
THE MAGE V1.0

 GOOD
Use magic to directly aid those in need

 NEUTRAL
Discover something about a magical mystery

 EVIL
Use magic to cause terror and fear.

 VIDYADHARA
When you parlay, you can always offer to cast a spell as leverage

Fill in the names of your companions in at least one:

____________ fears me because they do not understand me.

I have shown  ____________ the power of my wisdom, 
learning, and mastery of the arcane arts.

I believe that I must teach ____________.

I suspect __________ of treachery.

Arcane Learning
You are a font of esoteric knowledge.  When you spout lore or discern realities about 
something magical or otherwise arcane, on a 10+ the GM will also give you a little 
known secret about the subject.

Cast a Spell (INT)
When you cast a spell to help solve a problem, describe it and roll +INT.  Spells cast this
way can never deal direct damage.  On a 10+ the spell helps, but choose 1.  On a 7-9 the 
spell helps, but choose 2
 The spell won't last long – you'll have to hurry to take advantage of it.
 The spell affects either much more or much less than you wanted it to.
 The spell has unforeseen side effects and might draw unwanted attention.
 The casting saps your energy.  Take a -1 ongoing to all INT rolls until you have a 

chance to rest and clear your head.
On a miss, something has gone horribly, horribly wrong.  Your spell may have worked, 
but you will regret the results.

Spell Focus
Your magical studies are centered on a particular kind of magic, an aspect of the 
metaphysical world from which you draw inspiration.  When you first learn magic, select 
a Focus from the list on the attached page.
When you weave a spell that is aligned to your focus, your modifier to the roll cannot 
be less than +1.  When you weave a spell that is neither aligned nor opposed to your 
focus, take -1 to the roll.  You can never weave a spell that is opposed to your focus.

Black Magic
When you weave a spell to inflict pain, choose two tags and roll +INT.  If you pick no 
range tags, range defaults to hand.  On a hit, deal 1d8 damage.  On a 7-9 also choose 1.
 The spell does half damage (ignoring armor) to one of your allies.
 The spell draws unwanted attention or puts someone on the spot
 The GM removes the non-range tag of their choice and you deal -1 damage.
 The casting saps your energy.  You take -1 to all INT rolls until you have a chance to 

rest
Tags:  reach, near, debilitating (-1 damage), elemental (choose 1), forceful, piercing 1,
subtle, two targets (-1 damage)

 

Race/Background

Vidyadhara should choose from one of the other races for their basic appearance, and may 
choose a name appropriate for that race.  Though they superficially appear as a member of 
that race, even a very casual observer will recognize their true nature as Vidyadhara.  
Vidyadhara have no Hero Mark because being Vidyanhara is itself a hero mark.
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Alignment/Drive

Eyes:  slit pupils, glowing, milky, bulbous, otherworldly
Hair:  colored, wild, writhing, perfect, 
Clothing:  rich, embroidered, simple, inappropriate, sari
Body:  twisted, creepy, thin, voluptuous, pudgy, odd, colored



Your load is5+STR.  You start with dungeon rations (ration, 5 uses, 1 weight) 
and an arcane crown symbolizing your power (1 weight).  

Choose one:
 Leather armor (1 armor, 1 weight)
 A bag of books (5 uses, 2 weight) and 3 healing potions (0 weight)
 Three antitoxins (0 weight)

Focus:

Look:

Aligned:

Opposed:

When you gain a level from 2-5, choose from these moves.

 ARCANE WARD
You gain +2 armor against magical attacks, and your companions gain +1 
armor against magical attacks.

 BATTLE MAGIC
Add the following tags to the Black Magic list:  Close, Area (-2 damage), 
Messy (+1d4 damage), Piercing 2.  In addition, selecting a range tag for your
Black Magic does not count as one of your two choices.

 ENCHANTER
When you have time and safety with an item in your place of power, you 
may weave a spell to imbue it with magical power.  Describe what sort of 
magic you want to imbue the item with, then roll +INT.  On a 10+ choose 2. 
On a 7-9 choose 1:

• The enchantment is permanent
• The enchantment has no unknown side effects
• The enchantment does not have a weird limitation

On a miss, the item you create is cursed.  The GM will tell you the nature of 
the curse, but only after it is too late.

 COUNTERSPELL (INT)
When you counter an arcane spell as it is cast, roll +INT.  On a 10+ 
choose 2.  On a 7-9 choose 1.

• The spell deals no damage
• The spell's effects are superficial and temporary
• You take +1 forward against the caster
• Use Black Magic against the caster immediately.  You do not have 

to specify a range tag.

 IMPRESSIVE COUNTERSPELL
When you counterspell and roll a 12+, choose 3

 KNOW-IT-ALL
When another player's character comes to you for advice and you tell 
them what you think is best, they gain +1 forward if they follow your 
advice and you mark experience if they do.

 MULTICLASS DABBLER
Take a non-multiclass move from another playbook.  Treat your level as one 
lower for choosing the move.

 AWARENESS HOLDER
Select a focus other than the one you have, and add one of its aligned 
elements and one of its opposed elements to your list of aligned and opposed 
elements.  You cannot select an element that contradicts your existing 
aligned and opposed elements.

 SPELLWEAVER
When you cast a spell and roll a 12+ the spell defies expectations.  Choose 
nothing from the list.

When you gain a level from 6-10, choose from these moves or the level 2-
5 moves.

