of Contagion states: “Once connected,
always connected”. In other words, if you have a
piece of something, its magical energy can be
used against the object to which it was once
connected. A rent piece of cloth has what is
called an “arcane connection” to the mantle from
which it was torn. A human fingernail has a
connection to the person it came from. The
strength of this connection depends largely on
the quality of the bond, the length of the period
the items were connected, and the time elapsed
since they were separated. A gallon of someone’s
blood retains a much stronger connection to his
body than a lock of hair would, and a lock of hair
retains a stronger connection if it was cut off five

Arcane connection to people and beasts
Integral body part, blood, semen
Disposable body part (hair, fingernails)
Favourite, often used object
Often used object
Occasionally used object

6
5
4
3
2

Arcane connection to objects
Main part of the object
Rather important part of the object
Small, unimportant part of the object
An item used often in combination with the object
An item used occasionally in combination with the
object
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”That blade is pure silver, master Sean?” Lord
Bontriomphe asked.
“Pure silver, my lord.”
“Tell me: how do you keep a razor edge on
anything that soft?”
Master Sean smiled broadly. “Well, I’ll admit it’s a
hard job getting the edge on it in the first place. It
has to be finished with jeweler’s rouge and very
soft kidskin. But it’s only used as a symbolical
knife, d’ye see. We never actually cut anything
material with it, so it never needs to be sharpened
again if a man’s careful.”
“But if you never cut anything with it,” said Lord
Bontriomphe, “then why sharpen it at all?
Wouldn’t it work as well if its edges were as dull
as, say, a letter opener?”
Master Sean gave the London investigator a rather
pained look. “My lord,” he said with infinite
patience, “This is a symbol of a sharp knife. I also
have a slightly different one with blunt edges; it is
a symbol for a dull knife. Your lordship should
realise that, for many purposes, the best symbol
for a thing is the thing itself.”
Randall Garrett, Too Many Magicians

Modifier for time since separation
Separated
Separated
Separated
Separated
Separated

more
more
more
more
more

than
than
than
than
than

two hours ago:
a day ago
a week ago
a month ago
a year ago

-1
-2
-3
-4
-5

“Look at it like this, sir: That gown wouldn’t be
what it is if the weaver hadn’t made the cloth in
that particular way. It wouldn’t be what it is if the
seamstress hadn’t cut it in a particular way and
sewed it in a specific manner. You follow, sir? Yes.
Well, then, the connections between garment-andweaver and garment-and-seamstress are strongly
relevant. But this dress would still be pretty much
what it is if it had stayed in the closet instead of
being worn. No relevance – or very little. Now, if it
were a well-worn garment, that would be different
– that is, if it had always been worn by the same
person. Then, you see, sir, the garment as-a-whole
is what it is because of the wearing, and the
wearer becomes relevant.”
Randall Garrett, The Eyes Have It
The Law of Similarity
This law states that “Things that look alike, are
alike”. Spellcasters focusing on an item that
looks like the target of the spell, or has the same
properties or function as the target, will receive a
bonus when casting the spell. Likewise, an item
that has a similar function as the spell has,
works under the Law of Similarity. The spell
ingredients listed in the rulebook and in Realms
of Sorcery are often based on this law.

The Law of Names
To know someone’s name is to have power over
him. The magic of daemonologists is based on
this law, as is the magic of shamans who deal
with spirits. But the Law of Names does not only
cover supernatural beings; it also works for other
sentient beings and material objects. An
important reason why Imperial Wizards use the
arcane language of Magick is that it identifies
things by their true names. The bonus for using
the Law of Names correctly is usually
incorporated into the target numbers of
individual spells and rituals. However, an arcane
language is rarely the magician’s mother tongue,
and is thus prone to occasional errors,
mispronunciations or misremembered words.

Nobles often demand that painters or sculptors
create a portrait of them that is more handsome,
youthful and noble than they actually are. This is
often assumed to be vanity, but at least part of
the reason is certainly to make the work looks
less like the noble, and thereby reduce its
effectiveness as a spell focus against him. The
Law of Similarity is also the reason why fewer
and fewer nobles want their portraits stamped on
coins – or if their portrait is used, they prefer that
it doesn’t resemble them too accurately.

When a person is the target of a spell, the Law of
Names provides a casting bonus if the caster
knows (and mentions) the true name of the
target. A true name is rarely the name by which
the target is commonly known, however – “Pigsty
Hans” or “Joachim the Humpback” are not really
true names. A wizard must do some research,
learning the full name given to a child at birth in
order to receive this bonus. And even the birth
name may not be the real True Name.

It is difficult to give hard and fast rules for
determining the size of a sympathetic magic
bonus. Some variables that the GM should
consider are:
How closely does the ingredient mirror the
function of the spell, or how much does it
resemble the target of the spell?
How rare and expensive is the ingredient?
The more common it is, the lower the bonus
(this is why in the rulebook, ingredients
become rarer and more expensive for spells
with high Casting Numbers).

The Law of Names, by the way, is the reason why
many wizards give themselves nicknames. Such a
false name serves as a mask, and its use won’t
give rival spellcasters an advantage.

Locations
If the ambient magic in the Old World was
allowed to accumulate all the time, eventually
there would be so much that it would start to
affect the natural world. Chapter 2 of Realms of
Sorcery describes how an elaborate network of
stone circles and leylines taps ambient magic and
transports it to a magical vortex on the Elven

The roleplaying game Ars Magica contains a
long list of items that provide bonuses to
spells based on sympathetic magic. In the
fourth edition book (which can still be
downloaded for free from the Atlas Games site)
this list can be found on page 84. In the fifth
edition, the list is on page 110.
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places, though, can be missed even by persons
whose witchsight is strong. However, when such
a place is found, it may be reported. Ancient texts
alluding to these locations are sometimes the
reason why a wizard undertakes a journey or sets
up an expedition.

island of Hoeth. In this way, the quantity of
ambient magic in the Old World is generally
maintained at levels that aren’t dangerous.
This all means, however, that magic transported
by the network can be tapped. In order to do this,
one must be close to a leyline or a stone circle.
The bonus this generates is dependent on the
strength of the magical flow through that
particular section of the network (and thus
dependent the GM’s discretion). The amount of
magic transported through a section of the
network is not always equal, either, so the bonus
can differ from one day to the next.

