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Weapons of the Warrior of Silvergate ( Fighter)  
 

These weapons are the treasures of the Warrior of Silvergate, and in defending the castle and kingdom 

you can use as many of them as you choose. The weapons accept the Warrior of Silvergate as their owner. 

 

 Sword of the Golden Lion. Heavy. Does not count towards encumbrance at all, for its owner. 

o “Forever” is etched in the blade; this enchanted weapon cannot break. 

 

 Devil’s Dagger. Light. When it accepts an owner, all dice rolled to hit with it count as “Face” dice. It 

does not count towards encumbrance at all, for its owner. 

 

 Cutlass of Cornwall. Light. Used in the off-hand, it independently takes a “protect” action for its 

user. If its user rolls two “1” results with it, the DM can feed 1 Awesome Point to the bowl, and 1 to 

the player, and the cutlass hits its user for a wound, maybe 2 if the DM shares more Awesome Points. 

 

 Flying Spear. Ranged/Reach. Can fly up to 5 arenas (though throwing more than 2 takes a focus 

action.) Summon it back as a focus action. The DM may feed the bowl up to 5 Awesome Points once 

after the spear is recalled, then roll that many 1d10s. If 1 comes up, the flying spear hits you for 2 

wounds. You can buy off the “1” results with your Awesome Points. 

 

 Triple Crossbow. Ranged. During the “shoot” phase, it can fire three loaded quarrels at up to three 

different foes in a 180 degree arc. Each shot rolls 1d12 to hit. Reload the crossbow (all 3) as a focus 

action. Or, fire at a single target, with either +2 to hit or +1 wound (choose after rolling.) Or, use as a 

normal crossbow three times. 

 

 Whistling Mace. Reach. Grants either the +1 to AC as a reach weapon, or trades that for +1 wound 

of damage. Switch as a free action while holding it, before rolling to hit. 

 

Non-magic weapons include a battle sword (very heavy), bludgeon (heavy), and flail (reach). 

 

 No encumbrance. Sword of the Golden Lion and the Devil’s Dagger take no encumbrance. 

 Basic weapon encumbrance. Any 2 of the Cutlass, Crossbow, Mace, and Spear cost no encumbrance. 

 

Remember: the Warrior should wear heavy armor, and that’s 1 heavy load. Also, if you want a shield, 

that’s either a weapon or a heavy object, depending on if it is a light shield or a heavy shield. 
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The Silvergate Grimore 

 

These are the base talents for the Magic User of the Silvergate tradition—the Wizard! 

 

Inherent—Veil Touch  

 You see the mystical forces at work, where other users of magic have left their mark, or their spells 

are in effect or were within the last day or two. Not only that, you can leave your magical mark on 

any wall or object, visible only to people whom you feel would need to see it.  

 
Starting Talents 

 

 Combat Magic. Rested. Cast as a move action. This spell is so exhausting, after casting it you count 

as if carrying a heavy load, and cannot cast any other spells until rested. Any spell cast at you or those 

in your arena (or the arena itself) is cancelled, unless the caster is 6 levels higher than you. 

 

 Command Animals. Rested. Cast as a focus action. You can speak to animals, but not understand 

them. They are given a minimum of intelligence if they do not have it; enough to obey simple 

commands. You can command up to 1 wound of animal per your Commitment rating. Roll 

Commitment against a base 1d12 roll by the DM, to see if the animal is compelled by your command. 

(Failure here tends to anger animals.) Then roll 1d10 to see how long the authority will last: 1-3: a 

round, 4-6: a minute, 7-8: an hour, 9: days, 10: a week. 

 

 Conjurer’s Confusion. Rested. Cast as a focus action. A single target must test Commitment against 

your Commitment; if the target succeeds, the spell is expended but does not work. If the target fails, 

the target is utterly confused for 1 minute per your Commitment bonus, and 1 more round for every 

point of Commitment penalty the target may have. If there is a reflective surface in the 90 degree arc 

including your target, the DM may put 1 Awesome Point in the bowl for every point of Commitment 

you have, and you are the target of your own spell. Or, the DM may put half that many Awesome 

Points in the bowl, and target someone standing near you with the reflected spell instead! Those 

trying to convince a confused target to act may spend an Awesome Point to get a Charm test to 

implant useful suggestions. 

 

 Deadly Wind. Rested. Cast as a focus action. You summon a hurricane-force wind, that forces things 

in 1d5 half-arenas to move half an arena with its direction or resist, testing Brawn difficulty 10 and 

taking 1 wound whether successful or not—if not successful, take the wound and be moved anyway. 