 ARCANE ARMOR
(Replaces:  Arcane Ward)
You have +4 armor against arcane magical attacks and +2 armor against 
other magical attacks.  Your companions have +2 armor against arcane 
magical attacks and +1 armor against other magical attacks.

 KNOWLEDGE HOLDER
(Requires:  Awareness Holder)
Select a focus other than the one you selected for Awareness Holder, and add
one of its aligned elements and one of its opposed elements to your lists.  
You cannot select an element that contradicts your existing aligned or 
opposed elements.

 BEYOND LIMITATION
Select one of your opposed elements and remove it

 ENCHANTER'S SOUL
(Requires:  Enchanter)
When you have time and safety in a place of power with a magical item, 
you may enchant it so that its effects are amplified.  The GM will tell you 
exactly how.

 PERFECT COUNTERSPELL
(Requires:  Counterspell)
Add the following to your list of counterspell options.  

• The enemy's spell affects the enemy caster at full strength

 REFLEXIVE COUNTERSPELL
(Requires:  Impressive Counterspell)
When you use counterspell, choose one additional option, even on a 6-

 RITUAL
When you draw on a place of power to create a magical effect, tell the GM 
what you are trying to achieve.  Ritual effects are always possible, but the 
GM will give you one to four of the following conditions

• It will take days/weeks/months
• First you must ________
• The result will be a lesser version, unreliable or limited
• It will need help from _______
• It will require a lot of money
• You will have to disenchant ________ to do it
• You and your allies will risk danger from ________

 RITUAL MASTER
When the GM tells you the requirements for a ritual, you may veto one 
requirement

 WAR MAGE
Add the following tags to Black Magic:  Far, Messy (+1d8 damage), piercing
3, three targets (-2 damage).  In addition you choose 3 tags instead of two.

 



Your spell focus is the crux of your power – it is that element around which your abilities gravitate, and determines what sort of magic you can use well and 
what sort of magic you can't.  Each spell focus is made up of a number of elements, detailed below.

Focus

Your focus is the name of the brand of magic you have consigned yourself to.  It is a thematic bind that ties your powers into a cohesive whole.  Your focus 
must always begin with the word “The”.

Aligned Elements

The aligned elements of a focus are those that define your mage's specialty.  Each focus has three aligned options, which form an outline for what kind of spells
you excel at.  Whenever you cast a spell, if the spell you describe falls within one or more of your aligned options, then the minimum bonus your roll can have 
is +1.  This also applies to black magic and counterspell moves, when applicable.
The mage can still cast spells that fall outside of these aligned elements.  If you do, however, you take -1 to the roll.  Your powers are wide and varied but you 
only have practice with your aligned elements.

Look

Your magical bond of power has altered you in strange and unforeseen ways.  Each focus has a set of Look options associated with it, which are a bit more 
unusual than most.  Select one Look from the list.

Opposed Elements

The opposed elements of a focus are those that define your limits.  Each focus has 2 opposed options – one of which prohibits you from using magic towards 
certain ends, and another that prohibits you from using magic with certain methods.  You may NEVER cast a spell, including black magic or counterspell, that 
would fall under these elements.

Awareness Holder, Knowledge Holder, and Beyond Limitation

These are three advanced moves that your mage can take that alter the nature of your spell focus.  Beyond Limitation's function is simple, but Knowledge 
Holder and Wisdom Holdeer are a bit more complicated.  Whenever you select either of these advanced moves you select a focus that you do not have, and add
one of its aligned elements and one of its opposed elements to your list of aligned and opposed elements.  In this way you broaden your mastery of spellcasting 
at the cost of narrowing the variety of magic you have at your disposal.  You can never pick elements that contradict any of y6our existing elements

Focus:  Naraka (The Abyss)
Look:  missing eye, replaced limb, greygreen skin
Aligned:  Conjure the dead, torment living flesh, punish the guilty
Opposed:  purification or enhancement, using spells that are not horrifying

Focus:  The Tiger
Look:  whiskers, furry body, tail
Aligned:  form of the tiger, rending claws, patience
Opposed:  manipulating objects, affecting water

Focus:  The Forest
Look:  Green skin, leafy hair, tree-sap blood
Aligned:  rampant growth, unmake the artificial, commune with nature
Opposed:  assist or create anything artificial, desecrating nature

Focus:  The Monsoon
Look:  aura of wind, smell of rain, damp clothing and hair
Aligned:  torrential rain, move like the wind, fertility
Opposed:  calm and stasis, creating anything permanent

Focus:  Om (ultimate truth)
Look:   Om symbol on forehead, stars for pupils, chanting drone voice
Aligned:  Ultimate knowledge, the inner self, discover truth
Opposed:  things of this world, destroying or concealing knowledge

Focus:  Sacred Sound
Look:  bells as jewelry and sewn into clothing, sung speech, nearby objects 
resonate
Aligned:  the spoken word, enchanting music, destruction of illusion
Opposed:  physical or spiritual dissonance, casting a spell quietly

Focus:  Alchemy
Look:  discolored hands, odd smell, burned hair
Aligned:  potions, ointments, balance of energies
Opposed:  poisons and creating any magical effect without time and 
components

Focus:  Shakti (Universal Energy)
Look:  slowly changing skin, hair, and eye color; electrical arcs, glow
Aligned:  creation, health, repair, healing
Opposed:  injury or destruction, harming living things

Mage's Spell Foci
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