Magic and Psychic Powers

Spells Vs Formulae

Spelicasting represents the manipulation of
elemental and mystical energies; Psyching
formulae represents the manipulation of mental
and metaphysical perturbations in quantum space.

Fantasy wizards, sorcerers, warlocks, druids, and
priests are represented in The Cascade as mages,
those who cast spells, and psychics represent
beings from scientifically-advanced societies who
wield psychic energy in the form of formulae.

For the purposes of gameplay, spellcasting and
psyching operate essentially the same,
mechanically-speaking. The “distinction” exists
purely for story-telling aesthetics and flavor,
although to bolster the aesthetics, casting spells
and psyching formulae do have a couple distinctive
rules and/or conditions.

A figure may learn both spells and formulae as they
like.

MANA

Spells and formulae are powered by an ephemeral
resource represented in figure stat blocks as the
mana pool. Every spell and formulae costs at least
one mana point and one tile to cast or psyche and
mana points generally refresh at the end of each
game.

Note: some scenario special rules, special items or
abilities may allow a figure to regain a mana point
during a game.

Figures learn one spell or formulae per point in
their mana pool at character creation.These spells
and formulae are permanent and cannot be
changed after learning them. If additional
permanent mana points are awarded to a figure’s
mana pool (for example, by leveling up), they learn
a new spell or formulae for each new point.
Temporary mana points do not grant learned
spells.

Mana Burn

Using a mana point from a mana pool to cast a
spell is referred to as “burning mana”. Players
should keep track of used (burnt) mana points
during a scenario so they know when their mana
pool has run dry.

Burnt mana is recovered once a scenario ends.

Any figure starting a scenario with at least | mana
in their mana pool may, at any time, convert 3HP
into | mana once per scenario. Conversely, a
figure may convert | mana into 3HP, again, once per
scenario.This is a free action.

SPELLCASTING/PSYCHING

Some spells/formulae require more than one action
to cast, in these cases, the required Movement
action may be disregarded.

To cast a spell or psyche a formulae, a figure must
burn the number of mana points dictated in the
spell or formulae description and burn a minimum
of one tile; if the spell/formulae description states
“2 tiles”, then one of them is burnt and the other
played in the cascade (meaning it can be contested
and possibly fail).

Spirit

When casting or psyching, the Spirit stat functions
like the Melee and Ranged stats do in making
melee or ranged attacks. A casting or psyching
figure adds their Spirit stat to their tile edge values.

Spirit also functions like Armor against spell and
formulae effects (unless otherwise stated in a
special rule or spell or formulae description).

Damage-Causing Spells/
Formulae

Some spells and formulae can result in causing
damage to targets, these will have parameters in
their descriptions like “+5 attack” or “+2 fire
damage”. These bonuses function like weapon



damage bonuses (i.e. a rifle’s +2 damage), so these
bonuses are added to a successful final number on
deck before Spirit is subtracted (similar to how
Armor is subtracted from Melee and Ranged
attacks) for a total damage number tracked as Hit
Points lost.

SPECIAL RULES

COMBAT EXAMPLE

LIGHT FIGURE

DARK FIGURE

SPELLS

¢ cannot be cast while locked in combat
* break the hidden condition

FORMULAE

* do not break the hidden condition
* that take a single action to psyche may be
psyched while locked in combat

Counterspell
Every figure with a mana pool has learned this spell

Move: 6” Move: 5”7
Melee: +1 Melee: +2
Ranged: 0 Ranged: +1
Spirit: +2 Spirit: +1
Armor: | Armor: |
Mana Pool: 3 Mana Pool: |
Hit Points: 12 Hit Points: 13
Load 8 Load 8
Spells/Formulae: Weapon: one-handed
Mind Shards (+h

Heal

Armor: light (1)

Blindness

COUNTERSPELL

I mana, | tile, O action, LoS 18, | per round

Can be cast when an opposing figure casts a spell
or psyches a formulae. Resolved via normal
cascade rules. If counterspell caster wins, opposing
figure’s spell is rendered ineffective, otherwise spell
functions as normal (mana points and tiles are
always burnt).

