
Adam Rifky Patreon by Thomas Bell
(12/March/2025 - 15/January/2023)

Side Stories Ported to cogdemos

 

March 12

 

Hi, everyone! Hope you're staying safe and healthy.

Happy to report that AMR's side stories--six of them in all--are now up on cogdemos. Please find below
the links on each one.

Please be aware that these stories were written with the old canon in mind, meaning that some of the
contents found within will not be consistent with the rewrite. Most pertinent among these instances is
Drift, the Eli-focused side story, which has them leaving Arcadia on less-than-ideal terms as they did in
the old demo.

LINKS

Errand Boy, a story focused on Saine and Aunt Bess in the aftermath of the execution

Betrayer, a story focused on Ilya both during the war and after the execution

Red, a piece focused on Yu's childhood and backstory

Anathema, a piece focused on F's backstory

Drift, a piece focused on Eli and what they were up to when they were apart from the mage

Starfall, a story focused on Sister, Eli, and the mage's childhoods

I hope you enjoy (or have enjoyed!) the side stories, and as always, thank you for supporting the
development of A Mage Reborn.

 

New Character Creator Build Released

 

March 11

 

https://www.patreon.com/posts/side-stories-to-124188771
https://www.patreon.com/posts/side-stories-to-124188771
https://cogdemos.ink/play/adam-rifky/errand-boy
https://cogdemos.ink/play/adam-rifky/betrayer
https://cogdemos.ink/play/adam-rifky/red
https://cogdemos.ink/play/adam-rifky/anathema
https://cogdemos.ink/play/adam-rifky/drift
https://cogdemos.ink/play/adam-rifky/starfall
https://www.patreon.com/posts/new-character-124110695
https://www.patreon.com/posts/new-character-124110695


Hi everyone! Hope you've been staying safe and healthy.

A demo build with the new character creator build has been uploaded to cogdemos. It's been uploaded
to a new link so as not to muck existing save files even more.

As previously mentioned, it's designed to be as efficient as I could make it, containing a large variety of
presets and multiple options in a single page. Incidentally, it's also why the build took so long to update -
I vastly underestimated how complex the code would need to be to accomplish said efficiency. The new
character creator doesn't look like much (which I guess is the point!) but it's vast enough on the backend
that when I tried plugging it into wordcounter, it actually crashed the page...

But I am happy with the end result, and after three days of testing I hope all the kinks have been ironed
out. The character creator allows you to skip ahead to any of Book 2's chapters, including the newest
one (Chapter 9). In upcoming builds, you will always be able to skip ahead to the most recently-released
content, hopefully making the lack of a consistently available save file significantly less painful. (The
save feature can still be used, by the way, but it will only function for that build and not any future ones).

Link to the new build here!

With the creator completed, I'll start working on March's update--obviously I'm a little behind at this
point, but I still hope to release a full update by the end of the month. In the meantime, I'll keep looking
into ways that the save system can be effectively implemented.

If you encounter any problems with the creator, please let me know, and I'll get on that ASAP.

 

Update on cogdemos saves

 

March 1

 

Hi everyone - I’m very sorry to say, but I haven’t been able to figure out the workaround yet. I’ve tried
doing it a couple of different ways so far; unfortunately, both methods fell through during testing. I can
feel that I’m getting closer to a solution, but I don’t know how long it will take before I figure things out on
this end.

With this in mind, I’ve decided to focus my efforts on the method I know can work, because I’ve done it
before: the character creator. Because it needs to cover a wide array of variables, I also want to
approach it with ease-of-use in mind, i.e. minimize the amount of time you need to spend on the
process. This means lots of presets, multiple choices in a single screen, and whatever else I can do to
hopefully streamline the process.

https://cogdemos.ink/play/adam-rifky/a-mage-reborn-rewrite-february-build
https://www.patreon.com/posts/update-on-saves-123427144
https://www.patreon.com/posts/update-on-saves-123427144


I also intend to make it possible to skip to each of the chapters, meaning that you won’t have to wade
through too much content to get to the parts you want to play. This does mean that you will be able to
skip directly ahead to the new content, given that it marks the start of a new chapter (Chapter 9, to be
exact). As new content gets added, I will also include the ability to skip ahead to them.

I will be working on this exclusively for the time being, which hopefully means I’ll be able to get it out
there within two or three days. Afterwards, I'll keep looking into cogdemos' native save feature while I
work on the next update.

I should make clear, though, that the update IS playable in the current version, it’s just the save system
that’s going through an upheaval at the moment.

I’ll be sure to keep you posted once the character creator is ready for launch. And thank you for your
understanding in the meantime :’)

 

On cogdemos and save files

 

February 28

 

Hi everyone, I have bad news to share. Apparently, the finickiness of cogdemos's save files extends to
the current demo build, and you will likely find that your saves from the previous demo build are broken.
As of right now, I don't think there is any method to recover those specific saves, but I'm working on a
way to make sure any future saves will be properly preserved.

I've talked with a couple of fellow authors about this, and they've been gracious enough to let me know
that a workaround exists which will be able to preserve future saves (though imperfect). However,
implementing said workaround requires me to alter the scene files, which will break the save files which
have been generated since the update went live a couple of hours ago.

As such, I'm making the announcement that the workaround will be implemented approximately 24
hours after this post goes up, at 2 AM (GMT), March 1st 2025. This is to hopefully not interrupt
ongoing playthroughs of the new demo, while still delivering the workaround before too much time has
passed. If you are currently playing through the demo, please ensure that you are finished with it before
the stated time. If you have not played through the new demo yet, I encourage you to do so only after
the workaround is implemented, so that the saves you make can carry over to the next build. My
apologies for the hassle!

On what the workaround itself is:

https://www.patreon.com/posts/on-cogdemos-and-123356462
https://www.patreon.com/posts/on-cogdemos-and-123356462


To simplify it, there will be a checkpoint system, wherein you can save all of your progress at specified
points throughout the story. Saving anywhere outside of the checkpoints will likely render that
particular save obsolete when a new update/hotfix build is released, and so it is extremely
discouraged. I will try to make checkpoints available after every major plot beat so that, if you wish to
redo your choices, you will not have to go very far.

Later down the line, I will also try to make the Character Creator (aka the scene you get when you want
to skip ahead to Book 2) able to skip directly ahead to certain chapters, and so you're able to briefly set
your parameters and variables there before going directly into the content you want. However, this later
method is quite work-intensive and code-heavy, so please expect a considerable amount of time to
elapse before it can be properly implemented.

I have nothing but gratitude for the folks behind cogdemos, whose work is incredible wonderful talented
showstopping and brilliant, and I hope for your patience as I adapt to this transition from dashingdon.
Thank you, and my apologies once more!

 

Art: Rust Missile and Blade Transformation Art

 

February 28

 

Hi everyone! Here are the art rewards for March.

First, a spell illustration of Rust Missile, featuring Leoxye's mage Aurora Talovaire!

https://www.patreon.com/posts/art-rust-missile-123348586
https://www.patreon.com/posts/art-rust-missile-123348586


And next, an illustration of Leon using his blade transformation art from early in Book 1. (Not technically
a spell illustration, but yknow)



Both artworks are by Khutilust.

And that wraps it up for the art rewards this month! As always, thank you for supporting the
development of A Mage Reborn.

 

Monthly Features (February)

 

February 28

 

Hi everyone! As promised, the Monthly Features.

https://www.patreon.com/posts/monthly-features-123347661
https://www.patreon.com/posts/monthly-features-123347661


With the month being February, and the update centered quite heavily on (laying the groundwork for)
romance, I went ahead and commissioned an art series commemorating Valentine's Day. These are
inspired in part by MOBA Valentine skins, i.e. the Heartseeker series from League of Legends.

https://rankedkings.com/lol-skin-series/heartbreakers




You're familiar with the drill by now - the Arcadian cast will follow in March, and after that we'll rotate
between the casts for more seasonal artworks such as these.

Credits to Khutilust for the artwork.

That about wraps it up for the Monthly Features. As always, thank you for supporting the development
of A Mage Reborn!

 

Demo ver 1.8 is now live!

 

February 28

https://www.patreon.com/posts/demo-ver-1-8-is-123346892
https://www.patreon.com/posts/demo-ver-1-8-is-123346892


 

Hi everyone! Hope you've been staying safe and healthy, and a blessed Ramadan to all celebrating.

I'm happy to report that the demo has been updated on cogdemos. It comes in at just under 23k words,
and all of its contents is essentially brand new (there's one segment towards the end which mirrors one
in the old demo, but even then it's heavily modified). This turn of the story takes a bit of a slower pace
after the one-two punch of Reglaire and Aulain, with the focus once more drawn to Thulrum. There's a
new character introduced in this demo which will have a significant role for the remainder of AMR,
though it's also possible (but quite difficult!) to miss them. You'll most definitely know it when you
encounter them.

Also introduced in this update is the refined romance system for Book 2. One of the biggest things I
wanted to overhaul in the new demo was the way in which Book 1's romances interacted with Book 2's,
i.e. how the mage might still carry a torch for Leon/Ilya, as such complicating any intention they may
have to pursue of Eli/Yu/F's romances. I also wanted to make it possible for the mage to nurse a crush
on the new ROs and add tension to the romance routes that way. Happy to report that both are quite
robustly addressed in the new demo, and with such lateral breadth that the scene in question quite
literally covers almost half the update.

In the future when another scene of its kind occurs, I'll aim for a higher wordcount goal overall so as not
to sacrifice overall plot progress. Still, I'm very happy with how this segment turned out, and I hope you'll
feel the same :D

Included as well in this update is a slew of bug fixes. Notable among them, mages who opt to use an
alias should now find that the variable behaves properly, i.e. the likes of Eli and Tahlia will now refer to
them with their real names.

Click here to play Demo ver 1.8!

The new update uses the same link as the old one (and since the title can't be changed on cogdemos,
it's incorrectly titled as the January update). The reason for this is because I don't know yet whether
saves can translate across builds the way it did on dashingdon. Further, saves on cogdemos can
apparently be quite finicky, and so I'm trying to reduce any variables which might break them. If you
nevertheless encounter a problem with the save system, please let me know and I'll look into it ASAP.

Monthly features and Arcanist art rewards will be uploaded shortly after this post goes up. I will be back
later today to address any questions and note possible bug reports. I've especially built up a
considerable backlog in the bug reports channel of the discord, and that will be a top priority in the early
days of March (thank you to everyone who contributed there! And I apologize that it's taken me so long).

Tangentially related, but I also really want to push out a public demo release early this month. Please
wish me luck! x)

https://cogdemos.ink/play/adam-rifky/a-mage-reborn-rewrite-patreon-build-jan-2024


That about wraps it up for this update post. As always, thank you for supporting the development of A
Mage Reborn!

 

Art: Great Intercession and Song of the Dead

 

January 31

 

HI, everyone! As promised, the art rewards for this month is a continuation of the Spell Illustration
series. Featured this time is Chiara Salaris's mage, Aleera North, wielding Great Intercession--one of
the spells associated with Satiel. Also featured here is Tahlia casting Song of the Dead (aka the spell
which forms the backbone of AMR's plot!)

(Great Intercession is a flexible spell which can take many forms; featured here is its beam-like variant,
which is showcased in the newest update!)

https://www.patreon.com/posts/art-great-and-of-121236972
https://www.patreon.com/posts/art-great-and-of-121236972




(In the rewrite, the mage's resurrection begins with a spark of light trawling through the abyss of the
Source. That selfsame spark is the one Tahlia is crafting in this illustration!)

And that about wraps it up for this month's art features. As always, thank you for supporting the
development of A Mage Reborn!

 

Monthly Feature (January)

 

January 31

 

Hi everyone! As promised, the Monthly Feature for January.

As stated in the last post, this feature displays AMR's characters donning the traditional regalia of my
home country (Indonesia). This batch features the Arcadian cast in Acehnese regalia.

https://www.patreon.com/posts/monthly-feature-121236735
https://www.patreon.com/posts/monthly-feature-121236735








And that about wraps it up for the Monthly Features! I hope you enjoyed them, and as always, thank you
for supporting the development of A Mage Reborn!

 

Monthly Feature (December)

 

https://www.patreon.com/posts/monthly-feature-121235734


January 31

 

Hi everyone! As promised, the Monthly Features for December, which has been rolled over to this
month.

This feature displays AMR's characters donning the traditional regalia of my home country (Indonesia).
This feature feels long overdue, as truth be told AMR's overarching themes of oppression, generational
redress, and violent resistance draw partial inspiration from Indonesia's tribal dynamics and power
structures (I belong to the Acehnese tribe, which was involved in armed conflict against the central
government as recently as 2005). I won't get too much into the nitty-gritty here, but suffice it to say that
philosophical debates surrounding the topic had been a fixture in my household growing up, and thus
when the time came for my first foray into interactive fiction, it felt a natural theme to gravitate towards.

In any case, this first batch features the Parami cast in Javanese regalia. As Java is Indonesia's most
populous and developed island, as well as the seat of its government, I felt it an appropriate allegory.

https://www.patreon.com/posts/monthly-feature-121235734




Artworks were commissioned from the talented Nay Zeta!

