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Pregenerated Characters for Magonomia® 

Early Access v2 
These pregenerated characters follow the Version 2 of the Magonomia Early Access rules. They are designed to be 

playable with the introductory adventure Curse of the One-Eyed Witch and in Shewstone Publishing organized games. 

Magonomia Early Access rules are available to backers of our crowdfunding campaign. We are now accepting late 

pledges at https://www.gameontabletop.com/cf297/magonomia-core-rules.html. 

These characters are free to use, copy, and distribute under the terms of the Open Game License version 1.0a. 
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Alchemist: the Courtier / Spy 
Whether you’re gentle or common, your knowledge and skill have earned you a place on the fringes of court. Here 

you’re free to pursue the mystical truths of alchemy—and to put your knowledge to use in court intrigues! 

Aspects 
High Concept: Full-time Courtier, Part-time Spy 

Trouble: I Need to Make a Living 

I Love to Outwit my Adversaries 

Thankless Government Job 

(one Aspect available to be filled in during play) 

Skills 
Great (+4) Alchemy 

Good (+3) Stealth, Rapport 

Fair (+2) Academics, Deception, Investigation 

Average (+1) Athletics, Contacts, Fighting, Resources 

Stunts 
Master of Disguise (Deception), Wealth on Display (Resources) 

Spells 
General Divination 

Degree 1: 

• Burning Water p. 201 

• Elixir of Alertness p. 224 

• Out, Damned Spot! p. 256 

• Visions of Reverie  p. 285 

Degree 2: 

• Dyes of the Sage   p. 221 

• Fog in a Bottle p. 235 

• Nicholson’s Marvelous Foot Balm p. 252 

Degree 3: 

• Aqua Regia  p. 194 

• Sight of the Owl p. 272 

Degree 4: 

• Dust of Slumber p.220 

Equipment 
Fashionable Clothes, dagger (Weapon: 1), alchemical paraphernalia  



© 2020 Shewstone Publishing LLC. These characters may be used, modified, and redistributed under the terms of 
the Open Game License version 1.0a. All other rights reserved. 

Astrologer: the Thief-Taker 
Enchanted England has no police force in the modern sense. There are, however, thief takers: private individuals for 

hire to recover stolen property and capture the thief.  

Aspects 
High Concept: Astrologer Private Detective 

Trouble: Self-Taught Magician 

There’s No Such Thing as Luck 

Reputation for Solving Crimes 

(one Aspect available to be filled in during play) 

Skills 
Great (+4) Astrology 

Good (+3) Contacts, Investigation 

Fair (+2) Athletics, Fighting, Notice 

Average (+1) Stealth, Burglary, Empathy, Shooting 

Stunts 
Experienced Wrestler (Athletics), To Know a Thief (Burglary) 

Spells 
General Divination 

Degree 1: 

• Finding of the Thief  p. 232  

• Oracle of the Crossroads   p. 255 

• Reading of Hex Marks  p. 262 

• Spotting a Face in the Crowd   p. 275 

Degree 2: 

• Dart of Destiny  p. 213 

• Search for Lost Property   p. 267 

• Ward of Misfortune to Thieves  p. 289 

Degree 3: 

• Finding the Wayward Traveler p. 232 

• Valor of Mars  p. 284 

Degree 4: 

• Election of the Auspicious Hour  p. 222 

Equipment 
Brigandine jerkin (Armor: 1), pistol (Weapon: 2), nightstick (Weapon: 1), astrological paraphernalia  
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Sorcerer: the Necromancer 
Necromancy in Enchanted England isn’t animating legions of skeletons and zombies: it’s communicating the spirits 

of the dead, usually to learn their secrets. Necromancy is illegal under the Witchcraft Act so you’ve learned to 

restrict your graveyard visits to dark nights. 

Aspects 
High Concept: Folkore Enthusiast with Several Ghost Friends 

Trouble: Necromancy Is So Misunderstood! 

I’ve Heard Many Ghosts’ Tales and Some of Them Are True 

You Only Live Once 

(one Aspect available to be filled in during play) 

Skills 
Great (+4) Sorcery 

Good (+3) Stealth, Deception 

Good (+2) Notice, Lore, Will 

Average (+1) Provocation, Fighting, Investigation, Academics 

Stunts 
Oral Historian (Lore), Indomitable (Will) 

Spells 
General Divination 

Degree 1: 

• Deciphering the Foreign Text  p. 214 

• Sign Against Evil p. 273 

• Sentinel of the Empty Cloak p. 270 

• Will o’ the Wisp p. 292 

Degree 2: 

• Numbering the Secret Council p. 255 

• Levitation p. 246 

• Beckoning Call of Morpheus p. 198 

Degree 3: 

• Shield of the Encircling Spirit p. 272 

• Divination of the Past  p. 218 

Degree 4: 

• Glamour of the Stranger’s Guise p. 239 

Equipment 
Dark cloak, rapier (Weapon: 2), sorcery paraphernalia, hooded lantern  
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Theurgist: the Demon Hunter 
Enchanted England is full of supernatural threats. You’ve spent many late hours poring over tomes of lore learning 

the rituals and words of power that can put evil spirits in their place. 

Aspects 
High Concept: Scholar Turned Demon Hunter 

Trouble: If I Don’t Do It, Who Will? 

