
Mage 
 

The Mage is a student of the arcane, aligned with white (good), red (neutral), or the dreaded black robes. 

 

Inherent—Arcane Fuel  
Magic requires fuel. When you study your spellbook once between periods of at least six hours of rest, 

you get 1 Awesome Point per your level that can only be used for spellcasting that day (it does not 

accumulate over time). Also, if you run out of Awesome Points, as a focus action you can burn 1 Wound 

to gain 3 more. 

 

Limitation—Unhampered Movement  
This limitation has an effect on the game rules! If you wear armor, it restricts the flow of energy through 

and around you for casting spells. Add 1 Awesome Point cost that does not count towards leveling, per 

maximum soak of your armor, for each spell cast. 

 

Signature Items: Spell book with 5 spells (not including 5 base spells). Starting Coin: 3d10 gold x5.  

 

Talents               (The base 5 talents do not require components to cast.)  
 

 Arcane Protection.** Rested. Focus action. Foes are -3 to hit you for an hour. This protection can be 

sacrificed to reduce incoming damage by 1 Wound. This stacks with armor. This spell only works on 

the caster. When this spell is active, you do not get 2 Awesome Points for fighting without armor.  

 

 Counter-Spell.** Rested. Cast during the defend/protect phase, this spell allows you to intercept any 

magic cast in your arena or an adjacent arena. Both the one you intercept and you roll 1d10 and add 

your level to the roll. On a tie, they cancel each other out. If you get a higher success, the spell is 

cancelled and the other spellcaster takes 1 Wound. If you lose, the spell works and you take 1 Wound.  

 

 Detect Magic.** Rested. Focus action. Detect any enchantments or magical influences in your arena. 

Get a general sense of the kind of enchantment; divine, arcane, innate, extradimensional, and so on. 

This spell gives no information on whether it is dangerous or helpful, or what the enchantment does. 

You can choose to reveal magic to your eyes only, or make the objects stand out to everyone. 

 

 Mystic Attack.** Arena. During the Shoot phase, attack any target you can see in your arena or an 

adjacent arena. Attack with 1d10+Level to hit, inflicting 1 Wound.  

 

 Read Magic.** Rested. Focus action. Read and/or use texts written in the language of magic. Lasts 

about an hour. 

 

  



Spell Workings of Mages 
 

Spellbook Capacity. Spells take up about 10 normal-size pages per spell. The paper must either be 

enchanted, high quality, or thick. Most spellbooks are about a foot across, and 9 inches or so wide, and 3 

inches thick. They can be taller, wider, thicker, and so on as needed. 

 Every 10 spells in a grimore count as a load for the book. A book with 5 spells counts as a weapon, 

for encumbrance purposes. 

o A regular spellbook is bound with sturdy materials and metal-shod on corners and spine, and 

can be used as a light weapon. 

o Spellbooks are too awkward to be more than a light weapon, no matter how heavy they are. 

 Creating a new spellbook costs about 5 gold per page, so about 50 gold per spell. This takes about 1 

hour per page of writing with specialized ink, and it can only be done under the influence of the 

“Read Magic” spell. 

 

Studying Magic. Spending an hour and using the “Read Magic” spell to peruse spells allows mystic 

power to suffuse the caster’s mind, reinforcing and reconnecting with arcane energies. 

 Studying a spellbook allows the caster to be familiar with its contents, able to spend 3 Awesome 

Points and cast its spells even though they have not been internalized yet. 

o It takes 6 hours and 6 uses of Read Magic to be familiar with a spell and able to use it 

untrained; this familiarity lasts for about a week, then fades unless the character periodically 

reviews the spell in that time. It can be regained with 1 hour and 1 use of Read Magic. 

o A familiar spell can be cast spending 3 Awesome Points, but it takes longer and requires 

reading aloud from the book. 

 A focus action would expand to 2 focus actions, a move or shoot action would 

expand to a focus action. 

 Spells can be studied without using “Read Magic” for the benefit of learning, but without using “Read 

Magic” the mage does not get any Awesome Points. 

 

Spell Components. Some components are consumed, others are reusable; that’s noted in the description. 

 Casting without components is +3 Awesome Points to the cost. It cannot be done with all spells. 

o Identify and Escape, for example, require components. 

 Getting a component out and using it for casting, then returning it or letting it go, takes a focus action. 

For spells that don’t take that long, the component can be yanked out and used, but not replaced. 

 Make a space for components off to the side, and mark how many you put aside for each spell you 

might cast. Mark them off as you cast spells. 

 Learning spells from different sources may allow for different components needed. 

 Enchanted or special components can reduce the Awesome Points needed to cast a spell, or increase 

its potency. 

 

Enchanting Components. These generally cost a minimum of 50 gold for materials, and much more for 

creation labor. They can be created by giving up the +1 Attribute upon leveling, by any mage that has the 

spell talent in question. Skill as a tattoo artist, weaponsmith, jewelry maker, and so on can be acquired as 

an artistic ability either at generation or by giving up +1 to an Attribute upon leveling. 

