CREATING
YOUR WIZARD

Before playing, every player
makes a Wizard. To do thus,
each player will need a
“Personal Notes” booklet and
a “Student Spellbook” booklet.
Fill out the profile page 1n the
first and create spells 1n the
second. You hand your
spellbook to the Game Master
once your done. You may only
write the names of your spells
n your Personal Notes.

"SI9ISUOUW PUE ‘§)$9) ‘SIAYILI)

AUIODIAO O] JITe 1))

ST 0) P [[IM STIAR[J *SIY

QUERIIY A1) I0] [0OYDIG S UOJIIY]

SuIpuape SpIeZIM SUNoA

JO 9[01 10 9Ye) s1aAed ‘Suues
surkedajox doyapqer sy uy

SIMV ANVOYV
HHL YOd
TOOHDS
SNOLAIX

YOUR SPELLS

Spells are cast by drawing out
shapes onto paper (or anything
handy). Using your spellbook,
you may create a spell for each
page. A spell consists of as few
or many of the following
shapes:
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These shapes may touch,
overlap, be any size, or
orientation.
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CASTING SPELLS

To cast a spell, declare what
spell 1s being used and describe
how 1t will affect the current
situation. Then draw the spell
and the GM will compare
accuracy.

Wizard Tom casts Lightning
bolt to zap the evil troll. Tom's
player draws out Lightning

Bolt: M

It matches Tom's original
spellbook, so it works!
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HOW TO PLAY

In Arcane Arts, players cast
spells to solve their problems.
Prior to play, each player will
have created a spellbook with
however many spells they want.
When drawing a spell, the GM
compares to the spellbook. If
the drawing 1s incorrect i
some way, the GM will then
use facts about the character
(from the Personal Notes
profile) to explam how the
spell went wrong.
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