
SORCERER & SWORD 
CHARACTER CREATION 
1) Choose Scores for Stamina, Will, Lore to total 10; set your Past to the value of Stamina or Will, whichever 
you think your Past Score is most based upon. 

Humanity Trading: A character can start with more than 10 points across the three main Scores by 
decreasing starting Humanity. 
• Given certain Score descriptions (Half-breed, Immortal, Inhuman are good choices, as is Brush 

with the Unknown), the character may trade down starting Humanity for corresponding 
increases in scores. Add “inhumanly” to the descriptor of the boosted score(s). 

• One may also establish a number as a Humanity maximum, beyond which it cannot be 
increased (very good for Inhuman or Half-breed). The stated maximum must be at Humanity’s 
starting value prior to Humanity checks or any other trading. This confers yet another point 
(only one, regardless of the value of the maximum) for scores. In this case, the character also 
gets a second Price, called The Chill, meaning that people get the willies around him, providing 
a penalty to interaction rolls.  

2) Set Humanity at the level of Stamina or Will, whichever is higher. 

3) Choose Descriptors for each of your Scores, using the following lists: 

STAMINA 
• Savage raised: This applies well not only to combat but also to many situations in which smell, 

hearing, and “sixth sense” are useful, not to mention climbing, swimming and so on. A versatile 
description. 

• Trained soldier: Good with all weapons, used to the travails and conduct of war and soldiery. Note 
that unarmed combat skills are very basic, limited to punching and rough-and-tumble grappling. 

• Big and vigorous: Speaks for itself: you’re a big person. 
• Just healthy: (recommended Stamina of 2 or 3) This is for characters who are not physically special 

in any way. 
• Arcane Regimen: This is what classical sorcerers do to stay in shape: funny breathing, stretching, 

calisthenics, controlled diet, and so on. It ma well include martial arts training. 
• Unnatural means: Bathe in virgin lamb blood, run around naked in the moonlight, recite poetry in 

the shadow of the Frog God... this sort of thing seems to work for some people. 

WILL 
• Brush with the unknown: In the course of an otherwise normal life, the character has encountered 

true, all-encompassing insight. Ever since, nothing has really been satisfying. You must define the 
experience and the character’s reactions to it ever since. 

• Aristocrat: Thi is not social status so much as a state of mind. The character is “the cat who walks by 
himself,” and all places are alike to him. 

• Zest for life: Wahoo! If it’s fun or feels good, you go for it. If it doesn’t, it’s in your way. 
• Angry: The character is pissed off and thoroughly ready to express this state of mind to all and 

sundry. 
• Vow: The classic motivator Vengeance, regaining property or status, whatever—you want it and 

you’re going to get it. 
• Leader of men: Basic charisma; people trust and respect the character. It is usually combined with 

focused or unfocused ambition; the character dislikes being anywhere except in a position of 
leadership. 

• Lover: The character derives great inner strength from the love of another, whether a specific person 
or anyone who’s interesting in today. 



LORE 
• Changeling: (Lore 2+) You were raised by Old Ones or Demons and know their ways well. Now 

you live in the “normal” world; perhaps you are a bit unsure of yourself in this new setting. 
• Half-breed: (Lore 2+) One of your parents is an Old One, Demon, or Undead. You are by no means 

a normal human being. 
• Inhuman: (Lore 3+) Not as bad as it sounds: you are one of the few descendants of a previous 

version of humans, quite similar to the current ones. You may well have connection to or 
understanding of the Old Ones. 

• Adept: (Lore 5+) The classic human expert sorcerer. Quite impressive. 
• Apprentice: (Lore 2+) Gonna’ be an adept some day! 
• Naïve: (Lore 1-5) These characters don’t consider themselves sorcerers, but the demons do. In this 

setting, the characters perform their sorcery “blind” and know very few, if any, actual rituals; and 
they might not begin play with a bound demon. Conan, for example, interacts with “demons” all the 
time in the Robert E. Howard stories, banishing, summoning, commanding and binding them. 

PAST 
• Immortal: The character does not age rapidly or at all, and has live at least a few centuries of life so 

far, perhaps much more. They have any and all skills they need, using Past dice—except for entirely 
novel skills, which are Past 1. 

• Social Rank: What the character does or did for a socially-legitimate living, especially if it plays a 
strong role in his or her self-image. It can be anywhere up and down the social scale. In this genre 
there are two extremely common versions: 

o Civilized, in which case an actual title should be included: the Gray Priest of Bab, second 
captain of the Red Guard, princess of Kozala, etc.  

o Barbaric, meaning the character is (and currently lives as) a nomad or tribesman 
somewhere in the boonies. Again, some indicator of role should be included: shaman, 
outrider, hunter, etc. Do not confuse Barbaric Past with Savage Upbringing. 