The second portion of this feature will be uploaded very soon, featuring the Arcadian cast in Acehnese
regalia. In the meantime, thank you for supporting the development of A Mage Reborn!

 

Demo ver 1.7 is now live - on cogdemos.ink

https://naysporto.carrd.co/
https://www.patreon.com/posts/demo-ver-1-7-is-121235305


 

January 31

 

Hi everyone! Hope you've had a fantastic start to the year.

I'm happy to report that the next update for AMR Book 2's demo has been uploaded, this time to
dashingdon's successor site, cogdemos.ink. A lengthy explanation will be provided below--please bear
with me--but if you want to go straight to the new update, you can find it hosted on this link:

https://cogdemos.ink/play/adam-rifky/a-mage-reborn-rewrite-patreon-build-jan-2024

So, first things first, the update: it is 27k words long, wraps up the Aulain arc, and for the most part
contains brand new content. Please mind that a scene with incomplete choices is present early on in the
update, as priority was given to resolving the update at an appropriate point (that is, at the very end of
the Aulain arc). While there is only one path available to clear that segment, the choices in question do
not carry significant long-term impacts. As such, please rest assured that you will not need to replay
through the scene if you do not wish to.

Secondly, on why the demo has been moved: thanks to a number of generous patrons, I was made
aware that dashingdon--the site which has served as CoG demos' hosting site for the longest time--will
go offline starting today (or tomorrow, depending on your timezone). As such, AMR's demo build has
been migrated over to the new site, as recommended by CoG staff and fellow authors alike. I have also
ensured that my backup copies of AMR's side stories remain intact, and these will be ported over to the
new site over the course of the next few days.

To my understanding, the new site uses a divorced save system from the one on dashingdon, meaning
that any existing saves will unfortunately be wiped, and that the game has to be played from the
beginning (please make use of the Book 2 character creator if you do not wish to replay from the first
book). On the bright side, the new site has a save system built-in, which should hopefully mean that
past issues we've had with save files and such should no longer pose an issue.

Thirdly, I would like to apologize for the lack of sneak peeks and devlogs this month. I've alluded to this
in a past devlog, but I'm coming to recognize that a weekly report structure ill suits my current
development style, which involves a lot of rewrites as the update is being put together, resulting in a
two-steps-forward, two-steps-back dynamic for much of the process. It has made it a lot more difficult to
put together reports each week, as I'm never certain whether segments I consider completed at that
point in time will make the cut to the final build. This problem was especially pertinent this month, as so
much more of the update wound up being newly written instead of reappropriated from past builds and
rewrites. I think that moving forward, I will try a more irregular devlog & sneak peek structure, wherein I
post them when contents exist which I'm sure will make the final cut, rather than at scheduled intervals. I
will update my Patreon bio to reflect this change soon, along with other changes which have been long
overdue.

https://www.patreon.com/posts/demo-ver-1-7-is-121235305
https://cogdemos.ink/play/adam-rifky/a-mage-reborn-rewrite-patreon-build-jan-2024


Finally, art rewards for both the Retainer and Arcanist levels will be uploaded immediately after this post
goes up. This will include the leftover Retainer art rewards from December, as well.

And that about wraps it up for this post. I will be back tomorrow to answer questions and quash any
reported bugs. Thank you for your patience as AMR adjusts to all these changes, and as always, thank
you for supporting the development of A Mage Reborn!

 

Art: Venomous Hunt and Zephyros

 

Dec 31, 2024

 

HI, everyone! As promised, the art rewards for this month is a continuation of the Spell Illustration
series. Featured this time are Falco and Yurui wielding their signature spells, namely Venomous Hunt
(which F has been wielded in the old demo, but has never been explicitly named) and Zephyros (which
most definitely has!)

https://www.patreon.com/posts/art-venomous-and-119051923
https://www.patreon.com/posts/art-venomous-and-119051923




And that about wraps it up for this month's art rewards. As always thank you for supporting the
development of A Mage Reborn!

 

Demo ver 1.6 is now live!

 

https://www.patreon.com/posts/demo-ver-1-6-is-119051825


Dec 31, 2024

 

Hi everyone, and Happy New Year! Hope you've been staying safe and healthy, and that the holidays
have been treating you well.

Happy to report that Demo ver 1.6 has now been uploaded. The update is 35.5k words in total, covering
the bulk of the Aulain arc (it ends just after the big Arcadia flashback scene towards the end of the arc -
you know the one). As alluded to in previous devlogs, the earlier parts of the arc have been completely
overhauled, and basically written from the ground up. Personally, I'm very pleased with Aulain's new
ambiance and plot beats have turned out, and I hope you will be, as well. The later parts of the update
retain much of the old demo's content, but have been refined and edited to better fit the new demo's
frame of context. In particular, the dialogues have been revised heavily, with the goal of it becoming less
anachronistic and juvenile.

The next update should fully complete the Aulain arc. In the original demo, only about 8k words were left
there, with the bulk of it being denouement sequences like Father Gerian's funeral. The plan for the new
demo is to expand the last leg of the fight significantly, taking advantage of Aulain's new ambiance, and
resolve the new plot threads introduced in this demo. I hope you'll look forward to it!

Click here to play Demo ver 1.6!

Unfortunately, owing to my lack of foresight regarding my artists' availability around the holidays, the
artworks I intended to commission for this month have yet to be completed. For the arcanist art rewards,
I have a couple of backup artworks prepared ahead of time featuring Falco and Yurui's signature spells,
which will go up shortly after this devlog. For the monthly features, however, I'm sorry to report that I
don't have that failsafe prepared. The commission is in the pipeline, and I should be able to post them in
the first half of January. I have also included a (currently empty) imgur link to the end of last month's
Monthly Features post, to which I will be uploading the artworks upon their completion. If you intend to
unsubscribe to the Patreon for January, please save/bookmark that link, so that you will be able to
access the artworks when they are finished. I do apologize for the hassle!

I'll be back tomorrow to answer comments, questions, and address potential bugs. As always, thank you
for supporting the development of A Mage Reborn!

 

Sneak Peek (December 21)

 

Dec 21, 2024

 

https://www.patreon.com/posts/demo-ver-1-6-is-119051825
https://dashingdon.com/play/parivir/amr-book-2-rewrite-16/mygame/
https://www.patreon.com/posts/sneak-peek-21-118427271
https://www.patreon.com/posts/sneak-peek-21-118427271


Hi everyone! As promised, a double feature Sneak Peek for this week.

First, the opening scene of the update:





And second, a scene from when the party enters Aulain proper:





And that about wraps it up for the week's Sneak Peeks! As always, thank you for supporting the
development of A Mage Reborn.

 

Saturday Devlog (December 21)

 

Dec 21, 2024

 

https://www.patreon.com/posts/saturday-devlog-118427142
https://www.patreon.com/posts/saturday-devlog-118427142


Hi everyone! Hope you've been staying safe and healthy. An early Merry Christmas to those celebrating,
and I hope the holidays have been treating you well!

As you may have gathered from the lack of devlogs recently, writing the next leg of the rewrite has been
something of a challenge. Truth be told, I had expected this section of the rewrite to be a speedy one,
as I imagined it would require some surface-level edits (like the one you've seen in the last scene of the
last update). But the more I worked on it, the more I grew dissatisfied with the depth of writing and
dialogue flow, especially in the earlier parts of the Aulain arc. I used to be perfectly pleased with them
and the way they served the arc, but ultimately I think I've changed (hopefully for the better) as a writer,
and so it follows that my preferences have, as well. Towards the middle of the month I tried engaging
instead in a more thorough overhaul of the pertinent scenes, and I'm happy to say that they feel a lot
better to me. Hopefully they do to you as well!

Aside from general quality sprucing, I had two specific concerns that the current update (as it's currently
shaping up to be) hopefully addresses:

1. I want the theming of Aulain city--which centers on pretty gloomy events re: the story of Ghisan
Lucerre and the funeral of Father Gerian--to be more appropriately reflected in the atmosphere. As
such, the backdrop of Aulain's storm and possibly imminent greatflood has been made to take center
stage, to add a dark tension of sorts in the arc.

2. I'm largely happy with the way Eli has been developed and written, but I always did have that niggling
feeling in the back of my head that they felt a little too stoic and removed from the rest of the Arcadian
cast. Their interactions with F and Yu have been expanded in this rewrite, and it was a big priority for the
banter between them to feel more like that of old friends. This did require me to rein in some of Eli's
more standoffish tendencies, and balancing that with their legacy characterization from the old demo
has been tricky work. I think the balance now is in a good place, though I'll definitely be interested to
hear if the changes are well-liked.

With all that being said, please expect a new update still at the end of December.

I'm also beginning to reckon with the fact that this rewrite may be ill-suited to the old demo's weekly
devlog cycle. My process now revolves around vetting through content from old demo and hiatus
rewrites, and doing the literary equivalent of tossing them at a wall and seeing what sticks. This causes
a large amount of trial-and-error in the earlier parts of the month, though when I've hit my stride I'm able
to produce at a much faster rate vs. pre-rewrite. I think I want to see for a couple more months if I could
use the old format after all, since I've grown so comfortable with it over the years. As always, thank you
for being patient with me in the meantime.

I will upload a double-feature Sneak Peek following this devlog, showcasing those early parts of the
update where the revisions have been heaviest. As always, thank you for supporting the development of
A Mage Reborn!

 



Art: Waterwyrm and Sunflame

 

Nov 30, 2024

 

HI, everyone! As promised, the art rewards for this month is a continuation of the Spell Illustration
series. The spells illustrated this time are Waterwyrm and Sunflame.

Waterwyrm (featuring Mila's Estë Selencal)

Sunflame (featuring Jasmine's Mesily Arbolais)

https://www.patreon.com/posts/art-waterwyrm-117044691
https://www.patreon.com/posts/art-waterwyrm-117044691




(Note: The Waterwyrm illustration appears smaller than intended on the Patreon feed due to Patreon's
portrait orientation. Open in a new tab to see it at full scale!)

As before, I am receiving submissions from patrons at tiers Arcanist and up to have their mages be
illustrated as a part of this series. If you're interested in submitting your mage, you can find more details
on this post!

And that wraps it up for November's art feature! Mila and Jasmine - hope you enjoy how your mages
have been depicted. And as always, thank you for supporting the development of A Mage Reborn!

 

Monthly Feature (November)

 

Nov 30, 2024

 

Hi everyone! As promised, the Monthly Features for this month.

This feature is a continuation of the one we had a couple of months ago, in which reimagines what the
Parami cast would have looked like had they been loyal to Arcadia instead. This month, the reverse
holds true! I present to you the Arcadian cast, reimagined as loyal to Param.

https://www.patreon.com/posts/wanted-spell-116168861/edit
https://www.patreon.com/posts/monthly-feature-117044335
https://www.patreon.com/posts/monthly-feature-117044335








There's something to be said about how ubiquitous the color schemes for both features are, when it
doesn't quite line up with the character's concept arts (Saine, for example, is dressed in basically all
black). But I find that color scheme is one of the most communicative ways for the vibe to be delivered,
and so here we are x)

That about wraps it up for November's Monthly Features. As always, thank you for supporting the
development of A Mage Reborn!

 

Demo ver 1.5 is now live!

https://www.patreon.com/posts/demo-ver-1-5-is-117043744


 

Nov 30, 2024

 

Hi, everyone! Hope you're doing well and staying healthy.

Happy to report that Demo ver 1.5 is now live on dashingdon! The build has just under 40k more words
as compared to the preceding Demo ver 1.4, but do keep in mind that a significant portion of this
content is taken from the old demo. That being said, the difference between this version and the old one
should still be very much palpable. Some scenes have been completely rewritten and some characters
reimagined, and there have been a ton of smaller edits made to the dialogues and descriptions (both to
reflect the changes in how Book 2 starts off, but also just as a general improvement). Personally, I'm of
the opinion that this version flows significantly better than the old version, and is more consistent in
terms of tone!

Additionally, this build also completes a couple of the missing forks from earlier scenes, namely the
artifact smuggling fork of the shop choice portion, as well as the performance grounds fork of the Day of
Arrival celebrations. There remains other gaps to resolve in this build, however, and I hope to slowly
work through them as the updates press on. At the moment, the focus will still be on outputting more
fresh content. A proper housekeeping update may yet be months in coming!

Click here to play Demo ver 1.5!

The November monthly features and art rewards will go up immediately following this post. I'll also be
back tomorrow to answer comments, questions, and address potential bugs. As always, thank you for
supporting the development of A Mage Reborn!

 

Sneak Peek (November 23)

 

Nov 23, 2024

 

Hi everyone! As promised, the Sneak Peeks for this week, featuring the rewritten introduction of Aulain
City (as well as Altea and Ralos).

https://www.patreon.com/posts/demo-ver-1-5-is-117043744
https://dashingdon.com/play/parivir/a-mage-reborn-2-rewrite-ver-15/mygame/
https://www.patreon.com/posts/sneak-peek-23-116604212
https://www.patreon.com/posts/sneak-peek-23-116604212






That about wraps it up for this week's Sneak Peek. As always, thank you for supporting the
development of A Mage Reborn.

 

Saturday Devlog (November 23)

 

Nov 23, 2024

 

Hi, everyone! Hope you've been staying safe and healthy.