Against Evil, We Need All the Allies We Can Get 

Prefers the Practical Approach 

(one Aspect to be filled in during play) 

Skills 
Great (+4) Theurgy 

Good (+3) Will, Fighting 

Fair (+2) Academics, Lore, Physique 

Average (+1) Provocation, Empathy, Notice, Contacts 

Stunts 
Polymath (Academics), Press the Advantage (Fighting) 

Spells 
General Divination 

Degree 1: 

• Conjoining of the Talismans  p. 207 

• Reading of Hex Marks  p. 262 

• Sense of the Spiritual Vibrations p. 269 

• Sign Against Evil p. 273 

Degree 2: 

• Balance of Fortune  p. 196 

• Amulet Against Witchcraft  p. 192 

• Calming the Beast p. 202 

Degree 3: 

• Rite of Exorcism  p. 265 

• Sending the Library Angel p. 269 

Degree 4: 

• Passage Through the Lions’ Den p. 257 

Equipment 
Brigandine jerkin (Armor: 1), broadsword (Weapon: 1), theurgy paraphernalia  
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Witch: the Country Witch 
As a country witch, you’re part healer, part fortune teller, part defender against dark magic. You’re renowned in 

your village as a wise person, but learned folk have no inkling of the depth of your power. 

Aspects 

High Concept: Inheritor of Ancient Magical Tradition 

Trouble: Craves Respect 

One Good Turn Deserves Another 

From a Village, But Not Naive 

(one Aspect to be filled in during play) 

Skills 

Great (+4) Witchcraft 

Good (+3) Lore, Empathy 

Fair (+2) Fighting, Contacts, Rapport 

Average (+1) Athletics, Crafts, Stealth, Notice 

Stunts 

Grateful Clients (Contacts), Folk Medicine (Lore) 

Spells 
General Divination 

Degree 1: 

• Cures for Minor Ailments  p. 210  

• Dowsing  

• Reading a Stranger’s Stars  p. 262 

• Sign Against Evil p. 273 

Degree 2: 

• Accident Waiting to Happen p. 187 

• Notes of Harmony p. 253 

• Ward Against the Known Spirit  p. 287 

Degree 3:  

• Mask of Uther Pendragon p. 249 

• Whistle up a Wind  

Degree 4:  

• Embodiment of the Winged Familiar  

Equipment 

Quarterstaff (Weapon: 2), witchcraft paraphernalia, raven familiar (see next page)  
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Extra: the Witch’s Raven 

Your familiar spirit has advised generations of witches before you. It says you can become truly great—if you 

choose to accept the burdens of destiny. It seems more interested in pushing you into challenges than in making sure 

you succeed. For further details about familiars, please refer to the spell Embodiment of the Four-Legged Familiar. 

Permissions: Enchanted of the Winged Familiar spell 

Costs: Spell 

Aspects: Faerie Noble from the Underworld, Raven’s Curiosity, {Witch’s} Demanding Coach 

Skills:  

 Good (+3) Notice 

 Fair (+2) Lore 

 Average (+1): Athletics  

Stress:  

 1 Physical 

 3 Mental 

Consequences: 

 1 Mild 

 1 Moderate 

 

 



  Open Game License, pg. i 

 

Licensing 
Product Identity for this product is identified as all trademarks; all artwork, illustrations, graphics, 

and trade dress; trademarks; fictional characters; dialogue, plots, and storylines. 

Open Game Content for this product is identified all text other than designated Product Identity. 

Open Game License Version 1.0a  
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. 

1. Definitions: (a) "Contributors" means the copyright and/or trademark owners who have 

contributed Open Game Content; (b) "Derivative Material" means copyrighted material including 

derivative works and translations (including into other computer languages), potation, modification, 

correction, addition, extension, 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 identified as Open Game Content by the 

Contributor, and means any work covered by this License, including translations and derivative 

works under copyright law, but specifically excludes 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; and any other trademark or registered trademark clearly identified as Product 

identity by the owner of the Product Identity, and which specifically excludes the Open Game 

Content; (f) "Trademark" 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 affix 

such a notice to any Open Game Content that you Use. No terms may be added to or subtracted 

from this License except as described by the License itself. No other terms or conditions may be 

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. 

4. Grant and Consideration: In consideration for agreeing to use 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. 
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5. Representation of Authority to Contribute: If You are contributing original material as Open 

Game Content, You represent that Your Contributions are Your original creation and/or You have 

sufficient rights to grant the rights conveyed by this License. 

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this 

License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You 

are copying, modifying or distributing, and You must add the title, the copyright date, and the 

copyright holder's name to the COPYRIGHT NOTICE 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. 

8. Identification: If you distribute Open Game Content You 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. 

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be 

reformed only to the extent necessary to make it enforceable. 

15. COPYRIGHT NOTICE 

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc. 

Fate Core System and Fate Accelerated Edition © 2013 by Evil Hat Productions, LLC. Developed, 

authored, and edited by Leonard Balsera, Brian Engard, Jeremy Keller, Ryan Macklin, Mike Olson, 

Clark Valentine, Amanda Valentine, Fred Hicks, and Rob Donoghue 
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Fate System Toolkit © 2013 by Evil Hat Productions, LLC. Developed, authored, and edited by 

Robert Donoghue, Brian Engard, Brennan Taylor, Mike Olson, Mark Diaz Truman, Fred Hicks, 

and Matthew Gandy.  

Fate Adversary Toolkit SRD © 2017 by Evil Hat Productions, LLC. Developed, authored, and 

edited by Brian Engard, Ed Turner, Joshua Yearsley, and Anna Meade.  

Fate Condensed © 2020 by Evil Hat Productions, LLC. Authored by PK Sullivan, Ed Turner, and 

Fred Hicks. Additional development by Richard Bellingham and Robert Hanz. Supervised by 

Sophie Lagacé. 

System Reference Document 5.1 Copyright 2016, Wizards of the Coast, Inc.; Authors Mike Mearls, 

Jeremy Crawford, Chris Perkins, Rodney Thompson, Peter Lee, James Wyatt, Robert J. Schwalb, 

Bruce R. Cordell, Chris Sims, and Steve Townshend, based on original material by E. Gary Gygax 

and Dave Arneson 

 


