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The following is designated as Product Identity, in accordance with 
Section 1(e) of the Open Gaming License, Version 1.0a: chapter 2; 
all character names; the following racial names: neomage, kylen, 
seraph-touched, and second unforeseen; references to events in 
the Rogue Mage�VHWWLQJ��DOO�DUWZRUN�DQG�LPDJHV��DQG�DOO�ÀFWLRQ�

The following text is Open Gaming Content: all material not 
declared Product Identity.

23(1�*$0(�/,&(16(�9HUVLRQ����D

The following text is the property of Wizards of the Coast, Inc. 
and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All 
Rights Reserved.

��� 'HÀQLWLRQV�� �D�µ&RQWULEXWRUVµ� PHDQV� WKH� FRS\ULJKW� DQG�RU�
trademark owners who have contributed Open Game Content; 
(b)”Derivative Material” means copyrighted material including 
derivative works and translations (including into other computer 
ODQJXDJHV���SRWDWLRQ��PRGLÀFDWLRQ��FRUUHFWLRQ��DGGLWLRQ��H[WHQVLRQ��
upgrade, improvement, compilation, abridgment or other form in 
which an existing work may be recast, transformed or adapted; 
(c) “Distribute” means to reproduce, license, rent, lease, sell, 
broadcast, publicly display, transmit or otherwise distribute; 
(d)”Open Game Content” means the game mechanic and includes 
the methods, procedures, processes and routines to the extent 
such content does not embody the Product Identity and is an 
enhancement over the prior art and any additional content clearly 
LGHQWLÀHG�DV�2SHQ�*DPH�&RQWHQW�E\�WKH�&RQWULEXWRU��DQG�PHDQV�
any work covered by this License, including translations and 
GHULYDWLYH� ZRUNV� XQGHU� FRS\ULJKW� ODZ�� EXW� VSHFLÀFDOO\� H[FOXGHV�
Product Identity. (e) “Product Identity” means product and product 
line names, logos and identifying marks including trade dress; 
artifacts; creatures characters; stories, storylines, plots, thematic 
elements, dialogue, incidents, language, artwork, symbols, designs, 
depictions, likenesses, formats, poses, concepts, themes and 
graphic, photographic and other visual or audio representations; 
names and descriptions of characters, spells, enchantments, 
personalities, teams, personas, likenesses and special abilities; 
places, locations, environments, creatures, equipment, magical or 
supernatural abilities or effects, logos, symbols, or graphic designs; 
DQG�DQ\�RWKHU�WUDGHPDUN�RU�UHJLVWHUHG�WUDGHPDUN�FOHDUO\�LGHQWLÀHG�
as Product identity by the owner of the Product Identity, and which 
VSHFLÀFDOO\� H[FOXGHV� WKH� 2SHQ� *DPH� &RQWHQW�� �I�� ´7UDGHPDUNµ�
means the logos, names, mark, sign, motto, designs that are used 
by a Contributor to identify itself or its products or the associated 
products contributed to the Open Game License by the Contributor 
(g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit, 
format, modify, translate and otherwise create Derivative Material 
of Open Game Content. (h) “You” or “Your” means the licensee in 
terms of this agreement.

2. The License: This License applies to any Open Game Content 
that contains a notice indicating that the Open Game Content 
may only be Used under and in terms of this License. You must 

DIÀ[�VXFK�D�QRWLFH�WR�DQ\�2SHQ�*DPH�&RQWHQW�WKDW�\RX�8VH��1R�
terms may be added to or subtracted from this License except as 
GHVFULEHG�E\�WKH�/LFHQVH�LWVHOI��1R�RWKHU�WHUPV�RU�FRQGLWLRQV�PD\�EH�
applied to any Open Game Content distributed using this License.

3.Offer and Acceptance: By Using the Open Game Content You 
indicate Your acceptance of the terms of this License.

���*UDQW�DQG�&RQVLGHUDWLRQ��,Q�FRQVLGHUDWLRQ�IRU�DJUHHLQJ�WR�XVH�
this License, the Contributors grant You a perpetual, worldwide, 
royalty-free, non-exclusive license with the exact terms of this 
License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing 
original material as Open Game Content, You represent that Your 
&RQWULEXWLRQV�DUH�<RXU�RULJLQDO�FUHDWLRQ�DQG�RU�<RX�KDYH�VXIÀFLHQW�
rights to grant the rights conveyed by this License.

