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The Spring House of the Orxham Academy teaches magic to wizards who embrace life. At the best of 

times, this love works itself out as compassion, joy, and healing. Sometimes that enthusiasm gets 

sidetracked into sordid romances, inebriation, and various addictions. Senior members of the Spring 

House wear laurel crowns and pure white robes. 

 

 

The reader can automatically find one blazingly useful romantic poem, historical romance, or biography 

of a leader in the Spring House by looking in the book. The reader can also find recipes for love philters, 

instructions for cloud reading, and analysis of tea leaves for seeing future omens. 

 

 

 Charismatic. Constant. Any time you must make a Charm test, you can add any other attribute that 

you are using appropriately. Brawn for flexing, Daring for a devil-may-care appeal, Commitment for 

burning intensity, Awareness to see the subject as no one else can, and Cunning for some sly wit. 

 

 Child of Nature. Constant. You are immune to non-magical disease or illness. You can adjust the 

perceived temperature 30 degrees warmer or cooler for your personal comfort. You can spend 1 

Awesome Point to dry yourself as a focus action if you are wet in the cold. Resisting plant and animal 

toxins, you count as rolling a 10. Normal animals like you automatically. 

 

 Enchant Object. Rested. 1 hour ritual. You enchant an object. You can place up to 1 Awesome Point 

in an object per level. Every 3 Awesome Points grants +1 on an attribute roll. Every 5 Awesome 

Points can grant +\-1 to hit or +\-1 Wound. The enchantment lasts 1 year per your level. If you spend 

an attribute point on the enchantment upon leveling, it can be made permanent. To create other 

enchantments (like animated toys, talking paintings, cunning locks, etc.) the DM will set a number of 

Awesome Points that must be spent on the enchantment for it to work. 

 

 Fire Whisperer. Arena. Focus action (upgrades to shoot action.) You can light or extinguish the fire 

equivalent of 1 torch per level in your arena. You can bolster your power by adding +1 “level” per 

Awesome Point spent that does not count towards leveling. You can affect up to 6 candles per level, 

or 2 lanterns. It costs 3 levels to deal with a hearth fire, 6 for a campfire. Used as an attack, the 

flammable target takes 1 Wound per 3 levels of fire or +1 Wound from a flaming weapon. Once you 

dampen or create flame, you can maintain that state up to your level for free, but you must spend 

Awesome Points to keep up the power beyond your level. 

 

 Life Energy. Rested. Focus action. Touch the target (including yourself) and regenerate the life 

energy there. The target immediately counts as rolling a 10 to resist poison, drugs, infections, or other 

harmful ongoing effects. If the target is injured, the target can instead get 1 Wound back. 