Examples
The best way to explain how all this works in the
game is to show it in play. So here are a few
examples.
Klaus the Beast Wizard
Harry plays the PC of Klaus, an Amber Magister.
Klaus is casting Wings of the Falcon, a spell from
the Lore of Beasts with casting number 25, and
for which the standard ingredient is a live falcon.
Klaus doesn’t have a falcon, however. He stands
on the edge of the roof of a three story building,
clutching a handful of falcon feathers in his
hand, and through the window he hears a group
of soldiers running up the ladder, coming after
him. It is a sunny afternoon in spring and the
day is Aubentag. Klaus casts his spell and Harry
rolls the dice.

Study and Experiment
In order to find out about arcane connection, a
wizard has either to experiment or study the
results of other wizard’s experiments. Items can
have subtle sympathies toward a lot of magical
effects, only a few of which are directly obvious. It
doesn’t take a genius to understand that a raven
has correspondences to spells of flight and of
death, but four hundred years ago, Magister
Orfalase di Scorcio identified a hundred and
seven different correspondences for a raven, and
listed them all in his famous monography. A few
more have been discovered since. That is not to
say that discovering correspondences is easy –
Magister Orfalase reputedly spent thirty years on
that monography. The fickle winds of magic often
deceive all but the most determined researchers
[in game terms a character must spend a month
experimenting in a well equipped wizard’s
laboratory and can then make a Hard test
against Magical Sense (but use Int) to discover
correspondences. He will find one
correspondence for every degree of success.]
Studying other wizards’ research is a slightly
easier path. Much of the time wizard apprentices
and journeyman wizards spend studying is
exactly on this subject; each college has a long
list of materials that have well-known
correspondences to the spells for their colour,
and wizards are expected to know this list by
heart. More obscure correspondences can be
studied from old texts. A big problem here is that
these texts are often not very clear – the wizards
of old had their own very specific jargon, a jargon
that seems to have varied from one wizard to
another. A text would state that “the crimson leaf
of Pytharte has sympathies with the essence of
the sun”, then the researcher will have to find out
what the crimson leaf of Pytharte is, and what is
meant with the essence of the sun. Is it light?
Warmth? Fire? Any research result usually
requires more research in order to interpret its
meaning.

The standard CN for the spell is 25, and a live
falcon would have given Klaus a bonus of +3.
Now, however ...
The GM checks the list of factors that influence
Brown magic. It is Aubentag, a day when Ghur is
traditionally weak (-1). The fact that Klaus is not
in the wilderness doesn’t help much – but neither
does it hinder. It is afternoon (+1) and spring
(+1). These cumulative modifiers give Klaus a +1
for attracting Ghur.

To set up research paths see the article “Library
Research in WFRP” on pages 25.
Finding locations of magical energy is not always
easy either. Sometimes it is clear; stone circles
and the like are easily identifiable (although not
all stone circles are actually magical). Other

In addition to time-related factors, Klaus holds a
bunch of falcon feathers. This is not nearly as
effective as a real live falcon, but the GM decides
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sources of sympathetic magic, but they aren’t, so
they score nothing. The purple room is worth a
+1 for attracting Shyish, as are the season, the
time of day and the weather.

that Klaus will receive another +1 bonus for
sympathetic magic. He receives a total of +2 on
his roll, now needing only to roll a 23.
The soldiers reach the attic and run toward the
window. Klaus hurriedly finishes his spell and
jumps. Harry rolls the dice – 19 - and misses his
roll by four. Klaus plummets to the ground,
feathers of the falcon trailing behind him.

The total modifier is thus:
- Astronomical influences:
- Earth from the village
- Salting and burning it
- Purple room
- Season
- Dusk
- Weather

Thomas the Ritualist
Thomas, a rather vengeful wizard, wants to
invent a ritual. Years ago he was chased out of a
farmer’s village, and now he wants to blight the
land around that village so that no crops will
grow there for ten years. In writing the ideal for
his ritual (page 170 of RoS), Thomas picks the
ingredients and conditions with care.

2
2
1
1
1
1
1

This makes a total modifier of 9. The GM
subtracts 9 from the casting number he first
estimated for the ritual and writes down the new
result. He wonders how accurate Tom’s
estimation of the ingredients’ and conditions’
effectiveness was.

For ingredients, Thomas takes earth from the
north, east, south and west of the village (this
will be burnt during the ritual). He also collects a
few handfuls of salt (to poison the earth first),
and two human skulls (to draw Shyish, the Wind
of Death).

If Thomas fails his ritual on the first try and
obtains a Research Result indicating a roll on
table 6.12 (ingredients), he may instead (if the
GM agrees) change the ingredients and
conditions from the ritual, to produce a larger
bonus for colour magic and sympathetic magic.

For conditions, he takes a room painted purple
which contains gold plates with burning incense.
A brazier hangs from the ceiling, and myrrh is
sprinkled across the coals (not for any magical
purpose - Thomas just likes the smell of myrrh).
The ritual will be performed on an autumn day
when Verdra is in the sign of Vobist the Faint
and Lokratia resides in The Two Bullocks.
Thomas wanted to perform the ritual at dusk on
Angestag, but the weather was much too clear so
he decided to wait. Backertag brought a cloudy
sky, and according to Thomas’ astronomical
computations, the constellations were still
favourable.