Happy to report that progress remains apace this month! Narrative-wise, I'm currently entering the
Aulain arc—that is, the arc wherein the mage and co. raid the tomb of Saint Augur with Eli and first
encounters Raegusa. It's difficult to tell where the wordcount falls exactly, because a lot of the rewrite is
so tightly intertwined with already-existing content. By my guess, it numbers at around 17k words
presently, including the new sections showcased in weeks prior. And while those sections are technically
finished, they're not as polished as I'd like them to be, and I'd like to revisit them once I've hit the
(estimated) wordcount goal for the month. They will be released with the main update at the end of the
month.

A lot of the rewrite's focus has been on rehauling the game's descriptions of places and atmospheres,
as I felt this was severely lacking in the earlier portions of the old demo. Compared to places like Jiasei
and Kyuhan, for example, Aulain does not really have an established identity, and was just a mute
backdrop for the story's beats. Over the hiatus, I went back to the drawing board and gave a proper
investment to the city's worldbuilding, and I've since settled on one I've really liked for the arc's tone.
The city will be grim and stormy throughout the arc, which I felt would better serve scenes like Ralos
and Altea's introductions (these are the twins who the mage fights in the tomb, if you recall) and the
funeral scene towards the end of the arc. I'll upload a Sneak Peek immediately following this update to
showcase the former!

https://www.patreon.com/posts/saturday-devlog-116604178
https://www.patreon.com/posts/saturday-devlog-116604178


Reglaire got a bit of the same treatment, though for how little its screentime was, being a mute backdrop
suited it just fine. I added some flavor text here and there to let a bit more of the worldbuilding peek
through, but much of the rework there has to do with scene flow and dialogue, which I'm presently very
happy with. I think the scenes read a bit less anachronistic, which had been a pretty significant concern
for me pre-rewrite.

Finally, the mages for the spell illustration have been picked via random picker: Jasmine's Mesily
Arbolais, and Mila's Estë Selencal (random picker screenshot enclosed below)! The spells illustrated will
be Sunflame and Waterwyrm, as nominated by Chiara. I'll be in touch with the winners soon to confirm
details about their mages, and they will be featured in the spell illustration feature at the end of the
month.

That about wraps it up for this week's devlog. As always, thank you for supporting the development of A
Mage Reborn!

 

WANTED: Spell Illustration Mages

 

Nov 17, 2024

 

https://www.patreon.com/posts/wanted-spell-116168861
https://www.patreon.com/posts/wanted-spell-116168861


Hi everyone! As alluded to previously, mages showcased in the spell illustration series will be those
submitted by patrons at the Arcanist+ tier. I will be receiving those submissions under this post starting
today, which will be listed together and randomly picked at the start of each month. I will be
commissioning two spell illustrations from Khutilust monthly, meaning that two mages will be selected
from the list every month until the series ends (which should still be in the very distant future).

A few specifics on how this will work, mechanistically:

The list will be constantly open to new submissions and completely randomized without weight,
meaning that in each randomization instance, even the newest submission has the same odds of
being picked as the very first one.

The reference for the mages can be submitted as a textual description, a graphical reference (i.e.
pre-commissioned or pre-drawn artworks of them), or some combination of both. However, please
keep in mind that no revisions can be requested, so it is important for the reference to be clear and
detailed!

Entries can be submitted by commenting the name of your mage under this post, i.e. 'Sevan
Edenhaut'. If your mage is picked, I will contact you to further discuss reference details via personal
message.

Once your mage's name is entered into the pool, it will stay there permanently. This means that it's
possible for your mage to be picked once you're no longer subscribed at an Arcanist+ tier. If that
happens, please feel free to notify me and I'll be happy to send you complimentary access to the
illustration in question.

EDIT: As of December 1, 2024, spells will no longer be nominated and voted upon by patrons. Instead,
patrons whose mage are picked for this feature may select the spell they wish to have illustrated.

If there are any questions or anything unclear on the mechanics of this, please let me know! In the
meantime, I'm thankful as always for your support of A Mage Reborn.

 

Sneak Peek (November 16)

 

Nov 17, 2024

 

Hi everyone! As promised, the Sneak Peek for this week, featuring the beginning of the performance
grounds arc. This contains the scene variant in which the mage meets the cirque on the morning of the
Day of Arrival, and features a character from that fork.

https://www.patreon.com/posts/sneak-peek-16-116168748
https://www.patreon.com/posts/sneak-peek-16-116168748






And that's it for this week's Sneak Peek! As always, thank you for supporting the development of A
Mage Reborn.

 

Saturday Devlog (November 16)

 

Nov 17, 2024

 

Hi everyone, hope you're having a great weekend!

Progress remains apace for the week, and I'm currently around the midpoint of the Reglaire arc's
rewrite, during the assault on the castle in which Eli is held. While swathes of the writing have been

https://www.patreon.com/posts/saturday-devlog-116168732
https://www.patreon.com/posts/saturday-devlog-116168732


revised—especially during the combat portions, which will follow a different power scaling (for lack of a
better term) in the rewrite—the skeleton of the plot remains largely the same, I'm going to do another
pass over the next few days to refine the dialogue (which has also seen significant modifications to
better reflect the mage's relationship with F and Senz). The remainder of the arc should see no
significant deviations from the original, and so the rest of the update will be focused on filling in the
blanks for previous updates.

Speaking of, the Sneak Peek this week will showcase the performance grounds fork of the Day of
Arrival festival, which is nearing completion at the time of this writing. It will be released alongside the
artifact smuggling scene from the last sneak peek in a mini-update around the middle of next week. I
intend for the performance grounds scene to be a complete contrast of the Hall of Memories. Where the
latter focuses on the glories and achievements of Arcadia's bygone days, the former will instead focus
on the resilience of its current people and their journey to recovery.

Shortly afterward, I'll also release an explainer of the new Arcanist+ feature, in which readers' mages
have a chance to be featured in the spell illustration series (apologies for the delay on this - I had some
things to work out with the artist!)

That about wraps it up for this week's devlog, and as always, thank you for supporting the development
of A Mage Reborn!

 

Sneak Peek (November 9)

 

Nov 10, 2024

 

Hi everyone! As promised, the Sneak Peek for this week features the last fork of the Thulrum shop
scene, one in which the mage becomes involved in the shadowy artifact business.

https://www.patreon.com/posts/sneak-peek-9-115766179
https://www.patreon.com/posts/sneak-peek-9-115766179






And that about wraps it up for this week's Sneak Peek. I hope you enjoyed it, and as always, thank you
for supporting the development of A Mage Reborn!

 

Saturday Devlog (November 9)

 

Nov 10, 2024

 

Hi everyone, hope you're staying safe and healthy!

This devlog comes late, but I'm happy to report that development's been proceeding smoothly for the
first quarter of the month. I'm on track to release a mini-update containing the leftover routes from both
the festival scene as well as the Thulrum shop scene--the latter of which will be showcased through a
Sneak Peek immediately following this devlog. This will later be followed by a full update at the end of
the month. For that, I currently have the deviations from the old demo fully mapped out and
storyboarded - all that remains is to fill in the gaps of the new content.

https://www.patreon.com/posts/saturday-devlog-115763048
https://www.patreon.com/posts/saturday-devlog-115763048


Tomorrow I'll upload an explainer regarding the new monthly art feature (aka spell illustrations), as well
as how patrons at tiers Arcanist and up may submit designs of their mage, which will be featured in the
illustration. In the meantime, the Monthly Feature for November will pick up where we left off in
September--namely the faction-swap art of the Arcadian cast. Both commissions are set to begin
shortly, and should finish well ahead of the end-of-month deadline.

That about wraps it up for this week's devlog. Thank you for your patience, and as always, thank you for
supporting the development of A Mage Reborn!

 

Art: Morana's Wail and Spirit Gate

 

Oct 31, 2024

 

HI, everyone! This post contains the art rewards for October, and marks the first of what will likely be a
long series: spell illustrations. For this first month, we've begun with Morana's Wail and Spirit Gate,
perhaps two of the more recognizable spells in the AMR canon.

I have a couple of plans for next month's spell features, including a poll on which spells are next to get
featured, and the chance to feature your own MCs as the spell's casters (this month's reward, as you
might notice, feature the mages from the AMR cover). More info on this will be released in November,
so please look forward to it!

(Artworks are best seen using dark mode!)

Morana's Wail

https://www.patreon.com/posts/art-moranas-wail-115108525
https://www.patreon.com/posts/art-moranas-wail-115108525


Spirit Gate





That about wraps it up for this week's art rewards. As always, thank you for supporting the development
of A Mage Reborn!

 

Monthly Feature (November)

 

Oct 31, 2024

 

https://www.patreon.com/posts/monthly-feature-115108183
https://www.patreon.com/posts/monthly-feature-115108183














 



 

Demo ver 1.4 is now live!

 

Oct 31, 2024

 

Hi, everyone! Hope you're doing well and staying healthy.

Happy to report that Demo ver 1.4 has now been uploaded. The update sits at just under 21k words,
and begins the first leg of the next arc. It ends just before the rescue of Eli proper, which will
reappropriate a lot of the content from the old demo. Hopefully this means much more expansive
updates from here on forward!

Owing to a bout of writer's block this month, the update did not make it to the intended wordcount of
25k, and so is presently missing 1/3 of the big branches towards its end. I plan on releasing a
supplementary update around the middle of next month, ahead of November's full update, to fill in the
gap. With any luck, I'll also be able to revisit a good portion of the missing chunks from the previous
updates.

Click here to play Demo ver 1.4!

October's monthly features and art rewards will go up immediately following this post. Additionally, I'll be
back tomorrow to answer comments, questions, and address potential bugs. As always, thank you for
supporting the development of A Mage Reborn!

 

Sneak Peek (October 26)

 

Oct 26, 2024

 

Hi everyone! This is the Sneak Peek post for October 27, featuring the opening scene of the upcoming
update. Showcased here are two snippets from the same scene, appropriated from the old demo, but
overhauled to suit the scenes' new motivation and frame of reference. It was a bit tricky to plot this in a
way that didn't feel contrived—I'd like to believe that's been achieved, though, in the end.

First snippet:

https://www.patreon.com/posts/demo-ver-1-4-is-115108063
https://www.patreon.com/posts/demo-ver-1-4-is-115108063
https://dashingdon.com/play/parivir/a-mage-reborn-2-14---post-rewrite/mygame/
https://www.patreon.com/posts/sneak-peek-26-114783350
https://www.patreon.com/posts/sneak-peek-26-114783350




Second snippet:









That about wraps it up for this week's Sneak Peek. As always, thank you for supporting the
development of A Mage Reborn!

 

Saturday Devlog (October 26)

 

Oct 26, 2024

 

Hi everyone, hope you're doing well and staying healthy.

My apologies for the radio silence lately. I have to confess, it's been a particularly challenging month
creatively, as the scenes intended for this upcoming update hasn't been coming together in the way I

https://www.patreon.com/posts/saturday-devlog-114783310
https://www.patreon.com/posts/saturday-devlog-114783310


wanted. I've had long spells of writer's block as a result, and what I did manage to scrounge together, I
wasn't particularly thrilled by. I felt it would be disingenuous to portray the devlogs leading up to this
point as business-as-usual, but it also feels intimidating to acknowledge that—for all that this is already
my second try at the project, with the bones already established, I'd still hit such major creative snags.

The update is coming together now, and I do think the wordcount goal will likely be met before the turn
of the month. For your patience all the while, I'm thankful. It's early days yet of the rewrite, and I'm still
trying to find the balance between keeping the soul of the old work alive while also delivering the much-
needed improvements at the same time. It's a delicate tightrope to walk, and I worry—perhaps
overmuch—about veering too hard on one side or other.

In any case, the upcoming update sits at about 18k words presently, with a bit of polishing left to be
done. I've a clear direction in mind for the rest of the writing, and I hope to be able to manifest that in
what's left of October. This will be the last update in quite some time to focus on the goings-on of
Thulrum and the mage's day-to-day life there, as soon we'll head to more familiar, action-packed
territory.

On the art front, there are a couple of things to note. For the Retainers+ Monthly Feature, I'll be posting
a mini comic detailing the specifics of AMR's spellcasting, especially as it has to do with spell circles,
runes, and other spellworking elements. For the Arcanist+ art, I'm starting a new series depicting
portrayals of AMR's most iconic spells, beginning with Morana's Wail and Spirit Gate. There's also more
fun stuff I have planned for the Arcanist+ tiers with respect to this reward—more on that will be posted
around the time the update goes live!

Finally, I'll also be posting a Sneak Peek immediately after this devlog goes up, featuring the opening
scene of the update (which also happens to be an overhaul of a scene from the last demo).

That about wraps it up for this week's devlog. My apologies once again, and thank you for supporting
the development of A Mage Reborn!

 

Art: Ante and the Hierophant

 

Sep 30, 2024

 

Hi everyone! The art feature for this month features two of the NPCs that had somehow slipped my
mind to commission all this time. Ante, of course, you're well-acquainted with (for better or worse). The
Hierophant, on the other hand, has only made small appearances throughout all of AMR's iterations - a
fleeting mention at the end of Book 1, and a singular scene in the old Book 2 demo's interlude. As you
might imagine, his appearances will become increasingly prominent as the series goes on!

https://www.patreon.com/posts/art-ante-and-113112604
https://www.patreon.com/posts/art-ante-and-113112604


Art by AMR's longtime character artist, Khutilust!



