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This grimoire will explain to you how to cast magic with your fellow spellcasters, and how 

to use that magic to solve problems as you travel this mystical word. But first you need your 

components, you need a name, and you need your words.

For Spoken Magic, you will need the following things for yourself and each of up to three 

other players: an index card, a pen or pencil, a six sided die, and a four sided die. You will 

also need to print out or construct the five card arcanum deck, the twenty-four card words 

deck, and the thirty card location and problem decks.

Once you have gathered and arranged the materials, play begins with each player writing 

down a sorcerous name upon their index card, leaving room for more information as the 

game progresses. Each player then selects a card at random from the arcanum deck, which 

describes to them the nature of their magic words.

Once this has been done, share your names and decide who goes first by the most arcane 

means at your disposal. On your turn, ask each other player to tell you one thing about 

their character. You may let them tell you something of their choosing, or you may ask 

specific questions such as “where did you learn your magic?” Once your turn is complete, 

the next player does the same until all players have taken a turn. When you tell another 

player something about your character, write that information down on your index card.

You are all now powerful conduits of magic, but to give that energy shape, you will need 

words. Each player draws six cards from the words deck, and decides, based on their 

arcanum and their deep magical knowledge, what each word means. Take what time you 

need and no more— your journey begins soon.

The Beginning
Before the journey can begin, you need a place to journey from: your home. Draw the 

bottom card of the location deck, and take turns describing an aspect of this home, and 

why you are leaving. Once you all know your home, you must leave it. Your journey starts 

with the first turn.

Each turn consists of three components: the Location, the Problem, and Spellcasting.



A Place to Be
On your turn, draw a location card, and describe a scene at the place you have journeyed 

to based on the prompt written on the card. This scene may involve the other characters, 

and you may invite their players to join you in describing or enacting this moment, but 

ultimately you decide what is and is not included in your scene. Take your time bringing 

wonder to this description. The lands you travel are, quite literally, only what you describe.

Trouble Stirs
Once you are satisfied with your scene, a problem occurs. Draw a problem card, and 

describe the issue at hand based on the prompt written on the card. Discuss who the 

problem affects and why, and explain why the problem must be solved with magic. Some 

problems may have additional instructions. If these instructions cannot be followed, the 

spell automatically fails. Once the problem is established, you may begin speaking the 

magic words.

Casting Spells
Working collectively, select which words you want to commit to the spell, and in what 

order. No player may commit more than one word to a spell, but at least one word must 

be committed to each spell. As each player contributes a word, they describe how its 

meaning will help or hinder the spell. When you have completed writing your spell, the 

current player recites the words and describes its magic, rolling one six sided die for each 

helping word and one four sided die for each hindering word.

• If one of the dice rolls a six, the spell is successful and the current player describes how 

the problem is solved.

• If none of the dice rolls a six, but one of the four sided dice shows a four, the spell fails 

and one of the sabotaging players (decided by whichever means seem fair) describes 

how the magic goes awry. One of the sabotaging players also looks at the top card of the 

Problem Deck, and may place that card on the bottom of the deck or put it back on top.

• If no dice show their highest number, the spell is weak and only partially effective. The 

current player describes how the problem is solved, but only partially or temporarily.

Once the spell is complete, if two or more words were committed, the current player gifts 

one of the committed words to another player. All other words committed to the spell are 

lost; turn them over, and do not use them in another spell. The current player then places 

the location card in front of them, discards the problem card and their turn ends.



Speechless
After the last words are used to cast a spell, no more cards are drawn. Each player takes 

an additional turn to share what they learned about magic over the course of the journey. 

Then, go around in reverse order playing your location cards and describing what you see 

as you take the path home.

When you arrive home, sit in silence. Maintaining this silence, every player writes a short 

phrase on their index card that starts with “My words are” to indicate how their words have 

changed through sharing. The game is now over.

New Paths
As written, Spoken Magic is a long and bittersweet journey, but you may wish to play a 

faster or more triumphant game. For a faster game, remove the gifting mechanic or have 

gifted words replace a word in the receiving player’s hand. If you find the game too 

disheartening, allow 5s to count as 6s when rolling for a helping word.


































































