SPELL ®* FORMULAE * REACTIONARY * INSTANT

The Light player is using light tiles, the Dark player
dark tiles. The Light figure psyches Mind Shards at a
Dark figure in LoS. First, the Light player removes
one point from the figure’s mana pool, the formulae
costing | mana.Then, the Light player plays a tile in
the cascade.

sool® |+ spirit stat (2)

7+2=9

The number on deck is 7 + 2 (psycher’s Spirit) = 9.
The Dark player adds a tile to the cascade. Note
that the target figure uses their Spirit stat to
defend against this attack.
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The number on deck is now (5 + 2 psycher’s Spirit)
minus (I + | target’s Spirit) = 5.

The Light player ends the cascade by not playing
another tile and so the final number on deck is 5.

Mind Shards is a +5 attack formulae; combat spell
bonuses function like weapon damage bonuses and
thus are added to the final number on deck in the
same manner, bringing the total damage dealt to 10.

Spirit functions like Armor vs magic and so the
Dark figure takes 9 Hit Points of damage.




NON-COMBAT EXAMPLE

The Light player is using light tiles, the Dark player
dark tiles.The Light figure casts Heal on a
compatriot figure 4” away. Since the Dark player is
not Counterspelling from any figure they have on the
table, the Light player removes one point from the
caster’s mana pool and then plays | tile.

EE + Spirit stat (2)

44+2=6

At a base level, Heal adds 2 HP per its description,
so the total HP healed is 6 + 2 = 8.

Now, what if a Dark figure 8” away had cast
Counterspell when the Light figure cast Heal?

The Light player would play their tile in the cascade
and the Dark player would play a blocking tile. The
Counterspelling figure adds their Spirit to their tile’s
edge value as normal.

.

LIGHT PLAYER

DARK PLAYER

tile edge value 0| | tile edge value 2

Spirit stat +2 [ | Spirit stat +1

TOTAL 2| | TOTAL 3

3-2=1

The number on deck is 1, in the Dark player’s favor.
If the cascade ends here, the Heal spell will have
failed, but the Light player adds a tile to the
cascade.
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LIGHT PLAYER

DARK PLAYER

tile edge value 6 tile edge value 0

Spirit stat +2 Spirit stat +1

TOTAL 8 TOTAL |

8-1=7

LIGHT FIGURE

DARK FIGURE

Move: 6” Move: 5”
Melee: +1 Melee: +2
Ranged: 0 Ranged: +1
Spirit: +2 Spirit: +1
Armor: | Armor: 2
Mana Pool: | 3 Mana Pool: | |

Hit Points: 12 Hit Points: 13

Load 8 Load 8

Spells/Formulae: Weapon: one-handed
Mind Shards *+1)

Heal o .
Blindness :\I;mor. light (1) + shield

The number on deck is now 7, in the Light player’s
favor.The Dark player continues the cascade.

-

LIGHT PLAYER

DARK PLAYER

tile edge value 0 tile edge value I

Spirit stat +2 Spirit stat +|

TOTAL 2 TOTAL 2

2-2=0

The number on deck is now 0 a tie, due to this
being a tie.

Ties in a Counterspell cascade go in favor of the
casting figure, and so the Heal spell is successful,
but is only able to heal the target for its base +2
Hit Points. Had the Counterspelling player won the
cascade, the Heal spell would have failed.



Spells & Formulae

SPELL DESCRIPTIONS

Spell and formulae descriptions are laid out in the
following manner:

SPELL NAME

any requirements * burnt tile cost * # of actions ©
range

Spell instructions, effects and limitations.
CLASS * TAGS

TAG DEFINITIONS

CLASS
Defines if magic is either a spell or formulae.

DIFFICULTY RATING

To generate a DR, opposing player draws a tile
from their well and adds their Leader’s Spirit stat
(tile is then returned to well). Caster must burn a
tile that equals or exceeds the DR with their own
Spirit stat +2 added.

ELEMENTAL

Defines if spell or formulae’s effect is elementally

based:

* FIRE damage ignores Armor

* FROST damage induces the slowed condition

* LIGHTNING damage induces the stunned
condition

* POISON induces the poisoned condition

INSTANT

If requirements are met for an action or spell/
formulae tagged with INSTANT, said action or magic
can be resolved immediately upon declaration,
including during an opponent’s turn.