And that about wraps it up for this art feature! As always, thank you for supporting the development of A
Mage Reborn.

 

Monthly Features (September)

 

Sep 30, 2024

 

Hi everyone! As promised, the Monthly Feature for September.

This feature is an imagining of what the Parami cast would have looked like, had they instead been a
part of the Arcadia side. Commissioned from one AMR's regular artists, Yesa, who does incredible work
as always!

https://www.patreon.com/posts/monthly-features-113112055
https://www.patreon.com/posts/monthly-features-113112055




And that wraps it up for September's Monthly Feature. As always, thank you for supporting the
development of A Mage Reborn!

 

Demo ver. 1.3 (rewritten) is now live!

 

Sep 30, 2024

 

Hi, everyone! I'm happy to report that Demo ver. 1.3 is now live!

The update ended up resolving to just over 32k words, and wraps up the remainder of the Thulrum arc
(barring some undeveloped sections from the previous demo, which I hope to fill in alongside future
updates). If you missed it in the last devlog, this is actually below the month's goal of 35k words. As an
apology for that, October's update will have a larger wordcount at 25k+ words. Thank you for bearing
with me in the meantime!

https://www.patreon.com/posts/demo-ver-1-3-is-113111562
https://www.patreon.com/posts/demo-ver-1-3-is-113111562


Importantly, all of this update's contents are additions beyond the last demo's endpoint. While I had
already completed most of the missing sections from the previous update, they ended up sharing a
large overlap (in terms of scene purpose and dialogue) with the contents in this one. As a result, I've
rolled back those additions previously-released scenes, and will return to them as development
progresses. A future housekeeping update, perhaps.

Click here to play Demo ver. 1.3!

As this new first arc of AMR 2 is drawing to a close, we will soon be returning to familiar territory—that
is, the Eli rescue arc. It will begin differently and have a modified frame of context and motivation, but
much of the contents will be adapted from the old demo. Hopefully, this will make for a much faster
development cycle, as only content brand new to the rewrite will count towards the wordcount goal.

Art rewards for both the Retainer+ and Arcanist+ tiers will go up immediately following this post. In the
meantime, I hope you enjoy the update!And as always, thank you for supporting the development of A
Mage Reborn. :D

 

Sneak Peek (September 28)

 

Sep 28, 2024

 

Hi everyone! As promised, the Sneak Peek for this week.

Please be warned that the sneak peek this time around is especially spoilery. Tread with care!

https://dashingdon.com/play/parivir/a-mage-reborn-book-2-september-rewrite/mygame/
https://www.patreon.com/posts/sneak-peek-28-112978768
https://www.patreon.com/posts/sneak-peek-28-112978768








And that about wraps it up for this week's sneak peek! As always, thank you for supporting the
development of A Mage Reborn!

 

Saturday Devlog (September 28)

 

Sep 28, 2024

 

Hi everyone, and happy weekend once again! Hope you're all staying safe and healthy :)

My apologies for the missed devlog last week - truth be told, I severely underestimated the time and
effort it takes to get properly set up after moving out, and the chaos of it all (in the midst of working on a

https://www.patreon.com/posts/saturday-devlog-112978736
https://www.patreon.com/posts/saturday-devlog-112978736


supersized update, no less!) has left me more than a little scatter-brained. Fortunately, development
mostly proceeds apace, with the next update currently hovering around 31k words! Importantly, this
update culminates in the wrapping up of the Thulrum arc, though there are still content gaps that will
need to be patched up with upcoming updates.

Though I'm still currently working on the update--most of this revolves around filling in options and intra-
scene branches--it currently looks like the update will resolve at roughly the 33k words mark--which falls
short of the intended 35k words. As recompense, I'll be working on a longer update than usual for
October--that is, 25k+ words of fresh content or so--before we return to regular pace afterwards.

This update features some of the branchiest scenes I've ever written for AMR, due in no small part to
the fact that the wordcount goal for this month had been so much higher. Moving forward, scenes will
likely lean back towards being more linear, just so that the updates can reach some form of story/arc
resolution within the given wordcount. Given this, I'd like to perhaps dedicate certain updates to
increasing scene variability and branching, as I'm quite happy with how this one has turned out!

On the art front, I'm happy to report that 4 of the 5 artworks I've commissioned for this month has been
completed, with the final one scheduled to be delivered today. The rewards for the Retainer+ tiers will
feature an imagining of what the Parami cast would have looked like as Arcadian characters (with the
reverse coming in October). Meanwhile, the Arcanist+ rewards will feature long-overdue portraits of Ante
and the Jovian Church's Hierophant. The plan is for these to be the last full-body portraits released for
AMR for quite a while, as I plan on transitioning to a new type of content come October. Please keep an
eye out on future devlogs for that. :D

And finally, the Sneak Peek for this week will be published shortly after this devlog goes up! Tahlia will
be at the center of it, and I hope to show through this scene that despite her more agreeable attitude in
the new demo, she's still very much a strong-willed woman with a singular vision for Thulrum and
Arcadia. Spoilers abound for the upcoming demo - please peruse carefully!

With all that being said, this about wraps it up for this week's devlog. As always, thank you for
supporting the development of A Mage Reborn!

 

Sneak Peek (September 14)

 

Sep 14, 2024

 

Hi everyone! As promised, the Sneak Peek for this week!

https://www.patreon.com/posts/sneak-peek-14-112082274
https://www.patreon.com/posts/sneak-peek-14-112082274






And that'll be it for this week's Sneak Peek. As always, thank you for supporting the development of A
Mage Reborn!

 

Saturday Devlog (September 14)

 

Sep 14, 2024

https://www.patreon.com/posts/saturday-devlog-112082200
https://www.patreon.com/posts/saturday-devlog-112082200


 

Hi everyone, it's been a long time! I hope you're staying safe and healthy!

It's been an eventful couple of weeks on my end as I wrapped up my thesis defense and the
administrative work that followed. Immediately following that, I also moved to a new city (which I had
planned to do for a while now, though circumstances forced the date forward). As you might expect,
that's led to considerable disturbances to the development cycle, which means the update will take a
little longer than planned to go online.

That being said, I've settled into my new living arrangements and can commit all of my time to
development of AMR; as such, you can still expect a 35k+ words increase to the demo before the end of
this month (though—apologies—the timetable has moved down). And then—finally!—AMR can enter a
proper development cycle without so many disturbances and shakeups to disturb progress. Thank you
for being patient and bearing with me through it all! I truly, truly appreciate it.

In other news, I've also begun commissioning artworks for both the Retainer+ and Arcanist+ tiers, which
I should be able to upload by the end of the month. Additionally, immediately after this devlog goes up,
I'll be posting a sneak peek for the next update. It will show a scene almost directly following the last
sneak peek, and teases some of the spell names new to the upcoming update.

That about wraps it up for this week's update. As always, thank you for supporting the development of A
Mage Reborn!

 

Saturday Devlog (August 17)

 

Aug 17, 2024

 

Hi everyone, hope you're staying safe and healthy! (And for the Indonesians among you - happy
independence day!)

I'm very sorry to say this, but there's bad news with regard to the upcoming update: I will have to delay
its release by roughly a couple of weeks. This is largely due to my upcoming thesis defense; while the
academic workload itself is within my expectations and so was suitably lightened by my preparations
prior to this month, I had neglected to consider the administrative workload (of both the defense and the
graduation proper), which has turned out to consume the entirety of last week (and is still not finished!).

This has led progress on the next update to stall over the past week, and unfortunately I can't see that
changing in the near future. I hope for your understanding as I wrap up this final leg of college, after

https://www.patreon.com/posts/saturday-devlog-110297520
https://www.patreon.com/posts/saturday-devlog-110297520


which I'll be able to transition to writing AMR full-time--which will hopefully lead to a much more
consistent update schedule.

As you might expect, this means that Patreon charging will be paused at the end of August. The update
initially intended for then will be published around mid-September; I'm also looking to publish an
additional update at the end of September, with the two updates combining for a total of somewhere
between 30k-40k words.

My apologies once more for the delay. As always, I'm very thankful for your support for the development
of A Mage Reborn!

 

Sneak Peek (August 10)

 

Aug 10, 2024

 

Hi everyone! As promised, the Sneak Peeks for this week. Here we pick up where we last left off, as an
incendiary commotion begins brewing somewhere in Thulrum, joined by the sounds of distant
screaming.

https://www.patreon.com/posts/sneak-peek-10-109858840
https://www.patreon.com/posts/sneak-peek-10-109858840






And that about wraps it up for this week's Sneak Peek! As always, thank you for supporting the
development of A Mage Reborn!

 

Saturday Devlog (August 10)

 

Aug 10, 2024

 

Hi everyone, and happy Saturday! Hope you're having a great one :)

https://www.patreon.com/posts/saturday-devlog-109858565
https://www.patreon.com/posts/saturday-devlog-109858565


Thanks for bearing with me as I wrap up community service! As mentioned at the start-of-month update,
I managed to get some work done over the community service period, and I've also made further
headway into the update since. We're currently sitting at about 10k words, which is a considerable head
start. I hope to knock out another 5k words or so before we hit August 20 (which is when my thesis
defense is tentatively scheduled!), and wrap up the remainder (including edits and such!) towards the
end of the month. It's a bit of a hectic schedule, in truth, but with the head start and the storyboard all
finished, it's looking very doable!

I've also begun sending out briefs to AMR's regular artists for August's art rewards for both the
Retainer+ and Arcanist+ tiers, and as usual, those are scheduled to be published alongside the update
at the end of August. In the meantime, Sneak Peeks will be posted weekly as per usual, with August's
first being published right after this post goes up.

As you may have guessed given where we left off, this upcoming update will be the most action-packed
one we've had post-rewrite, and I'm excited to flex those action scene muscles again after so long! I've
only gotten to write bits and pieces of them thus far, but I'm definitely satisfied with what I do have, and
hope you'll enjoy the finished product. :)

That about wraps it up for this week's devlog. As always, thank you for supporting the development of A
Mage Reborn!

 

AMR will be back in production in August!

 

Jul 31, 2024

 

Hi everyone! Hope you've been staying safe and healthy this past month!

I'm in the last week of my community service program right now, with the whole thing concluding by
August 7th. It's been a fun (if challenging) experience, and I feel proud of the work my cohort and I did!

In between our community service programs, I've been able to get work done on AMR here and there.
Most of this is storyboarding work for the next update, but I also managed to fill in most of the gaps in
alternative routes that we had in the last update. I have enough of a head start right now that I feel
confident in being able to complete a regular update in August, despite there being one week left on the
community service clock.

As such, you can expect AMR's usual Patreon offerings--weekly devlogs and sneak peeks, art rewards,
and a full-sized update--beginning next month. The devlogs and sneak peeks will begin in earnest on
Saturday, August 10th, as things will be quite hectic the prior weekend as we prepare for and execute

https://www.patreon.com/posts/amr-will-be-back-109171088
https://www.patreon.com/posts/amr-will-be-back-109171088


our capstone program (which, funnily enough given where we're at in the rewrite, will be to hold a mini-
festival for the village!).

Grateful for your patience in the meantime, and as always, thank you for supporting the development of
A Mage Reborn!

 

Art: Myst and Senz

 

Jun 30, 2024

 

Hi everyone! The art feature for this month features two of the NPCs that have/will have significant roles
in the earlier parts of the rewrites. Both of them also appeared in the old demo--though Senz then went
by his callsign of Specter! Senz will make a brief appearance in this month's update and will have a
more major one in upcoming ones.

Art by the incredible Yesa!

https://www.patreon.com/posts/art-myst-and-107211730
https://www.patreon.com/posts/art-myst-and-107211730




 



Monthly Features (June)

 

Jun 30, 2024

 

Hi everyone! As promised, the monthly features!

This will be a continuation of a series we began back before the hiatus, wherein the cast of AMR were
reimagined as idols in an alternate universe. This time featuring the Arcadia cast (with Tahlia as their
manager x))

Done as always by the incredible Yesa!

https://www.patreon.com/posts/monthly-features-107211352
https://www.patreon.com/posts/monthly-features-107211352






(NB. I hadn't realized the Eli picture had different dimensions - will correct that after I follow up with
Yesa!)

That about wraps it up for this edition of Monthly Features. As always, thank you for supporting the
development of A Mage Reborn!

 

Demo ver 1.2 (rewritten) is now live!

 

Jun 30, 2024

 

Hi everyone! The update for this month has been completed. The update contains around 21k words of
new content, focusing on the events of the Day of Arrival festival. It provides what I hope is a laid-back

https://www.patreon.com/posts/demo-ver-1-2-is-107210531
https://www.patreon.com/posts/demo-ver-1-2-is-107210531


and contemplative atmosphere before we start getting into some more action-oriented content. There's
also a sizable focus on worldbuilding Thulrum and Arcadian culture, which I hope will help make the city
(and the faction they represent) a bit more grounded.