Berthold the Artificer
Berthold is a pyromancer. He wants to create a
staff that aids him when casting spells that
create fire (fireballs, for example). Berthold cuts a
decent staff from the ash tree and hardens it over
a fire. He carves the head of the staff into the
image of a dragon about to spit fire. He uses
rubies for the dragon’s eyes. Berthold then clasps
seven bright red copper rings around his staff. He
reckons that copper is the metal of Deiamol, and
will thus transfer some heat from that planet to
his staff. The top ring binds three dragon claws to
the staff.

When the GM now decides the CN of the ritual,
he should evaluate how all the ingredients and
conditions combine to draw the desired types of
magic. First the GM rolls for Thomas, testing
against his Academic Knowledge (Astronomy)
skill. The result is a narrow failure, so the GM
decides that Thomas waited too long. The planet
Verdra has moved out of the constellation Vobist
the Faint into The Broken Cart, and thus no
longer provides a bonus. Lokratia still resides in
The Two Bullocks, however. Because the Two
Bullocks is the sign of fertility, Shyish will be
particularly effective at destroying anything
fertile. The GM decides that a +2 bonus is in
order here.

The idea here is that the staff will fill itself with
enough magical energy to draw sympathetic
magic when casting fire spells.
Inspirations and acknowledgements:
Ars Magica (any edition)
The magic system in GURPS CABAL by Ken Hite
The quotes in this article come from the Lord Darcy
books by Randall Garrett.
The Black Industry forums pointed me to a description
of the WFRP solar system, mentioned in The Burning
Shore.
Marijan von Stauffen, writer of the Liber Chaotica,
Realms of Sorcery and the Liber Necris was kind
enough to share his ideas and to give advice for this
article. He suggested many places and objects that
correspond to the different winds.

As for ingredients, the earth from around the
village confers a +2 in sympathetic magic, and
the combination of salting and burning provides
another +1. The GM decides that the human
skulls are not symbolic enough to impart any
bonuses for Shyish. If the skulls had come from
local villagers, they would have been powerful

The term “Arcane Connection” has been borrowed from
Ars Magica.
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Alchemical Formulas
by Dan White
100 gc for a normally equipped laboratory (no
skill test adjustment), 300 gc for a good
laboratory (reduces all research times by 10%) or
1000 gc for a best laboratory (reduces research
time by 10% and gives +10% to all relevant skill
tests). These values replace those found for
laboratory equipment costs in Realms of Sorcery
page 201, as those values do not account for the
cost multipliers of poor, good or best items.

“There are two fountains springing with great
power. The one water is hot and belongs to the
boy; the other water is cold and is called the
virgin’s fountain. Unite the two waters, that they
may be one. This stream will possess the forces of
both, mixed together, just as the fountain of
Lamneth is simultaneously hot and cold.”
– Bartholomew Jagielka, Gold Magister

W

hispers of the Philosopher’s Stone and the
Philosopher’s Elixir are matters of gossip
both inside and outside the Imperial Colleges of
magic. Presented here for the first time are some
of the terrible secrets that the Gold Order holds
within its walls. For players who are Gold
Magisters, this information can lead them to
riches - or to an ignoble end in some forgotten
part of the Empire, a rare component clutched in
his cold, dead hands.

Once the alchemist has a suitable laboratory at
his disposal, he may start his research by poring
over old treatises and tomes. See the ‘Library
Research’ article for details. Each step of the
formula should require at least one successful
research cycle. This enables the alchemist to
settle on a mixture of ingredients on which to
experiment. He needs 1d10/2 ingredients from
the Ingredients Table to start experimentation.
Through intense study of esoteric lore, the
alchemist strives to understand both the
chemical and magical properties of his
ingredients (see the ‘Sources of Magic’ article for
sympathetic connections). Possession of some of
the listed ingredients could attract accusations of
Necromancy or Daemonology. The alchemist
must be careful in his choice or risk the witch
hunters’ pyres. Given the time involved in finding
the best combination of ingredients, however, the
alchemist cannot often afford to be choosy.

Researching the Philosopher’s Stone is both a
physical and a spiritual journey as the alchemist
tries to purify his formulas. However, the esoteric
nature of this discipline hides the real goal - to
become rich! Lucky alchemists may stumble
upon formulas that can alter the very nature of
base metals, perhaps even transmuting them into
Gold itself, the purest of metals.
Pompous alchemists pursuing the Philosopher’s
Elixir maintain that this is the truest use of
alchemy. The alchemist’s goal here is both
physical and spiritual purity; to transform his
own body and soul, not just some lifeless hunk of
metal. This doesn’t prevent practitioners of this
art from striving to create formulas that might
turn a profit from their sale, however.

Many of the ingredients in the tables will not be
readily available and could require quests or
adventures to obtain. If the alchemist is able to
buy the needed ingredients, then 50 gc times the

Alchemical Ingredients
“Four brothers stand in a long row; the one to the
right carries the weight of the earth, and the one to
the left that of water. Those in-between carry the
elements of air and fire. If you want all of them to
die quickly, only kill one of them, and they will die
together, since they are united by natural bonds.”
- Balthazar Gelt
The arduous road to be traversed in chasing the
Philosopher’s Stone or Elixir requires the wizard
to have a laboratory and a store of ingredients to
hand. He has to burn, chill, distil, sublimate and
solidify his mixtures in special glass and copper
containers and retorts. This process costs money
and utilises spells found in Alfred Nunuz’s
alchemy article found at the Strike to Stun
website (www.strike-to-stun.com).
The alchemist must have access to a laboratory
and its attendant equipment. This costs 50 gc for
a poor laboratory (-10% to all relevant skill tests),
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total number of ingredients is not an
unreasonable cost. Finding sellers of some items
may be tricky though. Availability should be
determined by the item’s rarity and the danger of
possessing it. A piece of Ash holds no risk and
can be found readily; sourcing a vial of Elf blood
is another matter.