Targets that are moved count that as their action for the round, targets that resist count that as their 

action for the round. Once the wind is conjured, it lasts for 1d10 rounds. The DM may choose to start 

a bidding war with you to see who controls the wind’s direction… 

 

 Flight. Rested. Cast as a focus action. This spell is so exhausting, after casting it you count as if 

carrying a heavy load, and cannot cast any other spells until rested. The spell lets you or the person 

you cast it on fly, up to 50 meters up and up to 160 kilometers in any direction. The target of the spell 

can carry normal encumbrance while flying, and can “charge” to move and attack in a single action at 

+2 to hit and +2 damage. Only “protect,” “defend,” and “shoot” actions can counter-attack. Daring or 

Cunning tests may be needed to maneuver. Once the flier lands or is grounded, the spell is over. The 

spell only lasts about 10 minutes at the most. The DM may feed the bowl up to 5 Awesome Points 

once after the spell is cast, then roll that many 1d10s. If 1 comes up, the spell fails at a time the DM 

considers hilarious. You can buy off 1s with Awesome Points of your own. 
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 Forest Imp’s Freeze. Rested. Cast as a focus action. This works on 1 wound of opponent (minions 

have 1 wound, guards 2, characters 5, etc.) per your Commitment rating. You must be able to see the 

targets. They will be frozen for 1 round per your Commitment bonus. 

 

 Invisibility. Rested. Cast as a focus action. Cast this on yourself, an enemy, or a friend in the same 

arena. The target becomes completely invisible. There is no way to resist the spell. It affects clothing 

(until it is removed, but affects clothes that are put on after the casting.) Loads carried are invisible, 

loads put down become visible. The difficult part is the unpredictability of duration. Roll 2d10. The 

first number is how many, and the second number is increments: 1-3: rounds, 4-6: minutes, 7-8: 

hours, 9: days, 10: weeks. 

 

 Merlin’s Fire. Rested. Cast as a focus action. This spell starts a fire on any object but people or 

animals. It lasts up to 1 minute. The spell does 2-8 wounds a round, your choice—at least to begin. 

The DM can start a bidding war with Awesome Points to the bowl against your Awesome Points, to 

take control of the fire, adjust its damage, and move it up to ½ an arena a round by natural fire 

starting from magic fire. You can end the magic fire any time you want. Not the natural fire, though. 

 

 Move Time Forward. Rested. Cast as a focus action. If successful, you and up to 1 companion and 

equipment or unclaimed heavy load move forward in time about an hour. As for what waits for you 

there, the DM may choose to start an Awesome Point bidding war with you to see whether it’s better 

or worse than the time you left. 

 

 Shift Shape. Rested. Cast as a focus action. You can assume the appearance of an animal, plant, or 

any object within view that is no more than half or double your size. You can also transform any 

willing target with wounds equal to or fewer than your Commitment bonus. The spell lasts for 1 

minute per Commitment bonus. You cannot speak while the spell is active, unless taking a shape that 

allows it. You are aware of what is going on in your arena, if in a form with no eyes or ears. 

 

 Shrink. Rested. Cast as a focus action. This works on anyone or anything in the arena, or an adjacent 

arena, that you can see. Roll 1d10 x10, and that is the percent of its former size the target is. The 

target can take up to 1 wound per your Commitment if fixed in place when shrunk, like a door ripped 

from its hinges (though someone in chains would shrink out of them.) Generally, every 10% shrink 

gives the target -1 Brawn and +1 Cunning bonus on rolls, and every 20% is -1 damage to its attacks. 

Then roll 1d10 to see how long the shrinkage will last: 1-3: a round, 4-6: a minute, 7-8: an hour, 9: 

days, 10: a week. 

 

 Sorcerer’s Sleep. Rested. Cast as a focus action. Roll 1d10 for each point of Commitment bonus—

that is the number of wounds affected (minions have 1 wound, guards 2, characters 5, etc.) If all the 

d10s rolled here are 1s, you cast the spell on yourself! Then roll 1d10 to see how long the sleep will 

last: 1-3: a round, 4-6: a minute, 7-8: an hour, 9: days, 10: a week. Those put to sleep in this way 

cannot be woken by non-magical means, or any method that fails to amuse the DM. 

 

Remember, the Wizard can take spells as talents, and also for 3 Awesome Points cast any of the other 

spells from this list. 

 

 