As previously mentioned, owing to the size of the scene, parts of it will remain unplayable pending a
future update. The priority was to end the update on a narratively appropriate point, which I think was
accomplished this time!

Click here to play Demo ver 1.2!

I would also like to inform you that AMR will be taking a brief break for July (it won't be an extended one
like the hiatus, I promise!). As part of the graduation requirements for Indonesian universities, students
are often asked to do what's essentially community service in a rural area for a full month (the
Indonesians among you will have recognized this as kuliah kerja nyata/KKN!). Unfortunately, the area
where it's been determined I'll be sent to next month will be especially rural, such that access to
electricity and internet connection both will be very limited. Add onto that the workload of the community
service itself, and I'm afraid the circumstances will probably not permit the producing of a solid update.

I'll still be writing when I get the chance, but that does mean that the next update should be expected in
late August. On the bright side, August is also the month I'm scheduled to finish my thesis defense! If all
goes well, from that point on I should finally be able to work on AMR with no interruptions. :D

In keeping with this, Patreon charging will be turned off immediately after this post goes up. And if after
assessing all the conditions I remain confident that I can put out another update in August, I will resume
Patreon charging at the beginning of that month (again, August)!

Thank you for your patience in the meantime, and I hope you enjoy the update! I will also be uploading
art rewards shortly after this post goes up, both for the Retainer and Arcanist tiers.

As always, thank you for supporting the development of A Mage Reborn!

 

Sneak Peek (June 29)

 

Jun 29, 2024

 

Hi everyone! As promised, the Sneak Peeks for this week, featuring scenes from the later leg of the
festival.

https://dashingdon.com/play/parivir/a-mage-reborn---june-rewrite/mygame/
https://www.patreon.com/posts/sneak-peek-june-107149252
https://www.patreon.com/posts/sneak-peek-june-107149252






That about wraps it up for this week's Sneak Peek. As always, thank you for supporting the
development of A Mage Reborn!

 

Saturday Devlog (June 29)

 

Jun 29, 2024

 

Hi everyone! Happy weekend, and I hope you're having a great one!

I'm pleased to announce that the update slated for tomorrow's release is more or less finished. At this
point in time, I'm just correcting errors in the code and making edits to improve flow and grammar. Time
away from AMR has definitely grown some rust on the old Choicescript muscles, but all things
considered, all of the issues are pretty minor!

The update this time will focus, as you know, on Thulrum's Day of Arrival festival. One of the things I'm
most happy with in the old demo was the worldbuilding and portrayal of Jiasei and Kyuhan, the Yotai city
states which was featured towards the end. Knowing that, one of the goals i had with the rewrite was to
inject the same level of effort into making Thulrum feel lived-in and real. This involved injecting a lot of
worldbuilding elements that didn't make the cut in the original demo, but dispensing it in a way that
(hopefully!) doesn't feel infodumpy. As things currently stand, I'm quite happy with the end result! And
when the update drops, I hope you will be, as well. :)

The scenes did end up being too big for the wordcount to fully encompass, and so there will be
branches that will be unplayable until the next update. Importantly, the variation wherein Yu did not

https://www.patreon.com/posts/saturday-devlog-107149179
https://www.patreon.com/posts/saturday-devlog-107149179


accompany the mage at the start of the festival has not yet been included.

I contemplated the wisdom of releasing a Sneak Peek within 24 hours of the update dropping, and
whether it would just be better to just keep it for later. In the end, I figured that it should be there to view
for those so inclined, and so you can expect one coming up shortly after this post. It will focus on yet
another element of the Day of Arrival festivities, including the (admittedly passing) mention of a
character from the old demo.

That about wraps it up for this week's devlog, and as always, thank you for supporting the development
of A Mage Reborn!

 

Sneak Peek (June 22)

 

Jun 22, 2024

 

Hi everyone! As promised, a double feature

First, a scene featuring Yu:

https://www.patreon.com/posts/sneak-peek-june-106711747
https://www.patreon.com/posts/sneak-peek-june-106711747






And secondly, a scene featuring someone you may remember from the old demo (though he introduces
himself under a different name now...)





And that about wraps it up for this week's sneak peeks! As always, thank you for supporting the
development of A Mage Reborn!

 

Saturday Devlog (June 22)

 

Jun 22, 2024

 

https://www.patreon.com/posts/saturday-devlog-106711720
https://www.patreon.com/posts/saturday-devlog-106711720


Hi everyone! I hope you're having a pleasant weekend.

My apologies for the missed update last week! I faced considerable difficulties in writing some parts of
the update, specifically in the scenes where Yu becomes the central character. One of the goals of the
rewrites for them is to soften their approach to the player a bit, such that there could be more of an arc
to the romance rather than Yu being at 100 right out the gate. At the same time, however, it wouldn't be
Yu if they weren't forward and flirtatious! It turns out that striking that balance is a trickier feat in writing
than it had seemed in the storyboard, which caused a significant amount of rewrites for Yu's scenes.
This is further exacerbated by the fact that the setting of the festival feels rather more romantic than I
had expected going in! In the end, I'm happy with what I have for Yu's scenes, and it's time to work on
other parts of the update.

Speaking of, on the whole, progress is proceeding apace. The update currently stands at 15k words,
though what I currently have is also still undergoing some edits. In particular, I have a very vivid image
of what the night festival looks like in my head, and I want to make sure that the ambiance is well-
communicated in the prose without being too indulgent. Restraint, I'm learning, is a rather difficult art to
master!

On the art side of things, the artist I had originally asked to do one of the features has said that they will
not be able to fulfill the deadline on account on some personal issues. Luckily, Yesa--who is one of
AMR's regular artists pre-hiatus!--has agreed to take on the project instead, on top of the work that
she's already done for June's monthly features (which she has already finished!). Which is to say--all is
well on the art front, despite a bit of a hiccup along the way.

Following this devlog, I will also be uploading sneak peeks of the update. On account of last week's
missed update, it will be a double feature, focusing on different elements/sections of the festival.

I will be returning later today to respond to respond to comments and messages. Thank you for your
patience in the meantime, and as always, thank you for supporting the development of A Mage Reborn!

 

Sneak Peek (June 8)

 

Jun 9, 2024

 

Hi everyone! As promised, the double-feature sneak peek for this week! This will pick up where the go-
with-Yu path left off the previous update, and provide a glimpse to the night portion of the Day of Arrival
festival:

https://www.patreon.com/posts/sneak-peek-june-105858938
https://www.patreon.com/posts/sneak-peek-june-105858938




And that about wraps it up for this week's sneak peek! As always, thank you for supporting the
development of A Mage Reborn.

 

Saturday Devlog (June 8)

 

Jun 9, 2024

 

Hi everyone, I hope you're having a great weekend!

Progress is coming along well for the next update, with 6k words written at the time of this writing! Most
of this was actually done over the last couple of days, as the earlier parts of the week was spent

https://www.patreon.com/posts/saturday-devlog-105858587
https://www.patreon.com/posts/saturday-devlog-105858587


storyboarding and getting the art side of things going again. Thankfully, it seems to be going well on the
whole, and so June will likely include the full suite of Patreon features that we had prior to the hiatus!

I'm very happy to hear as well that the rewrite has generally been quite well-received so far! I was aware
and a bit worried that since it's such a change from the old, fast-paced demo, it may be quite jarring to
have swathes of less intense scenes out the gate. But ultimately I think it's a design choice that I'm
ready to stand by, and seeing the warm reception has definitely been validating!

I will be uploading a Sneak Peek directly after this devlog, and art rewards as always will come towards
the end of the month, alongside the actual update.

Thank you once again for supporting the development of A Mage Reborn!

 





 

[AMoG] Art: Ariel Luthram

https://www.patreon.com/posts/amog-art-ariel-105275374


 

May 30, 2024

 

Hi, everyone!

As promised in the return post, I'm uploading a couple of character art I commissioned for A Murder of
Gods prior to the break. These artworks are for the character Ariel Luthram,

Here was the blurb that was uploaded for them on the post which introduced the A Murder of Gods
characters:

As always, special thanks to Fulminaire, who once again knocked it out of the park with the design!

Currently, the plan is to put AMoG content on hold as I maintain focus on working on AMR, but the
possibility is quite high that I'll be commissioning more AMoG content as we proceed through the AMR
rewrite!

 

Demo ver 1.1 (rewritten) is now live!

 

May 30, 2024

 

Hello, everyone! The update for this month has been completed. It contains 22.5k words of new content,
and importantly introduces F and Yu for the first time in the new demo! While both of them make an
appearance here, Yu is definitely the more central character in the update, as it explores a lot of their
views and interactions with other Arcadians.

A big design philosophy in these rewrites is to place more focus on the human interest value of Thulrum,
and in so doing take a 'show, not tell' approach to explaining the reasons as to why the Arcadians do
what they do. I still plan on bringing back the Arcadian sky compound in future updates, but a lot of

A talented loremaster specializing in combat applications, Ariel is the only person in all of
Exagis to hold posts as both arcane researcher and field agent. This dubious honor leaves
them with an overwhelming amount of responsibilities and not enough time with which to
perform them, but the direct field observations it allows for has proven to be an invaluable
component of Exagis’s fight against the expulse. The person themself has surprisingly little to
say on the topic, having long since resigned themself to their fate, and choosing instead to
focus on performing their duties with admirable, if unenthusiastic, competence.

https://www.patreon.com/posts/amog-art-ariel-105275374
https://www.patreon.com/posts/demo-ver-1-1-is-105275127
https://www.patreon.com/posts/demo-ver-1-1-is-105275127


these early chapters will definitely be a lot more grounded in the city of Thulrum proper, and explore--in
a hopefully effective and sympathetic manner--the reasons behind the Arcadian faction's more drastic
stances.

By my estimation, there will be a couple more of these updates before we start going back to old demo
material, and the plan is to have F and Tahlia have their own moments in the limelight. I also want to use
these updates to sort of pare back the action and allow for a more contemplative/exploratory mood, as
the mage most definitely has a lot to sort out internally. (The old demo thrust them pretty much
immediately into the next point of action, which in retrospect feels a bit wasteful of the premise's natural
emotional heft!)

In any case, you can play the updated demo in the link below:

Click here to play Demo ver 1.1!

Please let me know if you encounter any errors, and I'll be sure to patch them as soon as possible.

Next month will be a return to form for AMR's Patreon as a whole, and all of our regular schedules--the
Saturday Devlogs, the Sneak Peeks, and indeed, the monthly art--will be returning. To tide you over in
the meantime, I have character art of Ariel Luthram (both the M and F versions!) that I'll put up soon
after this post, which will be accessible to all tiers.

I hope you enjoy this update, and as always, thank you for supporting the development of A Mage
Reborn!

 

Demo ver 1.0 (rewritten) is now live!

 

Apr 30, 2024

 

Hello, everyone! As promised, the first demo of the Book 2's rewritten version. Almost all of it is written
from the ground up, so if you'd like to experience the content blind, feel free to skip to the end of this
post for a link to the demo.

As mentioned previously, this demo contains roughly 30k words of content, and takes the story back to
when the mage wakes up in Thulrum after having been resurrected by Tahlia. One of the primary goals
of the rewrite is to have the beginning of Book 2 be deliberately slower in pace, given that a series of
climactic events happened all the way to the end of Book 1. As such, the contents of this demo is
designed to have a relatively laid-back and contemplative atmosphere, ending just shy of the first point
of action in the rewrite.

https://dashingdon.com/play/parivir/a-mage-reborn---post-rewrite-may/mygame/
https://www.patreon.com/posts/demo-ver-1-0-is-103377318
https://www.patreon.com/posts/demo-ver-1-0-is-103377318


As with the pre-rewrite version, this demo introduces the mage to Tahlia and gives a bit of insight to the
priestess's overarching motivations. F and Yu, on the other hand, will appear in the next update, and
this one instead focuses on the city of Thulrum proper and its various residents.

Click here to play Demo ver 1.0!

It's my first time getting things set up on dashingdon again after a long time, so please let me know if
you encounter any errors, and I'll be sure to patch it as soon as possible.

I hope you enjoy this rewritten version of AMR, and as always, thank you for supporting the
development of A Mage Reborn!

 

On Restarting and Resuming Book 2

 

Apr 30, 2024

 

Hello everyone, Parivir here.

It's been a very long time since I've been on Patreon or AMR's socials, and I deeply apologize for the
prolonged absence. Rewriting AMR has turned out to be a much bigger creative challenge than I initially
thought it would, and that's resulted in a lot of stutters in the game's development on my end, which I'll
talk about as well in this update.

But before anything else, it seems prudent to be up front about AMR's future, and I'm happy (if
sheepish) to say that I'm actively working on AMR full-time again. There have been a lot of changes
made to the game's script, so much so that a majority of Book 2 will be rewritten from the ground up.
But I'm a lot happier with the overall feel and direction of the story as it exists now, and I hope you will
be as well.

To that end, I'll be releasing a free update a little after this post goes up, which consists of a full rewrite
of the beginning of Book 2, amounting to over 30k words altogether. Of this, around 27k words are
entirely new content, with the only things retained from the old demo being parts of Tahlia's introduction,
as well as the dream sequence which allows you to reset your character's personality meters.