42
43
44
45
46
47
48
49
50
51
52
53
54
55
56
57
58
59
60
61
62
63
64
65
66
67
68
69
70
71
72
73
74
75
76
77
78
79
80
81
82
83
84
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The table can also be used to determine
ingredients for the potions detailed in Realms of
Sorcery (page 192) and for the dyes, elixirs and
soaps found in Alfred Nunez’s alchemy
document.
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02
03
04
05
06
07
08
09
10
11
12
13
14
15
16
17
18
19
20
21
22
23
24
25
26
27
28
29
30
31
32
33
34
35
36
37
38
39
40
41

Table A

Table B
Ingredient
(6-10 on 1d10)

Star Metal
Gold
Lodestone
Silver
Copper
Crystal
Brass
Marble
Steel
Clay
Onyx
Salt
Granite
Iron
Gromril
Ithilmar
Lead
Diamond
Emerald
Ruby
Sapphire
Jade
Opal
Moss
Yeast
Milkweed
Moulds
Nuts
Bat’s Eyes
Dragon Bone
Elf Bone
Elf Skin
Troll Hide
Vampire Skin
Bat’s Wing
Ghoul Skin
Giant Bone
Griffin Skin
Skaven Teeth
Milk
Toadstools

Table B
Ingredient
(6-10 on 1d10)

Grave Dirt
Mandrake
Chimera Spittle
Rosemary
Zombie Flesh
Parsley
Raptors Eyes
Calcite
Horse’s Heart
Boars Tusks
Dragonfly Wings
Barnacles
Kislevite Amber
Ether
Chloroform
Frankincense
Frog Secretions
Malachite
Vinegar
Clover
Mustard
Harpy Claws
Turtle Shell
Owl’s Eyes
Whale Oil
Spider Silk
Squid Ink
Mutants Pustules
Cinnamon
Soapstone
Beastman Sweat
Beastman Horn
Blessed Relic
Daemon Blood
Daemon Horn
Daemon Skin
Anchorite
Dolomite
Nitrates
Vampires Teeth
Sodium Hydroxide
Adrenal Glands
Nickel
Snake Skin
Agate
Jasper
Snotling Snot
Charcoal
Stone Circle
fragment
91 Power Stone
92 Ancient Artefact
93 Porcupine Quill
94 Bear Heart
95 Blood Oak
96 Assassins Dagger
97 Dragon Egg
98 Chimera Blood
99 Rabbits Foot
100 Bird Egg

Alchemical Ingredients Table
Roll 1d10 to determine which Ingredient Table is
used (A or B), and then roll 1d100 a number of
times indicated by the previous d5 result to
determine which ingredients are best suited for
alchemical studies.

Ingredient
(1-5 on 1d10)

Table A
Ingredient
(1-5 on 1d10)

Pearl
Tree-Man
Ash
Hazel
Oak
Yew
Linden
Holy Water
Myrrh
Black Lotus
Dragon Blood
Dogwood
Brandy
Lycanthrope Blood
Men’s Blood
Elf Blood
Spider Venom
Musk
Orchid
Spring Water
Rose
Snake Venom
Wine
Human Bone
Lion Heart
Manticore Hide
Troll Bones
Griffin Feather
Ivory
Ogre Bone
Stag Horn
Wolf’s Eyes
Bull Horn
Mercury
Ammonia
Argenite
Cinnabar
Galena
Chalk
Honey
Comphrey
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Phosphorous
Bugman’s Ale
Wax
Foxglove
Pewter
Fluoride
Orc Tusk
Hobgoblin Tongue
Beryllium
Goblin Teeth
Chloride
Liniment
Tobacco
Troll Vomit
Mummy’s Shroud
Pitch
Mad cap Mushroom
Urine
Basil
Fish eggs
Rat’s Blood
Warpstone
Potassium
White Lead
Stibnite
Vitriol
Tin
Tartar
Soda
Saltpetre
Pyrites
Potash
Nitric Acid
Magnesium
Lithium
Lime
Mint
Almond
Wormwood
Ivy
Clove
Catnip
Aloe
Sulphur
Balm
Anise
Arsenic
Poison Mushroom
Saffron
Opium
Mistletoe
Belladonna
Pig’s Blood
Rainwater
Lavender
Alcohol
Wolf’s Blood
Stag Blood
Perfume
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Example: Pietr has started research into the
Philosopher’s Stone and research dictates that 3
ingredients mixed correctly may be sufficient.
These are Basil, Copper and Orc tusk, costing him
150 gc in total. After ten days of work, Pietr
attempts an Academic Knowledge (Science) test
and succeeds by 45 percentiles. His resultant
concoction has a 45% chance of being pure enough
to take to the next stage. He rolls 54% on his
Coalescence Test and sadly must start again with
new ingredients.
Many Alchemists spend years refining their
techniques without much success, yet the
Philosopher’s Stone remains a popular area of
study.

Philosopher’s Stone

Each step of the process must have successfully
coalesced before taking the formula on to the
next stage. Additionally, each step must be
performed in order for the formula to be
advanced to the next step. You cannot, for
example, perform step 1 and then skip to step 3.
If at any stage a coalescence test is failed then
the process must be started again at step 1 with
new ingredients gained from the Alchemical
Ingredients tables.

“If any muddiness is felt, seen and perceived in
me. I am not the way I should be and I should be
purified, as I was in the human body. In young
and old, man and woman, in fishes, metals and
all other things, I can produce great wonders. For I
am the power, essence, nature and quality of all
things.”
Although research into the Philosopher’s Stone is
often scoffed at by Gold Magisters, it remains a
popular area of study for young, ambitious
wizards of the order, despite being both time
consuming and a sink for hard earned money. If
anyone actually discovered the means to perform
all the transformations required, the resulting
concoction would transmute base metals into
gold, and the alchemist’s name would be revered
by the Gold College for ages to come.

