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usageat-will &recharge per battle per arc

* Chain Spell: If first attack roll is natural odd, spend for battle but not for arc.
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trigger/target/effectaction name page#

During your turn: one each of standard > move > quick, and any number of free actions. Between your turns: one interrupt action.

features, powers, & spells

Std Gather Power Prepare to cast an empowered spell with your next standard action. 
Empowered sorcerer spells deal double damage on hit or miss. Additionally, 
you can use your quick action this turn to generate an overspill effect.
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Burning Hands Close-Quarters Spell

2d8 fire damage 9 -

2 nearby grouped enemies/Nat 1-10 take 2 damage.

Chaos Bolt Ranged Spell

One nearby enemy/See FEATURES, POWERS & SPELLS 

7 special random damage 17

Metallic Heritage Spell Fist Undead Heritage
Whenever you cast a limited use 
spell, gain a +1 bonus to all 
defences until the start of your 
next turn.

When staggered, gain +2 to AC. 
1/battle, use a ranged spell without 
taking an opportunity attack. The 
crit range of your spells expands by 
2 against engaged enemies.

The first critical hit you take each
battle is only a normal hit. In 
addition, you add either the ESC DIE
or your current Skulls to your 
attacks, whichever is higher.

HH167HH167HH166

Free Evasive Force an enemy that hits you with an attack to reroll with a -2 penalty. HH40

Evasive

Std Chaos Bolt HH168When you cast chaos bolt roll a d4 to determine it’s random energy. You 
cannot make a save to change this. 1: Cold. 2: Fire. 3: Lightning. 4: Psychic.
Psychic targets MD, otherwise target PD. Bonus effects depending on energy 
type and natural rolls last until the end  of your next turn by default. 
Cold/fire/lightning 16-18: ____  ongoing (easy save ends) 19: stuck 20: weakened 
Psychic 16-18: dazed. 19: charmed 20: confused

Energy
Wave

Gatherum

Std Echoing Thunder HH168CQ Spell, reverberate. Target: 1 nearby enemy. ____  vs PD. Hit: ____   
thunder damage. Miss: ____   damage. Effect: The first enemy to hit you in melee
before the start of your next turn takes ____  damage (doubled if empowered). 

Scales of Gold
Gain a bonus to your AC equal to the
ESC DIE until the start of your next
turn. 

Rippling Power

Std Energy Wave HH168CQ Spell. Target: 1d4+1 nearby grouped enemies. ____  vs PD. Hit: ____   
random energy damage. Miss: ____   damage. Effect: Deal ____   damage (double
if empowered) to each ally engaged with a target unless they succeed on a normal save. 

For each enemy engaged with you, 
gain ____ temporary hit points. 

Gatherum
For every non-mook creature that has
dropped to 0hp at least once this 
combat, gain ____  temporary hit 
points. 

Scales
of Gold

Rippling 
Power

pd

?

5

Spell
Fist

Undead
Heritage
Echoing
Thunder

Metallic Protector Heritage and Spell Fist may provide increases to defences

Use your current Skulls instead of the ESC DIE if higher.

2
2

7

13

13
3

+5

13
2

+5

2

7
1d6+3

13 -1427

13
+4+1+2+3+1+0



+1 to mentaldefense

gain 2x/4x abilitymultipliers
at level 4/7
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* Number of spells in addition to the two at-will spells.

*

A = adventurer tier (lvl 1-4); C = champion tier (lvl 5-7); E = epic tier (lvl 8-10)

feats
feature tier feature tier

a a
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usageat-will &recharge per battle per arc

* Chain Spell: If first attack roll is natural odd, spend for battle but not for arc.

Rally Unearthly
GlamourAssist

Disengage

Intercept

Dancing Lights

changes/refresh at new level changes at new level or with incremental advance refresh at new arc refresh at end of battle

gold

base acshieldarmor acarmor

gear & notes

During your turn: one each of standard > move > quick, and any number of free actions. Between your turns: one interrupt action.

trigger/target/effectaction name page#
more features, talents, & spells

Std Rally Spend a recovery to heal. If used, quick action normal save (11+) to use again. HH298

Int Intercept While unengaged, move to engage enemy that is moving past you. HH296

Move Disengage Roll disengage check (11+, +1 per each engaged foe beyond first). On success, 
move without drawing opportunity attacks. On fail, stay engaged. 

HH294

Std Assist Give a nearby ally a +2 on an upcoming attack, save, or check during combat. HH298

Std Dancing Lights For 5 min, varicolored globes bloom in and out of existence within 5-30 feet.  HH163

Std Unearthly Glamour CQ spell. Spend 1/arc spell to cast. Gain +5 to CHA checks for __________         HH164
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weapon 2 hands1 hand thrown bow crossbow
small
(daggers, staves, hand crossbows)
light/simple
(shortswords, spears, javelins, shortbows, light crossbows)
heavy/martial
(longswords, greatswords, longbows)
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* Penalty applies to casting spells too.
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1

2

Burning Hands

Chaos Bolt
Echoing Thunder

Light Armour 10 0 10

Staff

1d6 damage 14 +1
Javelin

1d6+1 damage -5 +2 +0

5 mins

• Energy Wave
• Echoing Thunder



Random energy spells deal 
damage of a random type. You 
and the gm decide how often 
this changes: every level, arc, 
battle, or even every time you 
cast a random energy spell. 