Henceforth, I'll be returning to a monthly update schedule, which will consist of rewrites for Book 2. Each
update will consist of 20-25k words of new content; if anything has been carried over from the original
demo, it will not be counted towards this wordcount goal.

https://dashingdon.com/play/parivir/a-mage-reborn---rewritten-april/mygame/
https://www.patreon.com/posts/on-restarting-2-103376708
https://www.patreon.com/posts/on-restarting-2-103376708


All that being said, I'd like to apologize once more that the rewrite has taken so long, as well as for the
overall lack of communication. My original vision for the rewrite mainly revolved around revising
dialogues and MC's internal thoughts, so that the experience felt less consistently oppressive for those
on the anti-Arcadia route. However, the more I worked on this, the more I found that the finished product
fell short of what I wanted to deliver. Over the course of numerous rewrites, I realized that to achieve the
overall direction I wanted, I would need to go beyond minor rewrites and actually build new scenes from
the ground up to facilitate the change.

And so for the duration of my absence, I did a lot of trial and error with AMR, which wounded up
extending the rewriting period far beyond my initial expectation. This also came with a slew of creative
blocks (it's difficult to let go of so much content and remain totally productive T_T). Furthermore, taking
a break from Patreon meant that I had to pick up part-time jobs in order to support myself and pay for
my tuition, which also cut into the time I could spend working on AMR.

In the end, I was able to put together an overarching plotline for Book 2 that I liked a lot better than the
original demo. A lot of the major plot points will be retained - things like the the Eli rescue and Blue
Harvest arcs will definitely reappear in the revised version - but the framework and plot motivation
surrounding them will be redone, such that even if your character isn't looking to align with Arcadia in
that particular playthrough, there will still be reasons for them to participate in the plot beyond Tahlia just
strong-arming them into things. I will talk more about the design philosophies adhered to in the rewrite in
future devlogs, as it's a lot to cover all at once. But suffice to say, a lot has changed--in my opinion for
the much better--and I'm excited to slowly unveil them as development progresses.

For a long time, I just couldn't be sure if I was going to be able to put out a version of AMR I'd be proud
of in the near future, and the thought of conveying that uncertainty to everyone exacerbated the anxiety
I felt about the rewriting project as a whole. As such, I wanted to wait until I could definitively come to a
conclusion on AMR's future before laying it all out on the open. I'm really thankful for everyone who
have been patient enough to see this project through to the other side, and I hope the final product will
be something that will be worth the wait.

Over the course of the next few days, I'll be doing a lot of housekeeping for the Patreon, including things
such as replying to your DMs and comments that have accumulated during the hiatus (I'm thankful that
you still left them, even when the future of the project was uncertain. Thank you thank you thank you,
and I'm sorry I wasn't able to respond to them until now). The next full update will come sometime in
mid-May, at which point I will also resume Patreon charging. I also have a couple of A Murder of Gods
artworks I commissioned prior to the hiatus, which will serve as the monthly rewards for May as I try to
get the art side of things going once again.

Finally, I have had to manually pause Patreon billing every month for the past year, and on a couple of
occasions I slightly missed the timing to pause, which meant that a few patrons were accidentally
charged during the hiatus. Within the next few days, I will be messaging the relevant patrons to figure
out a way to do a refund; in the off chance that I miss anyone, please don't hesitate to contact me via
the Patreon message feature.



There were so many things I wanted to talk about that I'm sure I missed one or two, but I wanted to get
this out sooner rather than later. As always, I have nothing but gratitude for your patience and
understanding. And, for the first time in a long time, I thank you again for supporting the development of
A Mage Reborn!

 

Rewriting AMR Book 2

 

May 30, 2023

 

Hi everyone! I hope you’re staying safe and healthy.

I’ve been working a lot on the Arcadia cast scenes for the upcoming update, wrapping up their individual
character arcs as we’re headed to the Arcadian act (aka Book 2) finale. That process has forced me to
confront the characters’ personalities and arcs as a whole, and how their stories are presented
throughout the entirety of Book 2. Unfortunately–and it’s a difficult thing to admit–I’m mostly unhappy
with how things have turned out thus far, and it's resulting in a pretty serious disillusionment with AMR
as a whole.

As such, I’ve decided to take a pretty extreme measure and rewrite much of Book 2, especially
surrounding the dialogues of Tahlia, F, and Yu (in that order of magnitude). I began the process near the
start of the month, but was hesitant to announce it as I did not yet know if I would end up going through
with it. But the more I worked on it, the more I’ve become certain that this measure is a necessary one.

It will be a difficult, time-consuming process, but I believe that rectifying it here will make the rest of the
series easier to write (for me) and easier to read (for a lot of you!). Longpost ahead regarding the details
of this process (what will be changed, background of my decisions, etc.) but I’ve tried to summarize the
important takeaways as such:

AMR Book 2 is currently undergoing a major rewrite, with a focus on scenes involving Tahlia, F,
and Yu.

Patreon charging will be paused until the first pass of the rewrite is complete, and another full
update is posted on top of that. Based on my current rate of progress, I expect that it will be
around 2-3 months from when this post goes up.

Over the course of these 2-3 months, I will not be uploading any updates which progress the story
(my sincerest apologies!). To hopefully help tide things over, I’ll be posting commissioned AMR
artworks when I can.

On the nature of the rewrite itself: the main objective is to make the Arcadian cast less overtly
evil, while still retaining much of the underlying motivations that makes them tick. The general plot

https://www.patreon.com/posts/rewriting-amr-2-83796778
https://www.patreon.com/posts/rewriting-amr-2-83796778


of Book 2 will not change from its current state. However, the presentation of the Arcadian side will
hopefully make it easier to side with them, even if one isn’t particularly driven by the desire for
vengeance. More on this in the longpost below.

The rewrites will largely consist of dialogue edits, though numerous scenes throughout the book will
need to be completely demolished and built from the ground up. Scenes with the highest priority
include the scene where Tahlia foils the mage and Eli’s escape, as well as Tahlia’s day-off scene
near the start of Book 2.

I expect that it will take several passes before the edit is fully implemented and polished, with
feedback from playtesting being put into consideration. The second and subsequent passes will be
accomplished concurrently with future updates.

When I had begun ideating and writing AMR as a project, I had a very strong desire to create a
tyrannical, unapologetic villain, as I myself felt strongly drawn to these characters in the media I
consume. I appreciated it when antagonists were cut and dry (Kafka of Final Fantasy VI is perhaps one
of my favorite characters of all time), and I’ve often found myself fascinated by media that allows you to
play the villain (my playtime on the Pokemon rom hack Pokemon Rocket Edition, where you play as a
member of the antagonist group, likely exceeds my playtime on Pokemon Fire Red, the original game it
is built on). It is these preferences that largely inform Arcadia as a concept, though I’ve tried to build it
upon more nuanced motivations than its inspirations. For those out there who shared the same
inclinations as me, I’d hoped to create for them a clearly antagonistic group–though perhaps one with
noble goals–and grant them the option to join in on their escapades.

The keyword here being option.

Enter Book 2, a mammoth which had initially been a 30-50k-word segment at the tail end of Book 1 and
has since ballooned completely beyond expectations. A segment in which the choice to side with
Arcadia is taken away from you, and you are forced to endure the (arguably morally gray) villainy
Arcadia performs on the regular, and endure the cast’s disapproval and oppression should you offer
resistance. I tried to grant room for players to voice their disapproval and air their grievances, but in the
end, the train is quite firmly glued onto the tracks, and even characters like Eli will begin to admonish
you for straying from the path.

I had long justified this as being what makes sense for the world, for the cast, and for the story I want to
tell. But ultimately, Book 2 being an absolute slog to trod through for a significant portion of the player
base has never been something I wanted when I set out writing this project. For obvious reasons, it
damages the playing experience of many players. And pertinently for me as a writer, it backs me into a
corner where I have to choose between narrative consistency and game design: do I have the
characters stay true to their personality, necessitating for even more unpleasant experiences before
Book 2 ends? All this right after the Book 1 cast got a huge, largely positive airtime in the recent
interlude?

After much deliberation, I’ve decided in the negative. Rather than compromise on either of these
aspects, I’d much prefer the laborious process of rewriting Book 2’s central characters altogether.



That being said, I still believe in the bones of AMR, and the necessity of the plot unfolding as it currently
does. The current plot points–and admittedly, the railroading that comes with it–are integral to the story
as a whole. But I would like for this process to be less torturous for those not already inclined to side
with Arcadia, and perhaps even entice them into trying the Arcadian route out on their subsequent
playthroughs.

It will be a tricky balancing act. In the ideal end product, these are the changes that I’d like to bring
about to the Arcadian cast:

Instead of being an unapologetic, domineering tyrant, I’d like to nuance her as a character that is
both powerful and vulnerable. Much about her will remain the same: she will be embittered by the
harshness of her experiences, fostering a cynical worldview and general inability to trust the ercei.
However, Tahlia nurses both a great grief and a desperate wish, and both of these will be brought
much closer to the surface vs. her current portrayal, where these things are buried deep under a
veneer of calm, calculated confidence. She will still be prone to bursts of anger, but these will be
informed more strongly by frustration and pain, rather than the desire for control and oppression that
she so strongly exhibits in the current version.

This will also strongly modify the presentation of her interactions with the mage. While she will still
require that the mage perform to the benefit of Arcadia, and those who refuse to do so will still be
met with force, the way she approaches these segments will be colored with more resignation and
even guilt, as opposed to the current default of absolute callousness.

The current Tahlia keeps her cards close to her chest and reveals little until she absolutely has to
(which basically has yet to happen in the current demo). This makes anyone who would sympathize
with her background and story unable to do so until the end of Book 2/start of Book 3. In the planned
edits, she will be more willing to slip more of her story and motivations through the cracks, hopefully
offering some explanation as to the drastic nature of her actions.

The changes that will be made to F are more superficial, having much to do with how much of their
true thoughts they let rise to the surface. They will still hold a great amount of initial dislike for the
mage and generally disapprove of their choices in Book 1. However, much of this will be kept to
themselves. They will be icy and grumpy at the beginning of Book 2, contrary to their current overt
antagonism and propensity for low-hanging insults. They will also put forth more significant effort in
trying to understand the mage’s point of view, and more willing to reassess their long-held beliefs
surrounding the unsalvageable nature of the ercei.

Yu will undergo the most minor changes in this edit. Most of what will be changed has to do with
their motivations for being so staunchly in Arcadia’s corner. Currently, they are driven purely by
belief that Arcadia’s cause is a just, necessary evil. In the edited version, their decisions will also be
informed by sympathy for Tahlia (and F, to a certain extent). Little else about the character will
change; they will still be the playful, flirtatious, and occasionally honorable rogue you’ve known them
to be.

I apologize once again for the delays in Book 2’s progress. I hope that the rewritten version of Book 2
will be worth your generous patience, and that it will streamline your experience with the series as a
whole.



That about wraps it up for this announcement. As always, thank you for supporting the development of A
Mage Reborn.

 

Saturday Devlog (April 22)

 

Apr 22, 2023

 

Hi everyone! Hope you're staying safe and heealthy, and a blessed Eid to everyone celebrating!

Progress on the update has sadly hit a bit of a wall this week, due to a combination of (a mild case of)
writer's block and the general busy period surrounding Ramadan/Eid. On paper, I've managed to eke
out another 7k words this week, but I'm quite unhappy with how the end result reads. It's highly likely
that I'll need to take a couple more stabs at most of the work I've done on this update so far, which
means that there will be a delay in the update. My apologies, and I hope for your understanding!

As alluded to in previous devlogs, what this means is that this Patreon will skip charging for the
upcoming billing cycle (the pause is already in effect at the time of this writing). The work that's already
been done this month will roll over into the May update, resulting in a larger update of ~35k words. In
the end, I do think this is for the best, even without considering the need for rewrites. As a lot of the
upcoming update deals in rather specific content (Yu-F polyamory, mutually exclusive scenes, etc.), a
25k-word update may well feel underwhelming given that much of the content won't be available
depending on the chosen routes. Hopefully, the increased update size will help remedy that.

My apologies once again for the inconvenience! I'll keep chipping away at the update in the meantime,
and hopefully the end result will be worth the wait.

As always, thank you for your understanding, and for supporting the development of A Mage Reborn!

 

Sneak Peek (April 15)

 

Apr 16, 2023

 

Hi everyone! As promised, the double-feature sneak peek for this week! First, a peek at Arcadia's newly-
established schoolhouse, where the mage will serve as an occasional instructor:

https://www.patreon.com/posts/saturday-devlog-81899477
https://www.patreon.com/posts/saturday-devlog-81899477
https://www.patreon.com/posts/sneak-peek-april-81582944
https://www.patreon.com/posts/sneak-peek-april-81582944








And secondly, one of the possible variants of the Yu-F polyamory kickoff.





And that about wraps it up for this week's sneak peeks! I hope you enjoyed them, and as always, thank
you for supporting the development of A Mage Reborn!

 

Saturday Devlog (April 15)

 

https://www.patreon.com/posts/saturday-devlog-81582926


Apr 16, 2023

 

Hello everyone! Happy Saturday once more, hope you're all staying safe and healthy!