The Road To Riches
Step 1: Calcinatio - The alchemist incinerates his
ingredients over an open flame. This transforms
the ingredients into a fine powder.
Step 2: Putrefactio - By adding organic material to
his powder, the alchemist causes his mixture to
decay, purifying the substance through
destruction of its current embodiment.

Presented here are guidelines to formalise this
area of alchemical research.
Each step along the formula to the Philosopher’s
Stone takes 10 days to achieve. An Academic
Knowledge (Science) test is required for each
procedure to succeed. If the alchemist has
Academic Knowledge (Magic), he may roll
against both skills and keep the better result.
Even if the skill tests are passed, the resultant
concoction only has a percentage chance equal to
the margin of success to advance the
Philosopher’s Stone to the next stage of the
process. This is called the Coalescence Test. If
the Coalescence Test is failed, research must
start again and a new set of ingredients
experimented upon. Therefore it is recommended
that the alchemist have several batches of his
formula to work on, so that his time is not
completely wasted if one Coalescence Test fails.
Who said the road to riches was easy?

Step 3: Sublimatio - The alchemist evaporates his
materials before re-solidifying it. This further
refines the substance’s nature.

A successful formula can be utilised after each
step has been completed. These experiments act
as training for the ultimate goal - transforming
base metals - and can produce a variety of
results. However, only the most powerful
formulas can transform lead into gold. The Ritual
of Transformation details how these intermediate
formulas work.

Step 8: Digestio - The alchemist dissolves the
remaining solid, maintaining the temperature of
104o F.

Step 4: Solutio - Here, the alchemist adds
Mercury to his formula, and a single sliver of
gold. He heats the whole in order to change the
solid matter to a liquid.
Step 5: Distallatio - The alchemist then
continually evaporates and condenses his
mixture in a hermetically-sealed container.
Step 6: Coagulatio - This step involves
crystallizing the liquid into a solid body, and is
also called ‘fixation’.
Step 7: Extractio - In this step, the alchemist
extracts the desired elements from solid matter
through transmigration.

Step 9: Ceratio - This step transforms the
concoction into a waxy, paste-like substance.
Step 10: Fermentatio - The alchemist allows the
waxy substance to ferment, transforming it into a
higher state of being.
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Transmutation Chart
At the conclusion of the Ritual of Transmutation,
the solution is applied to the base metals and
they morph into another material. To determine
the nature of this transmutation, roll 1d100 and
add 10% multiplied by the step number of the
successful formula. (Example: Hans decides to
carry out a Ritual of Transmutation with a
successful Step 5 formula. He rolls 1d100 and
adds 50% to the roll before consulting the
transmutation chart).

Step 11: Projectio - The alchemist then dries the
substance until a fine, fully purified powder is
achieved, which can magically transmute base
metals into Gold.
Individual GMs may decide whether this process
actually creates a powder that can transmute
base metals into Gold. As a guide, however, it is
suggested that for each point of the alchemist’s
Magic characteristic, the resultant powder can
change no more than 5 pounds of base metals
into Gold. This will produce 100 gc worth of gold
(5 pounds) per point of Magic characteristic. In
many cases, more money will be spent on
ingredients than the value of gold created by the
Philosopher’s Stone. No one said immortality
came for free. If such an amazing discovery were
ever made, then the cost of ingredients needed
for the successful formula might decrease as they
became more commonly used. The authorities
would doubtless become interested, and the Gold
College could be censured if the procedure was
abused.

Roll
01-25
26-40
41-60
61-70
71-80
81-90
91-00
101-120
121-131
141-150
151-160
161-170
171-180
181-190
191-200

The GM should consider carefully before
introducing a functional Philosopher’s Stone
formula into his game. The rules presented here
provide an area of alchemical study that will
simultaneously prove diverting and also generate
adventure possibilities. However, given the
difficulty of completing the process, it is highly
unlikely that a working formula for the
Philosopher’s Stone can be discovered by player
characters.

Nature of Transmutation
Moss
Porridge
Wood
Copper
Sandstone
A random ingredient used in the
formula
Bone
Red Iron
Marble
Silver
Steel
Flesh (too much power!)
Amber
Star Iron
Gold! (I’m rich, I’m rich!)

Philosopher’s Elixir
“Nature be your guide; follow her with your art,
willingly, like a footman, not an Amber Magister.
For you will err if she is not your companion on the
way.”

The GM may require a ritual to be performed
after the chemical process has been completed.

Other areas of study for alchemists are the Elixir
of Life and the Alkahest (the universal solvent).
Fortunately, both of these quests are related and
therefore fall under the same research
procedures. Once again, this quest is long,
expensive and arduous. Few alchemists progress
very far in their quests for these miraculous
elixirs. Presented here are rules to cover this area
of research.

Ritual of Transmutation
Type: Arcane
Arcane Language: Magick
Magic: 2
XP: 100
Ingredients: The successful formula from any
step in the quest for the Philosopher’s Stone. You
must also provide at least 5 pounds of base
metal; every 5 pounds produces 100 coins worth
of precious metals or is transformed into 5
pounds of another material (see below). 5 pounds
of base metal may be transmuted for each point
of the wizard’s Magic characteristic.
Conditions: You must have the Arcane Lore
(Metal) talent or have taken Philosopher’s Stone
as one of your Alchemist’s areas of study (see
Alfred Nunez’s Alchemy article).
Consequences: If you fail your casting roll, the
formula is ruined and your base metal is
automatically turned into moss (see
transmutation chart below).
Casting Number: 13
Casting Time: 4 hours
Description: This ritual imbues the formula
powder with the energy of the warp, enabling
base metal to be transmuted into other materials,
perhaps even Gold, when the powder is sprinkled
upon it.

