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The Autumn House of the Orxham Academy trains gifted illusionists to craft beauty from imagination 

and magic alone. For the few who show promise of being both gifted, clever, and ruthless, there is 

opportunity to become one of the Shadows of Orxham. Those who stay with the school are honored by 

carrying silver athames and dressing in black robes. The others have their names erased from the roles. 

 

 

The reader can automatically find one useful suggestion for misdirection, disguise, or a cover story, by 

looking in the book. The reader can also find descriptions of the subtleties of chiaroscuro the flavors of 

light, and other delightful essays on bending senses for the sake of art. 

 

 

 Eye Mirror. Rested. Focus action (upgrades to move action). Cast on the eyes of someone you can 

see or someone in the same arena. As long as you concentrate, you can see through that person’s eyes. 

There is no limit to the range of the spell, but it only lasts up to 1 hour per level. With the target’s 

permission, you can hear through the target’s ears as well. 

 

 Fake Death. Rested. Focus action (upgrades to a move action). Cast this on yourself or someone else 

to appear dead. The target can ignore up to 1 Wound a round, numbed and chilled. The target is only 

dimly aware of what is being said in the current arena. This lasts up to 1 hour per caster level. No 

medical or folklore test can penetrate the illusion of death, only someone who can see magic. The 

corpse blurs with enchantment. The target needs a focus action to come out of the daze, then is -1 to 

all rolls per hour spent “dead.” This wears off at the rate of -1 per minute. 

 

 Light Painting. Rested. Focus action (upgrades to move action).  What you see or imagine can be 

shaped in four dimensional sculpture with photographic and artistic quality. To print it on a surface, 

spend 1 Wound and 3 Awesome Points. This generally takes a full round of “painting” per detail 

included, often several minutes or an hour will be spent on a painting. The DM may charge more 

Awesome Points for exceptionally large or detailed scenes. Awesome Points spent to capture light 

paintings do not count towards leveling. You can only capture 1 light painting per level. 

 

 Placeholder. Rested. Focus action (upgrades to a move action). Something you have on your person 

morphs to imitate something in your arena. This lasts for up to 1 hour per your level. However, 

information in a book or a bag’s contents will be strange enchanted stuffing rather than the real 

object, so opening a container or book to check the contents immediately reveals the switch. This 

spell does not make the switch, it creates a decoy object. The object reverts at the end of the spell, 

either leaving your signature on the theft or giving your new enemies a clue to your identity. 

 

 Pursuit. Rested. This spell can be cast as a focus action, or by spending 2 Awesome Points. When 

you are involved in a chase, those in your arena and adjacent arenas (up to several arenas away as 

appropriate) will see figures that look somewhat like you. If you are fleeing, then your image will be 

seen fleeing in every feasible direction. If you are pursuing, your image will be seen closing in from 

every feasible direction. Only those who can see magic can test Awareness at a 15 difficulty to see 

through the illusion. Images that look like you will be mounted on carriages or in boats or on 

horseback as necessary to be plausible, mirroring your own method of moving. The images will 

appear to interact with their surroundings, but they are intangible. They dissipate if injured. 