Progress has been a bit of a mixed bag this week, with some elements that I'm really excited about and
some that has unfortunately fallen short. On the former, I've finally found a way to integrate the Yu-F
polyamory route into Book 2 in a way that I'm happy with! My initial instincts had been to go full angsty
love triangle before we get to the fun part, and I've tried for five-ish updates now to hammer that into
various sections of the book (to no avail). But this time around I've tried going for a more lighthearted
route, and I'm actually quite satisfied with how it turns out! I've only currently completed one of the four
possible variants of the polyamory kickoff, and it'll be a bit of a challenge to keep the feel of it the same
across all variations, but for the first time I'm actually hopeful that the polyamory trigger I've written is
here to stay!

Less happily, however, balancing writing with finals season and the Ramadan fast has indeed proven to
be quite challenging, even though I've had a lot of Eureka moments this month as compared to past
ones. I'm currently hovering around the 10k mark, which is significantly behind what I typically achieve
by mid-month. I'm hoping that I'll be able to burst down the remainder of this update close to the end of
the month, when finals will be finished and fasting season will be over (though there will be Eid around
that time, which is also typically a very busy period T_T).

As mentioned last time, in the event that we don't meet our wordcount goals this month, this month's
update will be rolled into May's, to the tune of a 35k words+ update. At this point I'm still uncertain
whether that will be necessary, but I thought I'd be upfront about the possibility. I hope for your
understanding!

I will be posting the promised double-feature sneak peek as soon as this devlog goes up, featuring (1) a
day-off scene showcasing the schoolhouse alluded to in the past update, and (2) one of the possible
variants of the Yu-F polyamory kickoff. Please look forward to it!

And that about wraps it up for this week's update. As always, thank you for supporting the development
of A Mage Reborn!

 

Saturday Devlog (April 8)

 

Apr 8, 2023

 

https://www.patreon.com/posts/saturday-devlog-81582926
https://www.patreon.com/posts/saturday-devlog-81249629
https://www.patreon.com/posts/saturday-devlog-81249629


Hi everyone, and happy saturday once again! I hope you're staying safe and healthy.

Progress is chugging along somewhat slowly these days, as in the first third of April the bulk of my
efforts have been spent on storyboarding this final arc's finer details. There's a lot I initially planned to
accomplish in the 'day-off' segment before the arc launches in proper, but now that I've finally laid them
out, I think it's likely that stuffing them all in will make the plot feel like it's dragging its feet. Usually when
I face this conundrum I resort to a vastly branching segment, only a portion of which can be seen on any
given playthrough (think the Calinger arc back in Book 1!), but there's quite a bit of plot-important
expositions sewn into the scenes--enough so that it'll be very difficult to track which specific pieces of
information the players have seen. This makes it so that a huge amount of variability has to be
introduced to a lot of the scenes later down the line, which is effort I'd rather spend on other, more
rewarding content.

That being said, I do currently have a storyboard I'm relatively satisfied with, which I hope will achieve
something of a happy medium between the two. It's very likely that I'll have to revisit this segment again
prior to Book 2's release, as there are some segments within that demands fine-tuning. I'll do my best to
still make it engaging in the meantime!

In terms of actual writing, I've gotten a couple of scenes done here and there, focusing largely on the
scenes that I'm certain will make the cut even if the storyboard were to change again. The side effect of
not working chronologically (as I usually do), however, is that what I've written omits a lot of the context
necessary for the scene to make sense. As such, I think it would be best to postpone the sneak peek
this week in favor of a double feature next week.

In terms of art, commissions have already gone out to the respective artists. It's early days yet and
things may still change, but if all goes well, we should have our regular set of monthly features
(idolverse versions of the Arcadia squad), a tarot card art feature, as well as artwork of the next
character from A Murder of Gods, namely F!Ariel, the perpetually exhausted loremaster. I hope you'll
look forward to it!

And that about wraps it up for this week's devlog. As always, thank you for supporting the development
of A Mage Reborn!

 





 

[AMoG] Art: Mori

https://www.patreon.com/posts/amog-art-mori-80863684


 

Mar 31, 2023

Included in this collage are:

[1] Full Artwork with character blurb

[2] Full-Body art on a blank background

Unlike their predecessor Satria, Mori's design process went very smoothly, as Fulminaire knocked it out
of the park from the very first attempt!

Mori is a spellcaster hailing from the Jieshuang Deadlands, who has spent their entire life on a one-
person struggle against the Deadlands' swarm of dark creatures. As you might imagine, they are both
powerful and self-sufficient, capable of sustaining themself in a land where no other person would walk.
Given their regular use of an art long since lost to history, however, it would appear that there is more to
Mori than first meets the eye...

 

[AMoG] Preview: Mori

 

Mar 31, 2023

 

Hi, everyone!

The second of the AMoG characters have been successfully commissioned. As per the results of the
last poll (and deprioritizing characters of the same gender with Satria, who had been commissioned for
the first preview), this time it's Mori's turn to get a portrait! Here was the blurb I uploaded on them ahead
of the poll:

Mori is the heir to a famed but reclusive clan of spellcasters operating out of the Jieshuang
Deadlands. Mori and their forebears are a great mystery to Exagis and Asphodel at large; an
increasingly wild list of rumors and intrigue swirl around their mysterious bloodline, which has
single-handedly repelled much of the Deadlands’ expulse while stubbornly refusing the aid of
neighboring nations. The few operatives to have made contact with the reclusive figure have
described them to be fickle and enigmatic, though strangely prolific in rescuing agents
stranded in the Deadlands. This—combined with their peerless mastery over the blessings of
Erathel, as well as their expansive knowledge of combating the expulse—makes them coveted

https://www.patreon.com/posts/amog-art-mori-80863684
https://www.patreon.com/posts/amog-preview-80863365
https://www.patreon.com/posts/amog-preview-80863365


And here they are now in the flesh, as rendered by Fulminaire!

Mori will make their appearance relatively late in the book, but will rapidly become one of the plot's main
drivers. It's still a long time before I'll finally be able to write them, but in the meantime I hope you
enjoyed their portrait!

I'll be uploading Mori's full-body art for the Arcanist+ tiers right after this. Thank you as always for
supporting the development of A Mage Reborn and A Murder of Gods!

 

as an agent by Exagis to this day, despite plentiful evidence that they would sooner toss
themself off the Jieshuang Chasm.



[AMoG] Art: Lehya, Thundering Might

 

Mar 31, 2023

As promised, a full artwork of Lehya, the latest of AMoG's Scions to be commissioned!

https://www.patreon.com/posts/amog-art-lehya-80859252
https://www.patreon.com/posts/amog-art-lehya-80859252


Lehya is one of the patron Scions of the land of Aksara, which will be the first nation AMoG's protagonist
finds themselves in (the Param of AMoG, if you will). Her influence has heavily contributed to the land's
chaotic biome, making significant swathes of it impossible to settle, as nature there has become
extremely hostile to human presence. At the same time, however, her blessings have helped shape
Aksara into one of the continent's premier military powers.

I hope you enjoyed this artwork. If you want to see more of Fulminaire's incredible work, you can find
him at https://www.fulminaire.online/!

 

[AMoG] Preview: Lehya, Thundering Might

 

Mar 31, 2023

 

Hi, everyone! I'm back with then third sneak peek of AMoG's series of Scions, this time featuring Lehya,
otherwise known as the Thundering Might. As a deity, she presides over destruction and wrath. Those
who have acquired her blessing will be able to wield some of the most brutally powerful abilities that
exist in AMoG's world, while at the same time becoming prone to anger and violent outbursts,
sometimes culminating in a slow descent into madness. A tricky deity to pledge one's devotion to, but
many find the sheer strength of her blessings well worth the risk.

Here is a showcase of her design, courtesy of the wonderfully talented Fulminaire!

https://www.fulminaire.online/
https://www.patreon.com/posts/amog-preview-80858547
https://www.patreon.com/posts/amog-preview-80858547


Lehya will be the first of the Scions to be featured in the book in a major way. I'd like to keep the
specifics of her story involvement rather vague right now, as she appears very early on and becomes
the main driver of the early-game plot.

And here is an excerpt of the brief I gave Fulminaire:

I'll be posting Lehya's full artwork very soon as well, available for tiers Arcanist and up! I hope you
enjoyed this sneak peek, and I'll be back very soon for a sneak peek of Mori, the second of AMoG's love
interests to have their portraits revealed!

 

The Goddess of Destruction is considered one of the strongest gods in the Circle of Scions,
with her blessings being greatly coveted by warriors across Asphodel. The goddess herself,
however, is generally seen as an aggressive and irate figure. History spoke of times when she
ravaged the land on a whim, and regularly destroyed her own temples, killing swathes of her
acolytes in cold blood. It is said that her now-gentler temperament is the result of the other
gods’ threats and interventions, though one must wonder if her old self is quietly simmering
underneath, waiting for the day when she may break free of her divine yoke.



Monthly Feature (March)

 

Mar 31, 2023

 

Hi everyone! As promised, the monthly features!

The concept this time around is an idol alternate universe! I've been listening to a lot of K-Pop and J-
Pop while writing lately, and thought it would be fun to imagine what the cast of AMR might look like if
their world had a bit less of swordplay and sorcery, and a bit more of song and dance! The monthly
feature artist, Yesa, obliged me on the idea, and here's what we came up with:

https://www.patreon.com/posts/monthly-feature-80855952
https://www.patreon.com/posts/monthly-feature-80855952






And some fun little tidbits about them:





The Arcadia squad version of this AU will be commissioned for April's monthly features!

And that about wraps it up for the monthly features. I hope you enjoyed it, and as always, thank you for
supporting the development of A Mage Reborn!

 

[UPDATE] Demo ver 3.0 is finally live!

 

Mar 31, 2023

 

Hi, everyone! Hope you're staying safe and healthy.

Demo ver 3.0 has now been uploaded to dashingdon! It clocks in at 24.5k words. Broadly speaking,
there are three main pieces of content featured in this update: completion of the ercei paths of the latest
fight scene, denouement of the Kantena arc, and the beginning of AMR's next arc. The final one for
Book 2, in fact (though it will likely be gigantic, quite possibly the biggest arc up to this point in the
series).

https://www.patreon.com/posts/update-demo-ver-80855529
https://www.patreon.com/posts/update-demo-ver-80855529


[Mild spoilers for this update ahead] The update ends with a relatively lengthy POV switch scene, which
showcases a bit of what Nightsaber operations look like without arcanists on the scene. I've been trying
to learn a lot about suspenseful/thriller writing in the past few months, and this segment is my first real
stab at putting it into practice. It will likely see edits in future editions of the demo, but for now I'm quite
happy with how it turned out!

After this post goes up, I'll be working on getting the monthly features and AMoG sneak peeks
uploaded. Please expect them within the next hour or so!

As alluded to in the last update, there's a bit of doubt surrounding whether or not I'll be able to post an
update by the end of April, as the Ramadan fast does cut into my productivity a fair bit. In the event that
I fail to hit the usual ~25k word mark, the update will be rolled over into the May edition, hopefully
pushing it into the 30k-35k word realm. Still, I'll do my best so that the demo can be updated both
months!

Click here to play Demo ver 3.0!

As always, thank you for supporting the development of A Mage Reborn!

 

Sneak Peek (March 26)

 

Mar 27, 2023

 

Hi everyone! As promised, the double-feature sneak peek for this week.

First, the opening scene of the next update, just after the Imperials fled:

https://dashingdon.com/play/parivir/a-mage-reborn-b2-april-23/mygame/
https://www.patreon.com/posts/sneak-peek-march-80601086
https://www.patreon.com/posts/sneak-peek-march-80601086




And second, a scene following a small timeskip, examining the Arcadian aftermath of the assault on
Duke de Kantena:







And that about wraps it up for this week's sneak peek! I hope you'll look forward to the full update, and
as always, thank you for supporting the development of A Mage Reborn!

 

(Not) Saturday Devlog (March 26)

 

Mar 27, 2023

 

Hello everyone! Happy weekend, and Ramadan Mubarak to everyone celebrating!

My apologies that the weekly devlog is late; the first days of Ramadan ended up being more demanding
(in both time and energy) than I had initially expected TT The first Tarawih (big prayer) of the month took

https://www.patreon.com/posts/not-saturday-26-80601049
https://www.patreon.com/posts/not-saturday-26-80601049


nearly five hours to complete, and it left me in a catatonic state the following day. Not a lot of fun...

The good news is that the update is for the most part finished. I will be taking a break for a couple of
days before going in for final edits, and then I should be able to get the update up on schedule!

On the art side of things, Fulminaire is working on the finishing touches of the first A Murder of Gods
preview artwork, this one featuring Lehya, a goddess on the same pantheon as Vasaria and Erathel (I'll
be uploading this tomorrow!). There will also be a second one posted this month, featuring Mori, the
mysterious spellcaster who resides in the Jieshuang Deadlands. Monthly features progress similarly
apace, with Yesa currently working on coloring. I'll be back to post them on the day of the update!

As promised, there will be a double feature of sneak peeks this week: the first featuring the opening
scene of the next update, after the Imperials have departed, and the second taking place after a small
timeskip, examining the Arcadian aftermath of the assault on Duke de Kantena's castle.