 

Staves and wands can be infused as the component for multiple spells. A gem can generally be enchanted 

to be a component, and multiple gems can be set in a weapon or bracelet or necklace. Some wizards get 

the components for each spell they know tattooed onto their skin, others load up their staff, others 

sprinkle components among their jewelry. Wizards can use the enchanted components of other wizards to 

cast, except for tattoos.  



Additional Mage Spells 
 

2. Control Portal. Rested. Focus action. (Upgrades to “shoot” action.) You focus on a lock or barrier. 

You reduce its effectiveness by 1 difficulty per level, or count 5 successes on a Brawn test per level, 

or a combination of the two. Also, you can spend 1 Awesome Point for an additional level or +2 

Brawn. This can be used to bolster or reduce a portal. If bolstering, the spell lasts 1 round per your 

level, +1 round per additional Awesome Point spent. Component: a hinge. REUSEABLE. 

 

3. Deadly Grip. Rested. Combat action. (Upgrades to “shoot” action.) This can be used on those within 

melee range, or as a range attack against those in the same arena. The spell can manifest as fire or 

lightning. The spell has no default Wounds, but can inflict 1 Wound per Awesome Point you spend 

(up to ½ your level.) These Wounds can be spread between targets as you please, as long as you have 

clear line of sight. Your “to hit” roll is 10 + your level, for getting around armor. Component: a smear 

of an enemy’s blood on your hand. 

 

4. Enchanted Closet. Rested. Focus action (upgrades to a “move” action). You create an 

otherdimensional space that can weightlessly hold 1 load per your level. Upon leveling (usually the 

same level you acquire this spell) you infuse an object with access to this space. Generally, the 

maximum mouth of the object is equivalent to a handsbreadth per level. Upon leveling further, you 

can create more entrances to this otherdimensional space. (For example, you could infuse a bag, and 

infuse a chest in your chambers, instructing your servants to empty the space once a day into your 

secure quarters.) The space cannot be opened from inside. Component: infused objects. 

REUSEABLE. 

 

5. Escape. Rested. Defend action. Vanish in a flash and puff, appearing in the presence of your Heart 

Gem. You can use this on the same dimension only (unless you upgrade the talent for multi-

dimensional escape.) The gem must be worth 1,000 gold per your level; if it is not expensive enough, 

you take 1 Wound for each gap point upon returning. It takes a week of dedicated spellcasting to 

connect yourself to a Heart Gem. You can only connect to a new one if the old one is destroyed, or if 

you level past its capacity. Masters often gift outgrown Heart Gems to their favored pupils. 

Component: a Heart Gem. REUSEABLE. 

 

6. Fireball. Rested. Focus action (upgrades to “shoot” action). Grow a ball of flame in your hand and 

throw it up to 3 arenas away. It then explodes, inflicting 1 Wound on everyone in that arena. You can 

increase the damage by up to ½ your level at the cost of 2 Awesome Points per additional Wound. 

Those who can escape the arena can test Daring difficulty [10 + your level] to take ½ damage (round 

down.) Component: Tiny ball of bat guano and sulfur, genesis of the fire, consumed when thrown. 

 

7. Flesh Armor. Rested. Focus action (upgrades to “shoot” action). Arcane symbols suffuse your body. 

You ignore the first Wound inflicted by any attack. This lasts until you have ignored one Wound per 

your level, or for 1 hour. Component: a shard of metal that pierces your skin. REUSEABLE. 

 

8. Identify. Rested. This ritual takes 1 hour to cast, and must be uninterrupted. Choose an effect to 

activate at the end of the spell. You can: learn the command word, discover whether the object is 

cursed or has an intellect or is merely a tool and who can use it, discover its basic powers, and check 

to see if there is something beyond basic powers. Component: a gem of any kind. Its value decreases 

by 10 gold per use. Mages often charge 50 gold per use of the spell, for customers, and 20 for friends. 

 

9. Invisibility. Rested. Focus action (upgrades to “move” action.) The spell lasts 1 minute per your 

level. You can cast it on anyone you touch, or yourself. The target becomes invisible, but not 



inaudible or incorporeal. The target can still be smelled, still leaves footprints, and so on. Any objects 

held when the spell are cast are invisible, but objects picked up are visible. They can be put in clothes 

or pouches and then are invisible. Anything dropped or trailing outside the arena become visible. 

Light is visible, though its source is not. Attacking breaks the spell. Those attacking an invisible 

target have a penalty to hit, between -4 and -10. The target can spend 1 Awesome Point to add 

Cunning to Armor Class through tricky moving while invisible. Component: an eyelash in something 

sticky. 

 

10. Knockout. Rested. Focus action. Target creatures in your arena or an adjacent arena, but only one 

arena can be targeted. Knock out a number of Wounds equal to [your Level + Commitment]. You can 

start with the lowest Wounds and work your way up, or the highest Wounds down, but the DM picks 

the actual targets that succumb. Targets can shrug off the effects by testing Commitment, difficulty 

[10 + your level]. Component: handful of sand. As you cast most of it dissolves, sifting down. 