Once the alchemist has his ingredients, he may
begin researching. Each step of the formula to
the Philosopher’s Elixir requires 1d10/2 days;
one day for each ingredient required. This
formula relies more heavily on the ambient
magical properties of its ingredients than the
Philosopher’s Stone does, and therefore requires
both Academic Knowledge (Science) and
Academic Knowledge (Magic) skills for research.
The alchemist must test against both skills at
each stage, keeping the better of the two results.
If the Academic Knowledge (Magic) test is
passed, the GM may wish to consult the
sympathetic ingredients listed for that stage,
choosing one or more in addition to the random
ingredients.
Like the Philosopher’s Stone, each step along the
way towards the Philosopher’s Elixir produces a
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sympathetic connections: moulds, spider venom,
ammonia.

working elixir (see descriptions below). However,
in order to progress to the next step, the
alchemist must pass a Coalescence Test in
addition to his Academic Knowledge skill test.
The Coalescence Test is equal to the margin of
success on the skill test, and determines whether
the compound is pure enough to continue its
refinement. Many alchemists spend the majority
of their lives pursuing this area of research with
little or no luck.

Step 5: Liquor Silicum – By adding herbal
remedies and a piece of silver foil to his elixir, the
alchemist creates a milky white tonic that attacks
harmful toxins. The imbiber of this elixir may reroll a Toughness test (with all the original
modifiers) to resist a poison. This elixir does not
heal damage already taken from toxins. Common
sympathetic connections: snake skin, mint.

Example: Pietr turns his attention to the
Philosopher’s Elixir and his research determines
that frog secretions, white lead and daemon horn
may be just the recipe. Pietr pays 150 gc for the
ingredients and passes his Academic
Knowledge skill test after three days of work.
Pietr rolls a 17 against his skill of 43, resulting in
a Coalescence Test of 26%. He must decide
between using his vial of Aqua Ardens or taking
the formula to the next step. Pietr decides to
continue the research and rolls a 22%. His formula
is pure enough to proceed with. Success!

Step 6: Aqua Vitae – By adding volatile alcohols to
his mixture, the alchemist creates a highly
combustible elixir that ignites if exposed to air or
water. The mixture must be carefully stored in an
airtight container. If the container breaks, the
mixture combusts causing a damage 1 hit to any
target in contact, and possibly setting him alight
(see Fire damage, WFRP page 136). Common
sympathetic connections: Daemon blood,
magnesium, vitriol.
Step 7: Elixir Salis – The alchemist adds Sulphur
and more herbal remedies to his mixture,
producing a yellow elixir that may be used as a
mental restorative. The imbiber of this elixir may
roll a Willpower test. If successful, he loses one
Insanity Point. Common sympathetic
connections: ivy, wine, moss.

Each step of the process must have successfully
coalesced before taking the formula on to the
next stage. Additionally, each step must be
performed in order for the formula to be
advanced to the next step. You cannot, for
example, perform step 1 and then skip to step 3.
If at any stage a coalescence test is failed then
the process must be started again at step 1 with
new ingredients gained from the Alchemical
Ingredients tables

Step 8: Aqua Regia – The next step towards the
Alkahest creates a strong acid. If splashed on a
target, he suffers a damage 3 hit that bypasses
armour. Common sympathetic connections:
Chimera spittle, Troll vomit.

Elixirs resulting from this area of study are not
subject to the spoilage rules in Realms of Sorcery
(page 192).
The Road To Immortality
Step 1: Aqua Ardens – By distillation, the
alchemist ends up with a highly volatile elixir. If
thrown at a target, the target suffers a single
damage 1 hit as the mixture combusts swiftly
before extinguishing. This does not cause the
target to catch fire. Common sympathetic
connections: brandy, ruby, sulphur.
Step 2: Extrinseca – By evaporating his elixir, the
alchemist creates a soothing balm that heals two
wounds of damage when applied to a lightly
wounded character. Each target may only receive
the benefit of Extrinseca once per wound.
Common sympathetic connections: jade, spring
water, aloe.
Step 3: Mercurium Vitae – By adding Mercury to
his solution, the alchemist creates a silvery
coloured elixir that restores lost hair. Each
application restores roughly 10% of the target’s
original compliment of hair. Common
sympathetic connections: Beastman sweat, rat’s
blood.
Step 4: Aqua Fortis – By adding various reagents
and acids to his elixir, the alchemist creates a
mild corrosive. Application of this acid causes a
single damage 2 hit to the target. Common
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alchemist can only benefit from this elixir once.
Common sympathetic connections: crystal, owl’s
eyes, ether.

Step 9: Elixir Coralli – By adding organic materials
to his mixture, the alchemist creates a blood-red
elixir that prevents the imbiber from conceiving a
child for one year. (It is recommended that this
level of achievement be the pinnacle of study
within the Empire. Elixirs beyond this step may
produce effects that GMs consider to be too
powerful. As always however, individual GMs
may decide which level of research is the current
pinnacle of achievement). Common sympathetic
connections: saltpetre, turtle shell.

Step 16: Aqua Metallorum – By adding pure
chemical compounds to his mixture, the
alchemist creates an orange elixir that cures the
imbiber of all physical deformities. This elixir
even cures chaos mutations if the drinker passes
a Toughness test. This is another step in the
formula for perfection and immortality. Common
sympathetic connections: Halfling skin, blessed
relic.

Step 10: Elixir Balsami – When putrefying
elements are introduced to his mixture, the
alchemist creates a bright green elixir that cures
the imbiber of any diseases. The drinker must
pass a Toughness test in order to benefit. This
elixir does not restore damage already taken from
diseases. Common sympathetic connections:
vinegar, perfume.