• Outlaw: Similar to Social Rank, except that the activities involved are not societally-approved: 
pirate, bandit, or thief, for example. 
 

4) Choose your character’s Price (or Flaw for Naïve characters) for being involved in the forbidden arts. 
Prices bestow a -1 die penalty for some sort of activity or actions. General examples include: 

• Scarred: (-1 to all casual interactions) • Cynical: (-1 to all Humanity checks) 

• Arrogant: (-1 to all rolls involving perception)  • Bookish/Secluded: (-1 to any first roll in a scene) 

• Paranoid: (-1 to all actions unless under physical 
attack) 

• Still in denial: (-1 to first roll when dealing with a 
demon) 

• Lame: (-1 to any action that includes running or 
balancing) 

 

Some of the more common examples from the pulp genre include the following. Flaws for Naïve characters 
are easily found on this list: 

• Uncivilized: The character is from a really far-away place and obviously don’t fit in. He or she is not 
mean, stupid or even rude—just unconcerned with local ritual. 

• Unlucky in love: This one is fun: It acts as a bonus in establishing a relationship, but as a penalty 
when dealing with anything that threatens it. Combine with Will: Lover to get a seriously messed up 
character. 

• Idealistic/gullible: How come Elric keeps listening to each Cosmic Hoo-ha who gives him the “real” 
scoop this time? 

• Bad reputation: Usually based on a specific event in the character’s history. 
• Demonic feature: Either scary physical feature or an actual Need, just like a demon. This one goes 

well with Lore: Half-breed. 

5) Choose your Character’s Telltale. This is some kind of visual that comes from conducting rituals of 
sorcery that someone versed in Lore might be able to recognize about you. 



6) List important characters, places and things on a piece of scratch paper, which you’ll then move to the 
Character Grid. You’ll want at least five items and up to ten. It's important that the items are only nouns, not 
adjectives or attitudes or anything else. 

When item gets placed into its quadrant at the outer edge and dead center of that quadrant, i.e., as far apart 
from the items in the other quadrants as possible. Then pull together the ones which are physically or 
socially associated with one another. Pull them toward one another, not toward the center as a default. 
Therefore if two things are in adjacent quadrants, and if they are related to one another but to nothing else, 
then they travel toward the diagonal boundary line, not toward the center. Two associated things will go 
toward the center only if they are (i) in Lore and Kicker, or (ii) in Cover and Price. Often, when this happens, 
one of the items will drag other stuff with it, either in its own quadrant or from an adjacent one. If things 
from three quadrants are associated, then they will necessarily pull on another toward the center. 

7) Create your starting demon if you’re starting with a demon. Remember that a Bound demon is a 
Relationship. The demon is not a tool; it is a thing your character is committed to. You feed its Needs and 
Desires. It gives you powers and strength and perception and magical effects in return. 

When creating your demon don’t think in terms of mechanics yet. Think in terms of creative color and 
agency. Ask, “Someone tries to sink a machete blade into your demon. What happens?” Or, “Someone tries 
to sink a machete blade into your head. What does the demon do?” And most especially, “Your character is 
getting exactly what they want from life by using the demon. What is it doing?” 

8) Check for likability and engagement with your character. In a Sorcerer game, there is no guarantee your 
character will end up a hero (only your decisions during play can determine that). But certainly at the start of 
play we want the kind of character an audience might be interested in. 

9) Write Kicker. Some thoughts on Kickers: 

There are three levels of a Sorcerer player-character: a person, a person who’s bound a demon (if 
applicable), and a sorcerer who faces a Kicker. Don’t mix them up or fold one into another. Most especially, 
“I just bound a demon!” cannot be the sole content of a Kicker. 

In Sorcerer & Sword, the Kicker will be local. It applies to a specific adventure, in a specific time and place 
for the character. Elements of the adventure and that specific time and place will be found in the process of 
creating characters as a group. Listen to the details of the setting being created by the other Players within 
their character creation. You will all find touch points to build a moment of crisis—specific to your 
characters; of interest to you the Player—that all can touch against fictional elements that matter to the other 
Players and their characters. This doesn’t mean building “a group”—though that can happen. It does mean, 
“We’re all here, now, embarking upon this shared narrative in which we’ll all have a part.” 

Don’t be afraid of being simple. Allow yourself this: A moment of choice or need for action that you want to 
explore but you don’t know the answer to yet. It could be anything from, “I escape from the Emperor’s 
prison,” to “I return home to find my son is dead,” to, “A man gives me a map to steal a jewel.”  

Some Kickers will contain information from the Character Grid to flesh it out. (For example, why your son is 
dead might already be defined.) Other Kickers will have gaps for the Game Master to fill out. (Perhaps no 
one knows yet why your son is dead or how he was killed until play begins, with the Game Master 
providing details as the fiction of your character returning home unfurls.) 