PERSISTENT

A persistent spell or formulae remains in effect
until the caster

* casts another spell or psyches a formulae.

* caster’s mana pool runs dry.

* caster sustains damage from any source.

If a caster reaches 0 HP or leaves the table while
maintaining a PERSISTENT spell, the spell dissipates
immediately (persistent effects cease).

REACTIONARY

A REACTIONARY spell can be cast immediately when
specific conditions are met, including during an
opponent figure’s turn.The most common
condition is either an enemy spell being cast
(counterspell) or a caster with a learned reactionary
spell being targeted by a specific spell or formulae.



ANTI-PROJECTILE AURA

| mana, | tile, | action, LoS 12”
Any ranged attack targeting a figure with this aura
is deflected to a random target within 4” and LoS

(friend or foe). If no valid targets, projectile misses.
FORMULAE * PERSISTENT

BASTION

2 mana, 2 tiles, 2 actions, LoS 12”
Summons a 6” long, 3” tall stone wall facing as the
caster wishes. Bastion remains until end of

scenario.
SPELL

BLINDNESS

I mana, | tile, | action, LoS 12”

Target suffers the blindness condition.
FORMULAE * PERSISTENT

CHARM

| mana, 2 tiles, | actions, LoS 18”

Target is immediately activated and controlled by
attacker for | turn (even if target has already been
activated this round).Target can be Moved and
make either a Ranged (weapon or throwable) or
Melee attack or drop a cache.This is a special
attack and is resolved by the spellcasting player
drawing a random tile from the target figure’s well.
The targeted player may play a maximum of | tile
in the cascade in response, this represents the
target’s allies’ surprise.Add the target's Melee or
Ranged stat bonuses to the random tile value as
normal and weapon damage bonuses if the attack
succeeds (subtract Armor as normal). Charmed

targets may not use Abilities, cast or psyche.
FORMULAE

CLEARSIGHT

| mana, | tile, | action, LoS 18”
Allows target to see through illusions, fog, smoke

and darkness, and target invisible and hidden figures.
FORMULAE * PERSISTENT

CORROSIVE AURA

| mana, 2 tiles, | action, LoS 12”

While aura is in effect, target causes | point of
Armor degradation per round to any figure within
2” of target. Armor degradation lasts for the rest of
a scenario; Armor is repaired between scenarios. If
a figure wearing cloth suffers this corrosion effect,

they take | HP of physical damage instead.
SPELL * PERSISTENT

CURSE

| mana, | tile, | action, LoS 12”

Target suffers -2 penalty to all actions.
SPELL * PERSISTENT

DISPEL MAGIC

Requires DR, | mana, 2 tiles, | action, LoS 12”

Removes one spell or formulae effect.
SPELL * DIFFICULTY RATING

DISPERSION FIELD

| mana, 2 tiles, | action, LoS 12”
Target a point or a figure. Any elemental effect or
damage within a 2” radius is dispersed, causing no

damage. Field persists until used.
SPELL

ELEMENTAL ARROW

I mana, | tile, | action, self

Arrow gains +2 elemental damage and effect,
element chosen by player. FIRE ignores Armor, FROST
induces the slowed condition, LIGHTNING induces
the stunned condition, POISON induces the poisoned

condition.
SPELL

ENHANCE/BEFUDDLE

2 mana, | tile, | action, LoS 12”
Grant either a +1 or -1 to the Melee, Ranged, or
Spirit stat of target figure, modifier lasts rest of

scenario.
FORMULAE

ENSORCEL WEAPON

| mana, 3 tiles, | action, touch

Weapon gains +| melee or +| ranged (whichever
is relevant) for duration of scenario.VVeapon
counts as magic for duration. Spend | extra mana
to ensorcel the weapon with +| elemental damage

(choose corrosive, fire, wind, or poison).
SPELL

FEATHER FALL

| mana, | tile, | actions, self
May be cast whenever figure falls more than 3”,

negates fall damage.
SPELL * REACTIONARY
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