 

11. Light. Rested. Focus action. Enchant an object to glow as bright as a torch, or a floating ball that 

stays within arm’s reach of a target. When casting, choose whether it will last for an hour, or as long 

as it is in your presence. You, or the one holding the light, can cause it to glow brighter for a round, or 

to dim down to candlelight. Component: a pinch of luminescent lichen, or a candle stub. 

 

12. Locate. Rested. One minute ritual (upgrades to a focus action). Fix a specific person, object, or 

landmark in your mind. Or, you can focus on something generic, like a guard, stairwell, pool, and so 

on. Your mystic energies gush out in all directions (anyone in range who is sensitive to magic within 

100 meters per your level can feel you looking, but won’t know where you are or what you’re looking 

for). You test Awareness to interpret the jumble of results. The spell will generally indicate distance 

from you, and direction, in vague terms. The spell limit is 100 meters per level for something generic, 

and 1 kilometer per level for something specific. If you have something that physically connects you 

to the target (like a lock of hair, a bloodstain, the scabbard the magic sword rested within, bit of stone 

from the landmark, etc.) the range can be much further. Component: fine dust to sift down from your 

hand, interpreting its drift. 

 

13. Menace. Rested. Focus action. Gain a flat +5 bonus to an Intimidate test; when overcoming being 

intimidated, this spell guarantees success in overcoming fear and also projects intimidation. 

Component: a hint of physical pain, like nails in flesh or biting the inside of your cheek. 

 

14. Mental Spell Construction. Rested. Use this talent to build a spell entirely in your mind, with no 

speech or gestures. Others may not even realize you are casting, they must use Awareness against 

your Cunning to see what signs may be visible. You can cast while your hands are tied and you are 

gagged. Component: mystic signs carved on one of your bones.  

 

15. Mystic Language. Rested. Focus action. For about an hour, you can speak and understand any 

language. This does not work for breaking codes, but it does work for allowing you to make noises 

your body cannot make (like insectoid clicks or basso rumbles). You can also read in those languages. 

This spell works on all languages, so if there are three people speaking 3 different languages, you 

understand them all and you are understood by them all. Because of this flexibility, you cannot write 

other languages under this influence unless you choose a single language upon casting. Component: a 

preserved tongue of an outsider. It twitches and wiggles while this spell is active. REUSEABLE. 

 

16. Mystic Movement. Rested. Focus action (upgrades to “move” action.) The spell lasts 1 round per 

your level. You can move 1 arena further during a move, or add a move to any other kind of action in 

the round. Also, you can climb sheer surfaces, leap across up to 2 arenas, and negate up to 2 arenas of 

falling damage (slowing a fall to half speed safely.) Component: consume a live spider. 



 

17. Privacy. Rested. One minute ritual (upgrades to a “focus” action). The ritual uses salt to encircle a 

private arena. All that is within the arena is immune to remote viewing of any kind, magical or 

otherwise, and sound within that arena stops at the border. Those looking into the arena will find their 

eyes veering away, and their minds will tell them the arena is normal. To see into the arena with 

Awareness, test against a difficulty of [12 + caster level]. If looking at the arena in person using 

Detect Magic, a mage can see it fine. The spell lasts up to 1 day per caster level, or until the ritual line 

is broken. Component: enough salt to make a border. 

 

18. Summon Monster. Rested. Focus action. Either create constructs out of nothing, or bring contracted 

monsters from another dimension to your aid. They appear in your arena and can act normally in the 

next round. Each spell learned works for one specific monster. The monster summoned is built based 

on the caster level of the one who created the spell; one level can get 1 Wound, a level of intelligence, 

a weapon (held or natural), a level of armor, or a talent. Taking flaws can make them cheaper. When 

the caster is high enough level to double the points needed for the creature, the caster can summon 

two of them. Triple, three, and so on. Constructs will always be helpful and loyal; contracted 

monsters will react based on their long-term experience with you, but will usually have something 

they like you can give them to smooth over unpleasantness. Component: a piece of a specimen you 

can summon; leather, bone, meat, hair, etc. REUSEABLE. 

 

19. Web. Rested. Focus action (upgrades to “shoot” action.) The spell lasts 1 minute per your level. It 

fills 1 arena (or 2 half arenas) with webbing (can be upgraded to fill 2 arenas or 4 half arenas). The 

webbing counts as an impede attempt for all within it, with a result of [10 + your level] against their 

attempt to get free. The webbing counts as having heavy armor. Those who are impeded cannot make 

further attacks against the webbing, they are truly stuck until cut free or the spell elapses. The web is 

not flammable. Component: a bit of spider web. 

 

20. Withstand Temperatures. Rested. Focus action. Become immune to negative effects from 

temperature, feeling comfortable in extreme weather. Take 1 less Wound from fire, ice, or 

temperature-based weaponry or attacks. Component: a necklace or bracelet incorporating reptile skin 

and fur. REUSEABLE. 

 