Step 17: Panacea – By fermenting his mixture,
the alchemist creates a blue-green elixir that
removes all poisons and diseases from the
imbiber’s body. Any damage already caused by
diseases or poisons is instantly healed. Common
sympathetic connections: mandrake, rain water.
Step 18: Elixir Vitae (Elixir Of Life) – The final goal
is reached (well, nearly) as the alchemist adds
magical ingredients to his mixture, including
power stones. This creates an iridescent elixir
that returns the vigour of youth to the drinker.
The imbiber’s physical age becomes 21 for a
human (or equivalent for a non human). The
drawback is that the alchemist must, from this
day forth, imbibe another Elixir Vitae every
decade or die instantly after ten years have
passed. Common sympathetic connections:
Vampire skin, Elf blood, Ithilmar.

Step 11: Aqua Mortis – Called the perfect poison,
this black elixir causes instant death to anyone
drinking it unless a Very Hard (-30%)
Toughness test is passed. The poison is
untraceable. Common sympathetic connections:
onyx, belladonna, snake venom.
Step 12: Alkahest – The life’s work of many
alchemists, this step creates a universal solvent
capable of dissolving anything (except one
material designated by the alchemist during
creation). If splashed on a target, he suffers a
damage 3 hit per round, ignoring armour and
toughness. The Alkahest is impossible to wash
off, and will eventually dissolve anything but the
material designated for the elixir’s container.
Even buildings will eventually disintegrate. Some
claim the Alkahest will continue corroding until it
reaches the centre of the earth! Common
sympathetic connections: diamond, Giant bone,
Daemon horn.

Step 19: Menstruum – For alchemists wishing all
the world’s mysteries laid bare, this is the
pinnacle of alchemy. Adding decanted essences
and extracted memories, the alchemist creates a
luminous elixir that causes the imbiber’s physical
body to fall away. The alchemist is now made of
pure thought, becomes one with the cosmos, and
is privy to the mysteries of creation. Remove the
alchemist from play. Common sympathetic
connections: star metal, Daemon skin, ancient
artefact.

Step 13: Extrinseca Magnus – The alchemist may
continue his research after discovering the
universal solvent. By adding alkalis and healing
herbs to the mixture, he creates a salve which
cures 2d10 wounds when applied to wounds.
Common sympathetic connections: Troll skin,
holy water.

As with the Philosopher’s Stone, GMs are advised
to think carefully before allowing working
formulas for either the Alkahest or Elixir of Life
into their games. The recommended limit for
research in this field is Step #9, but persistent
characters may continue beyond this level at the
GM’s discretion. It should be noted that many of
the elixirs beyond Step #9 would attract great
interest from the authorities, and utilising them
could irrevocably change the Empire.

Step 14: Humor Vitae – By adding carefully
purified and desalinated water, the alchemist
creates a light blue elixir that instantly removes
any poisons from the drinker’s bloodstream. The
elixir does not cure damage already sustained
from poison. Common sympathetic connections:
Vampire teeth, lodestone, mercury.

As a diverting and entertaining area of study, the
Philosopher’s Elixir may keep player character
alchemists adventuring for some time.

Step 15: Aqua Philosophorum – A major step along
the road to immortality, this purple elixir subtly
changes the alchemist’s mind, preparing him for
the shock of seeing the world’s mysteries
revealed. The alchemist must pass a Challenging
(-10%) Willpower test after drinking this elixir. If
he succeeds, the alchemist’s Will Power statistic
is permanently raised by 5%. If he fails, the
alchemist gains 1d10 insanity points. The

The GM may require a ritual to activate the final
formula for the Alkahest or the Elixir of life.
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The Perpetual Corrosive
Type: Arcane
Arcane Language: Magick
Magic: 3
XP: 100
Ingredients: A vial of Alkahest made by the
Alchemist
Conditions: You must have the Arcane Lore
(Metal) talent or have taken Philosopher’s Elixir
as one of your Alchemist’s areas of study (see
Alfred Nunez’s Alchemy article).
Consequences: If you fail your Casting Roll the
Alkahest is ruined, but its corrosive power is
transferred to you by the tainted powers of the
warp, inflicting a damage 3 hit on each of the
following 1d10/2 rounds. This damage ignores
Toughness and armour
Casting Number: 17
Casting Time: 4 hours
Description: This ritual imbues a vial of
Alkahest with the corrosive power of the warp,
enabling it to be used with some danger, as
discussed in the Alkahest entry.

Youth’s Strength Returned
Type: Arcane
Arcane Language: Magick
Magic: 4
XP: 300
Ingredients: A vial of Elixir Vitae created by the
Alchemist.
Conditions: You must have the Arcane Lore
(Metal) talent or have taken Philosopher’s Elixir
as one of your Alchemist’s areas of study (see
Alfred Nunez’s Alchemy article).
Consequences: If you fail your Casting Roll,
nothing appears to be awry. To maintain
suspense with this ritual, the GM is urged to
make Casting Rolls in secret. After the elixir is
imbibed, the caster turns instantly to dust.
Casting Number: 28
Casting Time: 24 hours of fasting and chanting
Description: This ritual imbues a vial of Elixir
Vitae with the power of the warp, returning the
imbiber to the peak of health. Effects of aging
and debilitating diseases gained in later life are
reversed. The elixir removes outward signs of
corruption such as mutations, but does not affect
the mind. The drinker’s experiences are
remembered, and insanities are retained.
Sources: Rolemaster Alchemy Companion and Alchemy
by Johannes Fabricius
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Counterspells
by Wim van Gruisen

M

agic is an important part of the setting and
rules for Warhammer Fantasy Roleplay.
The books describe hundreds of spells, a number
of careers that have access to them, and various
talents related to spellcasting – but strangely
enough, very little on defence against magic.
There is one lesser spell, “Dispel”, and that’s
about it. This article aims to remedy that by
offering a handful of counterspells.
There are a few rules that apply to all
counterspells, unless stated differently in the
description of the spell. First, counterspells are a
form of lesser magic, and they follow the same
rules as other lesser magic (see the rulebook, p.
148). Furthermore, counterspells target other
spells. A counterspell must be cast in the same
round as its target, and the counterspelling
wizard must see or hear the other spell being
cast. The player must indicate that he will
counter the spell before the result of that spell is
known. If the target spell would be resolved
before the counterspell can be cast, it can still be
countered, but countering will take a full action
instead of the half action that is standard.
Despite this, a counterspell cannot be an
extended action. Counterspells themselves can be
countered like every other spell.