When casting a random energy spell you can try to 
change the energy type for that particular casting. If you 
succeed at a hard save (16+) choose one from the table.

random energy
d4 energy type

Cold

Fire

Lightning

Thunder

1

2

3

4

current random energy type

chain
If you roll a natural even number on an attack with a 
chain spell, make another attack against the nearest 
enemy within nearby range of the previous target. Each 
enemy can be targeted only once. Repeat this process 
as long as you roll even and there are targets available.

If the first attack roll is natural odd, the spell is not spent 
this arc, although you cannot use it again this battle.

Adventurer Feat: Once per arc, when casting a chain 
spell, you may chain to one extra additional target. 
This extra attack deals half damage and has no 
chance of chaining.

reverberate/special feat
Special Champion Feat: Once per arc, you can 
cast a reverberate spell a second time in the round 
immediately after casting it the first time.

wild breath/special feat
Special Adventurer Feat: When you cast a wild breath 
spell, deal 5 damage to an additional nearby enemy 
that is not otherwise targeted by the spell. At 5th level 
damage goes up to 10, at 8th level is 20.
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wracking echo/special feat
Special Epic Feat: Once per arc, deal an additional 
20 ongoing damage to one target that you hit with a 
wracking echo spell.

surging/special feat
Special Adventurer Feat: Twice per arc, you can reroll 
the number of targets of a surging spell.

empowered
After you have gathered power, you can use your next 
standard action to cast an empowered sorcerer spell. 
Empowered sorcerer spells deal double damage on a hit 
or a miss (roll damage, double the result). If you empower 
a spell that deals ongoing damage, the ongoing damage 
is doubled for the first turn only. Most non-damage 
spells also list other ad hoc benefits for when they are 
empowered. If you do not use the next standard action 
to cast a spell, you lose the power you have gathered.

Adventurer Feat: Gain Surge Shield overspill effect.

Surge Shield Overspill Effect
1/battle | Quick action after gathering power

You gain +2 bonus to Armor Class until the end of 
your next turn. At 5th level bonus applies to Physical 
Defense too. At 8th level it applies to all defenses.

breath weapon
When casting a breath weapon spell, your crit range is 
extended by the escalation die. For example, when the 
escalation die is 2, if your current critical hit is 20, your 
casting of this spell crits if you roll 18+ instead.

Breath Weapon Spells by Level

1st: Breath of blue lightning deals lightning damage to 
one target and an ongoing “spark” of lightning damage 
that sometimes spreads to other foes.

1st: Breath of white ice deals cold damage to up to two 
nearby enemies.

3rd: Breath of black acid hits up to two foes with acid 
damage, plus ongoing damage that’s easy to shake off.

3rd: Golden shield hits a foe (or two engaged foes) with 
some fire damage and raises both your hit points and 
maximum hit points until the end of the battle.

5th: Breath of green poison poisons up to three 
enemies, including ongoing damage that’s tough to 
shake off.

5th: Breath of silver mist deals some cold damage 
to up to two enemies, and it grants the sorcerer a 
measure of the silver dragons’ toughness (that is, a 
bonus to defenses).

7th: Sorcerers are unable to wield the Great Red 
Wyrm’s fiery power. If your sorcerer is the exception 
to this rule, breath of red fire burns up to four foes, 
but it may damage allies engaged with those enemies.

9th: Breath of empty void deals necro damage to a foe 
and hinders them if they end up staggered. On a miss, 
it deals half damage, plus some damage to the caster.

sorcerous spell types
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wizard’s familiar

Close Your Eyes And Let Your Familiar Aim: Once per battle, 
while dazed, hindered, weakened, or stunned, you can cast a 
spell as if you were not affected by the condition.

The End Is Not The End: When you use your last limited-use 
spell (other than cyclic, utility, or cantrip), roll normal save 
(11+). On a success, pick a spell you didn’t cast this arc, gain 
it prepared. On a failure, use standard action to reroll.

Adventurer Feat: Familiar gains another ability.

Champion Feat: Save to get familiar’s spell turns easy (6+).

Epic Feat (replaces champ): You get your familiar’s spell with 
no save, immediately after casting last limited-use spell.

name species
pet abilities

sorcerer’s familiar
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Close Your Eyes And Let Your Familiar Aim: Once per battle, 
while dazed, hindered, weakened, or stunned, you can cast a 
spell as if you were not affected by the condition.

The End Is Not The End: When you use your last limited-use 
spell, roll a normal save (11+). On success, pick a spell that 
you didn’t cast this arc; you familiar grants it as if prepared. 
On a failure, spend a standard action to reroll the save.

Adventurer Feat: Familiar gains tough as permanent ability.

Champion Feat: Familiar gains another permanent ability.

Epic Feat (replaces adv): As adventurer feat, and save to 
obtain your familiar’s spell becomes an easy save (6+).

name species
pet abilities
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Close Your Eyes And Let Your Pet Tell You What To Hit: Once 
per battle, while dazed, hindered, weakened, or stunned, you 
can make an attack as if you were not affected.

Your End Is Not Your End: The first time you drop to 0 hp in 
a battle, roll a normal save (11+). If you succeed, you don’t 
take a Skull. Additionally, your first death save each battle 
has a +5 bonus as your pet tries to wake you up.

ranger’s pet

Adventurer Feat: Your pet gains another ability.

Champion Feat (replaces adv): As above, and your pet gives 
a +5 bonus to your first two death saves each battle, and a 
+3 bonus to all last gasp saves.

name species
pet abilities


