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HIGHBLOOD TELEPORT

Racial Power

Once per battle as a move action, place yourself in a
nearby location you can see.

CANTRIPS

Class Feature

Every wizard can cast a handful of cantrips each day. You
don’t have to memorize or choose them beforehand, you
just cast them on the fly. Most wizards can cast a number
of cantrips equal to their Intelligence modifier each battle.
If you’re out of battle, that’s about three to six cantrips
every five minutes. (The Cantrip Mastery talent frees you
up to cast cantrips at-will.) Each cantrip takes a standard
action to cast as a ranged spell. (Again, Cantrip Mastery
helps, turning cantrip casting into a quick action.) As you’ll
see from the short descriptions that follow, we’re not
concerned with pinning down exactly what wizards are
getting out of these minor spells. Cantrips capture the
sense that wizards are the most skillful practitioners of
magic in the world, capable of offhand effects anyone else
would have to accomplish through hard work (if at all). We
often phrase magical effects, particularly the effects
created by wizards, as if they’re being accomplished by tiny
supernatural servitors. Each wizard should determine how
their magic looks and sounds. At the adventurer tier (levels
1–4), cantrips with a standard duration last 10–60 minutes,
plus ten minutes per wizard level. The GM rolls and the
wizard becomes aware that their cantrip is about to end a
couple minutes before it’s done.

ALARM

Class Feature

The cantrip creates a minor watch-sprite that can be
instructed to scream if someone comes through an area or
touches an object. Watch-sprites are notoriously stupid
and sleepy, but with the right talking-to they might stay
focused for the duration of the spell. At higher levels, the
spell might summon little fanged spirits buzzing back and
forth serving as both visual and actual deterrents.

ARCANE MARK

Cantrip

The cantrip creates magical sigil on an object or person.
Wizards swear that all eir arcane marks are visible to
everyone, but people foolish nough to play cards with
wizards should beware. (A deliberately visible mark is a
hard perception or magic check to notice.)



GHOST SOUND

Cantrip

This spell creates false noises emanating from somewhere
nearby. The effect is like an exceptionally good version of
throwing your voice, if your voice could create a wide
variety of sounds. Guards and watchmen really should
learn that you can’t trust everything you hear with this
cantrip readily available, but really, what choice do they
have? Attempted distractions with the cantrip are DC 15
challenges in adventurer environments, higher as you
move into champion and epic environments . . . or the GM
could let them succeed automatically if they’re truly
imaginative. (If someone is using ghost sound against the
PCs? Use similar secret Wisdom-based skill checks to
identify the sound as a magical fake.)

KNOCK

Cantrip

Locked door? Sealed treasure chest? You can handle it.
This cantrip summons a magical servitor three to four
times as big as your closed fist that swarms around the
door and punches or pushes it open (depending on
whether you want to be quiet or announce your presence),
assuming you can succeed with an Intelligence check
against the environment’s DC using an appropriate
magical background. Note that your knock- servitor
doesn’t do anything to avoid traps—if you want to open
something and avoid traps, hire a rogue.

LIGHT

Cantrip

This cantrip creates a fairly wide and consistent field of
light, up to 30 feet in diameter. It could just be a glow from
your staff, or small light elementals flitting in quick circles
around you. The created light isn’t bright enough to dazzle
anyone or to send underworld dwellers into seizures.

MAGE HAND

Cantrip

This cantrip creates a small telekinetic effect that lasts a
round at most. It’s also sometimes referred to as a “mage-
slap” when higher-level wizards deliver rebuffs to their
underlings. At best it’s about half as strong as the wizard’s
own strongest hand. At worst it’s half as strong as the
wizard when they’re weak from a bad fever.



MENDING

Cantrip

This cantrip summons a variety of tiny (hand-sized and
smaller) magical sprites who swarm over a chosen broken
object attempting to mend it (over the course of 1–6
rounds). Small-scale repairs like torn wineskins, muddy
clothing, a broken handgrip on a sword, and similar repairs
that anyone could fix with two to four hours of devoted
work gets handled in seconds. More elaborate repairs to
complicated objects might require an Intelligence check, or
at the GM’s discretion could only be possible if the wizard
has taken the Cantrip Mastery talent.

PRESTIDIGITATION

Cantrip

This cantrip produces magic tricks like cheaty-juggling,
pulling coins out of ears, small illusions created by dancing
sprites, and the basic equipment of stage-casting. One
casting usually gives you a minute of fun. But the magic
has nowhere near as much real world force as mage hand.

SPARK

Cantrip

This is a minor fire creation spell, enough to light a pipe, or
a campfire, or even a page or two of an unprotected
spellbook. It doesn’t work against living beings or against
things that couldn’t easily be set on fire with a few seconds
of steady application of a candle. It’s a show-off spell—
wizards don’t have to light fires like ordinary people. The
target of the spark has to be nearby and in sight.

ABJURATION

Class Talent

Whenever you cast a daily wizard spell, you gain a +4 AC
bonus until the end of your next turn. You can phrase the
magical effect causing the protection as you like. Many
abjurers create shimmering shields of magical force;
others have swarming magical servitors blocking attacks.



EVOCATION

Class Talent

Once per battle, when you cast a spell that targets Physical
Defense, before rolling for the number of targets or
making the spell’s attack roll, you can expend your quick
action to evoke the spell. Hit or miss, you’ll max out the
spell’s damage dice. (A natural 1 on the attack roll still
deals no damage. Actually, a 1 should probably damage
you a bit.)

COUNTER-MAGIC

Close-quarters spell - Class Talent

Once per battle
Free action to cast

Trigger: A nearby creature you can see casts a spell.
Target: The nearby creature casting a spell.
Attack: Intelligence + Level vs. MD
Hit: The target’s spell is canceled, and the caster loses the

action they were using for the spell. If the spell had a
limited use, that use is expended if your natural attack
roll is even.

ACID ARROW

Ranged spell - 1st Level

Daily

Target: One nearby or far away creature
Attack: Intelligence + Level vs. PD
Hit: 4d10 acid damage, and 5 ongoing acid damage.
Miss: 5 ongoing acid damage, and you regain the spell

during your next quick rest.

RAY OF FROST

Ranged spell - 1st Level

At-Will

Target: One nearby enemy
Attack: Intelligence + Level vs. PD
Hit: 3d6 cold damage
Miss: Damage equal to your level.

Adventurer Feat: When your ray of frost attack roll is a
natural even hit, if the target is staggered after taking
the damage, it is also dazed until the end of your next
turn.



SHIELD

Close-quarters spell - 1st Level

Recharge 11+ after battle
Free action to cast, when an attack hits your AC.

Effect: The attacker must reroll the attack. You must
accept the new result.

SHOCKING GRASP

Close-quarters spell - 1st Level

At-Will undefined

Target: One creature engaged with you
Attack: Intelligence + Level vs. PD

Miss: You take damage equal to the target’s level from
botched feedback.

Hit: 1d4 lightning damage, and the target pops free from
you. property

Adventurer Feat: The spell now requires only a quick action
to cast (once per round).

HOLD PORTAL

Ranged utility spell - 1st Level

Daily

Effect: You cast this spell on a door. For ten minutes,
adventurer- tier creatures can’t get through the door,
not even by chopping it into splinters with an axe or
blasting it with a fireball. Champion-tier creatures can
batter it down; each attempt requires a DC 20
Intelligence skill check (including an applicable
background) by the caster to resist the battering and
keep the spell going. Epic-tier creatures can walk right
through.