Major Dispel
CN: 24
CT: Half action
Item: A silver wand with a jewel linked to the
targeted spell’s colour (+3)
Target any spell. That spell fizzles. Effects like
Tzeentch’s Curse and the like still apply.

Minor Drain
CN: 10
CT: Half action
Item: A gnat (a live one) (+1)
Roll a d10. Subtract the result from the casting
roll for target spell. If that makes the casting roll
go below the CN, that spell fizzles.
When this spell is cast, the caster’s body absorbs
the magical energy. His next action must be the
casting of a spell; for this action he can add the
amount of magic drained to his casting roll (he
still must make a casting roll, though). If he
doesn’t cast a spell, he gains a number of
corruption points (or insanity points, if you don’t
use corruption points) equal to the amount of
magic drained.

Drain
CN: 20
CT: Half action
Item: A jar of leeches (+2)
Roll 2d10. Subtract the result from the casting
roll for target spell. If that makes the casting roll
go below the CN, that spell fizzles.

This list contains a few Chaos spells as well.
Drawing Tzeentch’s Curse acts like a counterspell
in all aspects, except that it doesn’t prevent the
original spell being cast. Curse of Flies and
Ecstatic Interruption are normal counterspells,
but only available for chaos sorcerers. Sharing
Tzeentch’s Favour is not a counterspell, just a
particularly icky sort of curse.

When this spell is cast, the caster’s body absorbs
the magical energy. His next action must be the
casting of a spell; for this action he can add the
amount of magic drained to his casting roll (he
still must make a casting roll though). If he
doesn’t cast a spell, he gains a number of
corruption points (or insanity points, if you don’t
use corruption points) equal to the amount of
magic drained.

Slow Down
CN: 4
CT: Half action
Item: Tar (+1)
Target spell takes a half action longer to cast.

Minor Dispel

Major Drain
CN: 30
CT: Half action
Item: A vampire’s tooth (+3)
Roll 3d10. Subtract the result from the casting
roll for target spell or ritual. If that makes the
casting roll go below the CN, that spell fizzles.

CN: 8
CT: Half action
Item: an ebony wand (+1)
Target any spell with CT 15 or lower (before
modifiers are applied). That spell fizzles. Effects
like Tzeentch’ Curse and the like still apply.

When this spell is cast, the caster’s body absorbs
the magical energy. His next action must be the
casting of a spell; for this action he can add the
amount of magic drained to his casting roll (he
still must make a casting roll, though). If he
doesn’t cast a spell, he gains a number of
corruption points (or insanity points, if you don’t
use corruption points) equal to the amount of
magic drained.

Common Dispel
CN: 16
CT: Half action
Item: an ebony wand, topped with a jewel linked
to the targeted spell’s colour (+2)
Target any spell with CT 25 or lower (before
modifiers are applied). That spell fizzles. Effects
like Tzeentch’ Curse and the like still apply.
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Reflection
CN: Half that of the target spell, rounded up
CT: Half action
Item: A hand mirror (+CN/10, rounded up)
The target spell, which must be directed at one or
more individuals, is bounced back to caster.

Chaos magic
Sharing Tzeentch’s favour (Lore of Tzeentch)
CN: 15
CT: Full action
Item: A symbol of Tzeentch (+2)
Target this spell on someone who can cast magic,
who is within a hundred yards from the caster.
Until the next sunrise / sunset (whatever comes
first), whenever this person casts a spell or
performs a magic ritual, he must roll an extra
Chaos die. Roll an extra Chaos die when casting
this spell.

Deflection
CN: 6
CT: Half action
Item: A shield (+1)
The target spell, which must be a magic missile,
fizzles.

Redirection
CN: Half that of the target spell, rounded up
CT: Half action
Item: A bent arrow (+CN/10, rounded up)
Target spell, which must be a magic missile, is
redirected to another target. That target must be
in line of sight of the caster of this spell.

Hinder
CN: 5
CT: Half action
Item: A short stick
The target spell is only half as effective as
normal. It is up to the GM to decide in which way
this happens.

Drawing Tzeentch’s Curse (Lore of Tzeentch, counterspell)
CN: 5
CT: Half action
Item: A symbol of Tzeentch (+2)
When determining Tzeentch’s Curse for the target
spell, the dice cast for this counterspell are also
taken into account.

Curse of Flies (Lore of Nurgle, counterspell)
CN: 17
CT: Half action
Item: A symbol of Nurgle (+1)
A swarm of flies surrounds the caster of the
target spell and blocks his vision, enters his
mouth, and is a bloody nuisance. The caster is
unable to finish the spell, and the spell remains
uncast.

Ecstatic Interruption (Lore of Slaanesh, counterspell)
CN: 11
CT: Half action
Item: A symbol of Slaanesh (+2)
The caster of the target spell undergoes a feeling
of pure ecstasy as he is casting the spell. He
must make a Willpower test immediately; if he
fails he is unable to finish casting it.
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