��1RWLFH�RI�/LFHQVH�&RS\ULJKW��<RX�PXVW�XSGDWH�WKH�&23<5,*+7�
127,&(� SRUWLRQ� RI� WKLV� /LFHQVH� WR� LQFOXGH� WKH� H[DFW� WH[W� RI� WKH�
&23<5,*+7�127,&(�RI�DQ\�2SHQ�*DPH�&RQWHQW�<RX�DUH�FRS\LQJ��
modifying or distributing, and You must add the title, the copyright 
GDWH��DQG�WKH�FRS\ULJKW�KROGHU·V�QDPH�WR�WKH�&23<5,*+7�127,&(�
of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly 
licensed in another, independent Agreement with the owner of each 
element of that Product Identity. You agree not to indicate compatibility 
or co-adaptability with any Trademark or Registered Trademark in 
conjunction with a work containing Open Game Content except as 
expressly licensed in another, independent Agreement with the owner 
of such Trademark or Registered Trademark. The use of any Product 
Identity in Open Game Content does not constitute a challenge to the 
ownership of that Product Identity. The owner of any Product Identity 
used in Open Game Content shall retain all rights, title and interest in 
and to that Product Identity.

��� ,GHQWLÀFDWLRQ�� ,I� \RX� GLVWULEXWH� 2SHQ� *DPH� &RQWHQW� <RX�
must clearly indicate which portions of the work that you are 
distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may 
publish updated versions of this License. You may use any 
authorized version of this License to copy, modify and distribute 
any Open Game Content originally distributed under any 
version of this License.

10 Copy of this License: You MUST include a copy of this License 
with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise 
the Open Game Content using the name of any Contributor unless 
You have written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply 

with any of the terms of this License with respect to some or 
all of the Open Game Content due to statute, judicial order, or 
governmental regulation then You may not Use any Open Game 
Material so affected.

13 Termination: This License will terminate automatically if You 
fail to comply with all terms herein and fail to cure such breach 
within 30 days of becoming aware of the breach. All sublicenses 
shall survive the termination of this License.

���5HIRUPDWLRQ�� ,I� DQ\� SURYLVLRQ� RI� WKLV� /LFHQVH� LV� KHOG� WR� EH�
unenforceable, such provision shall be reformed only to the 
extent necessary to make it enforceable.
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FOREWORD

U
ntil now, I have never been involved in roleplaying games, although I grew up with people who 
loved them. I envied their fun, and the shifts of thought that their imaginations took. When I 
came up with the post-apocalyptic world, the concept of Enclaves, and the rogue mage herself, I 
suddenly saw a fuller and richer world than any I had ever seen. I wanted to let others in on the 
world and the characters. A friend suggested that I should create a roleplaying game, and within 
GD\V��&KULVWLQD�DSSHDUHG�DW�D�VLJQLQJ��6KH�ZDV�D�JDPH�GHVLJQHU���DQG�KHUH�ZH�DUH��

— Faith Hunter

A WORD OF WARNING

Rogue Mage��OLNH�WKH�QRYHOV�RQ�ZKLFK�LW·V�EDVHG��LV�D�ZRUN�RI�ÀFWLRQ��:KLOH�WKH�ÀFWLRQ�EXLOGV�RQ�SLHFHV�RI�FRPPRQ�
religions, especially Christianity, the game in no way posits the superiority of one religion over another, nor does 
it stipulate that the End Times will take place, or will do so in a particular manner. In short, the game is a form of 
entertainment, and it should be viewed in that light. If such is not your cup of tea, then read no further.

In addition to its religious undercurrents, the game includes mature language and sexual themes. It is, therefore, 
intended for mature audiences.
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C
HAPTER 1: INTRODUCTION

“ ‘Only the Most High can create a new thing, only God the Victorious, and his humans, who breathe with his 
breath, may dream, devising that which they have not seen, humans with their stories, songs, and poems, 
KXPDQV�ZLWK�WKHLU�PDFKLQHV�ZKLFK�WKH\�LPDJLQH�DQG�EXLOG���6R�LW�KDV�DOZD\V�EHHQ�·�µ�KH�ÀQLVKHG�WKH�TXRWH��
his tone dropping low with disquiet.  “Until now.”

 — Zadkiel, Seraphs
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	Slashing: Weapons with sharp edges, like swords and axes, cause this type of damage.
	Damage Descriptor Modifiers
	Holy: Holy damage stems from the power of the Most High. You cannot take Resilience or Immunity to holy damage. If a creature is resilient or immune to the non-holy part of a holy attack, the Resilience or Immunity is ignored.
	Magical: Direct attacks by conjures like Elemental Blast are automatically considered magical, while indirect attacks like a mundane object picked up and thrown by Telekinesis or a landslide created by a Earthquake are not. Mage steel weapons cause magica
	Unholy: Unholy damage stems from the corrupt power of the Red Dragon and the Darkness itself. You cannot take Resilience or Immunity to unholy damage. If a creature is resilient or immune to the non-unholy part of an unholy attack, the Resilience or Immun
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