As for next month - I'll be working on the update as usual, but in the interest of full disclosure, there is a
moderate chance that I won't be able to hit the usual target of 25k on account of Ramadan (I'm
generally not very productive during the fast, haha). I'd still like to attempt it all the same, and if it's the
case that I'm unable to meet the target, I will roll April's update into May's & suspend Patreon charging
for April. Basically how we've always handled these things thus far!

And that about wraps it up for this week's update! As always, thank you for supporting the development
of A Mage Reborn!

 

Saturday Devlog (March 18)

 

Mar 18, 2023

 

Hi everyone! Hope you're staying safe and healthy.

A decent round of progress has been made this week, with the bulk of it involving editing the already-
written pieces of the combat scene. As alluded to in the last devlog, I've had to shuffle around a couple
of the spells to allow for suitably impressive feats to be achieved given the 'lost' nature of the Arcadian
spells. There are still a bit of kinks to iron out, but I'm generally happy with how things have been
shaping up! I've also made good headway on the denouement of the Kantena arc, and we're currently
sitting just under 18k words overall. We should be good to achieve 25k by end-of-month!

That being said, because the vast majority the work that's been done so far revolves around completing
the ercei side of the combat scene, I think posting a Sneak Peek showcasing it will be redundant, given

https://www.patreon.com/posts/saturday-devlog-80222204
https://www.patreon.com/posts/saturday-devlog-80222204


what was shown last week. I'd like to conserve this week's sneak peek for a double feature next week,
when I can showcase more of the plot advancement stuff, and quite possibly a bit beyond what the
update itself will cover. I hope you'll stay tuned!

On the art side of things, both the A Murder of Gods sneak peek + art features as well as the monthly
features are currently well under way. We've hit a bit of a snag on the AMoG side of things with an initial
concept that didn't quite suit the brief, but we should still be able to get two completed this month.
Fulminaire, the artist, has posted the original design up on his Facebook page, and you can find that
post here. I encourage you to give it a look, as it remains a beautiful piece of art!

And that about wraps it up for this week's devlog. I'll return next week for the promised double feature,
and likely with one of Fulminaire's artworks in tow. As always, thank you for supporting the development
of A Mage Reborn!

 

Sneak Peek (March 11)

 

Mar 11, 2023

 

Hi everyone! As promised, the sneak peek for this week, featuring one of the ercei combat spells
alluded to in the last update!

https://www.facebook.com/permalink.php?story_fbid=pfbid02SvwYqArqzDHzy3baiyQzGfzQPKReMyVLV74PLPx9c8faLABUVC5kcSdCMeXsNDbGl&id=100054551482455
https://www.patreon.com/posts/sneak-peek-march-79889062
https://www.patreon.com/posts/sneak-peek-march-79889062




And that wraps it up for this week's Sneak Peek! As always, thank you for supporting the development
of A Mage Reborn!

 

Saturday Devlog (March 11)

 

Mar 11, 2023

 

Hi everyone! Hope you're doing well!

Progress proceeds apace this last week, with a full 13k having been written since I began some ten
days ago. I'm having a lot of fun describing the ercei spells in the combat scene, especially since most
of them are new to AMR's canon! It's also been quite a bit easier to make progress because all the
bones of this update has already been laid out, making the process a lot less storyboard-heavy. It feels
a lot like answering fill-in-the-blank test questions, whereas other updates tended to feel like open-
ended essays.

https://www.patreon.com/posts/saturday-devlog-79888830
https://www.patreon.com/posts/saturday-devlog-79888830


But I digress. Upon actually writing the scenes out, I have to admit that a couple of them could use
some reworking--the Glyph of Windspring, i.e. the spell that makes you float in midair, feels particularly
unimpressive for a spell supposedly long lost to history. There are other segments like this which I feel
could use some retooling, and so there will probably be quite a bit of rewrites in the upcoming days. All
the same, we should still be able to meet the month's goal quite handily!

On the art side, I've begun the commission process for both the monthly features as well as the Arcanist
art rewards. I still haven't found the right artist for the style of tarot cards I envisioned, however; while
that search continues, I will instead be posting a second dose of AMoG preview art, making two total
this month. These will include a third scion following Vasaria and Erathel, and a second character art,
featuring Mori.

The sneak peek for this week will go up soon after this post.

And that about wraps it up for this week's devlog! As always, thank you for supporting the development
of A Mage Reborn!

 

[UPDATE] Demo ver 2.8 is finally live!

 

Feb 28, 2023

 

Hi, everyone! Hope you're staying safe and healthy.

Demo ver 2.8, featuring the new content for this month, has finally been uploaded to dashingdon. This
update (24.5k words) contains the next segment of the Kantena arc, bringing us very close to the arc's
conclusion. It features a lengthy and wide-spanning combat segment towards the end, which I'm very
proud of - I think it might be the most satisfied I have been with a combat scene since the climactic fight
against Sister in Book 1. However, the sheer size of the segment is such that I haven't been able to
complete it in full with the amount I'm able to write this month. Currently, I have completed one of the
two main paths. The other will likely be the focus of the next update, along with a proper denouement of
the Kantena arc, hence officially bringing it to a close.

This new update also fixes a couple of errors that emerged in the last version, chiefly of Ilya's letter-
reading scene showing up unprompted when you begin a new game (my apologies for the oversight,
and the long response time!). Furthermore, I would also like to apologize for the lack of weekly updates
this month, as development of this update have been frustratingly erratic. That is, I was able to write
very little during the first half of the month, despite having devoted a lot of time to it, though thankfully I
was able to meet the desired wordcount within these last few days. I felt ashamed that I was making so
little progress and not following AMR's usual development rhythm, and the thought of writing devlogs

https://www.patreon.com/posts/update-demo-ver-79369774
https://www.patreon.com/posts/update-demo-ver-79369774


about it filled me with a lot of trepidation. That being said, I realize now that the behavior was very
unprofessional, and I will do my best to become more transparent with you whether or not development
is going well. Thank you for bearing with me, and for your patience all this time.

We'll be back in March with our usual slew of offerings: a full-sized update (~25k words), various art
rewards, and devlogs + sneak peeks starting Saturday, March 11th. In the meantime, I hope you enjoy
the new update.

Click here to play Demo ver 2.8!

Thank you as always for your patience, and for supporting the development of A Mage Reborn!

 

Patreon Subscription Errors

 

Feb 2, 2023

Hello everyone!

It appears that the current method for pausing payments on Patreon's end can create a weird limbo
situation where patrons are unable to view content uploaded onto the page, but they also can't
subscribe to the page (because payments are paused), hence leaving them with no way to access the
new update and other features.

Hopefully these problems will be resolved on their own once Patreon charging resumes. But in the
meantime, if you're caught in this situation, please feel free to message me! We'll find a workaround so
that you'll still be able to access the content for December and January despite these issues.

Thank you for your patience, and my apologies for any inconvenience!

 

https://dashingdon.com/play/parivir/a-mage-reborn-2-feb-2023/mygame/
https://www.patreon.com/posts/patreon-errors-78156592
https://www.patreon.com/posts/patreon-errors-78156592








 



[AMoG] Art: Satria Prasidya

 

Feb 2, 2023

 

Included in this collage are:

[1] Full Artwork with character blurb

[2] Full-Body art on a blank background

[3] WIP 1: First draft sketches of the character design

[4] WIP 2: First pass result of the rendering process

As you can see, Satria's had several dramatic transformations over the course of the design process,
but I'm happy to say that the final result is everything I wanted of the design and more. There exists a
fictional nation named Aksara in the world of A Murder of Gods, which draws heavy inspiration from my
native country of Indonesia. As a person of Aksaran heritage, Satria has a number of Indonesian-
inspired details on his design, in forms such as gold accents on his cape and weapon, as well as
Indonesian patterns on the lining of his cloak. Overall, I'm over the moon with Fulminaire's work on this
design, and I hope you are too. :D

 

[AMoG] Preview: Satria Prasidya

 

Feb 2, 2023

 

Hi, everyone!

As you may recall, we did a poll a few months back with regard to which of the A Murder of Gods ROs
will have their portraits commissioned first, which was won by one Satria Prasidya! Here was the blurb I
uploaded on him the last time around:

The newest member of Exagis’s Four Shields is the youngest in history to have attained the
esteemed rank, and possesses the formidable skills to match. A master lancer with lightning-
fast reflexes and a talented spellcaster besides, they switch seamlessly between the arts to
overwhelm their opponents. Their formidable feats and quiet disposition have cultivated a

https://www.patreon.com/posts/amog-art-satria-78156053
https://www.patreon.com/posts/amog-art-satria-78156053
https://www.patreon.com/posts/amog-preview-78155720
https://www.patreon.com/posts/amog-preview-78155720


And here he is now in the flesh, as rendered by Fulminaire!

Satria (and his female counterpart Shinta) will have a unique dynamic with the MC of A Murder of Gods,
given that the latter has very close ties to the Ksatria. Furthermore, I am of the opinion that S is the
character who will undergo the most transformative character arc in the book, which should be quite
interesting to write! The focus is still on AMR as of now, but hopefully it won't be too long before I get to

reputation for unapproachability, but the truly observant would notice their desperate, fumbling
attempts at caring for those around them. As the child of Aksaran refugees, they were regaled
since youth with tales of the vibrant coastal nation, and has developed an almost worshipful
attitude for members of the Ksatria.



share more about the world of AMoG as well as the characters that dwell within. I hope this preview has
helped pique your interest!

I'll be uploading the full-body art as well as Satria's first-pass WIP sketch for the Arcanist+ tiers right
after this. Thank you as always for supporting the development of A Mage Reborn and A Murder of
Gods!

Art: Leon - XIX - The Sun

 

Feb 2, 2023

Hi, everyone! The first of the tarot card series of artworks has been completed, this time featuring Leon,
represented by the major arcana The Sun (XIX)!

In the interest of full transparency--while I do think the new artist did a great job with the brief given, it's
not quite the vibe/art style I had originally envisioned for this feature. I think it's likely that moving
forward I'll be searching for a new artist to collaborate with on this; if I do, then Leon's piece will also be
recommissioned as the last addition, after every other member of the main cast has had their turn.

I hope you enjoy this feature all the same!

 

https://www.patreon.com/posts/art-leon-xix-sun-78155306
https://www.patreon.com/posts/art-leon-xix-sun-78155306


Art: Lenne (Full-Body) (Monthly Feature Replacement)

 

Feb 2, 2023

https://www.patreon.com/posts/art-lenne-full-78155107
https://www.patreon.com/posts/art-lenne-full-78155107


Hi, everyone! Due to our usual monthly feature artist (Yesa) falling ill this month, she hasn't been able to
complete the monthly feature we had planned. Instead, our character artist Khutilust has kindly agreed
to take on an extra illustration, this time featuring Lenne Niollere, the shadow-mage featured quite
prominently last update. She will have a greater role in the second half of the Kantena arc, alongside a
second member of the Imperial Hand, namely Resnik the Holy. Can't wait for you to see more of her!

 

[UPDATE] Demo ver 2.7 is finally live!

 

Jan 31, 2023

 

Hi, everyone! Hope you're staying safe and healthy.

Demo ver 2.7, featuring the new content for this month, has finally been uploaded to dashingdon. I did
end up going ahead and cutting the polyamory scene for now, meaning that the update sits at a lower
wordcount than expected--roughly 24k words altogether. It consists of F's day-off scene (which
constitutes a good 1/3 of the update on account of lateral variation), Ilya's letter-reading scene, as well
as a pretty significant amount of plot advancement. With this update, the Kantena arc has become
AMR's largest arc by a significant margin (63.5k words total), and we're not even done yet! I suspect
we'll fall somewhere in the range of 90k by the time the arc is well and truly finished.

As previously alluded to, Patreon charging will be turned off for the month of February. I'll be uploading
our final batch of artworks within 24 hours, so please stay tuned to that! Until then, I hope you enjoy the
update.

Click here to play Demo ver 2.7!

Thank you as always for your patience, and for supporting the development of A Mage Reborn!

 

Saturday Devlog (January 28)

 

Jan 28, 2023

 

Hi everyone, hope you're staying safe and healthy!

https://www.patreon.com/posts/update-demo-ver-78046420
https://www.patreon.com/posts/update-demo-ver-78046420
https://dashingdon.com/play/parivir/a-mage-reborn-book-2-27/mygame/
https://www.patreon.com/posts/saturday-devlog-77878949
https://www.patreon.com/posts/saturday-devlog-77878949


The edits progress healthily apace, and I've managed to cobble together an update that's mostly
satisfactory. I say mostly in the interest of transparency, because there's one scene that won't work itself
out, and at this point I'm mostly convinced it's better to rework it entirely. And I don't mean only to rewrite
the scene, per se, but to also set it up elsewhere in the story, where the mood and flow better
accommodates for it. That scene is the kick-off to the Yu-F polyamory, which I've written probably four or
five different versions of by now. I've tried to make it happen in the Jiasei arc; I've tried to make it
happen after the Eli-F spar; and I've tried to make it happen here. It's never come out quite right, and I'm
sorry to say that this attempt has so far been no different.

I'll keep cracking away at it for the rest of January, because there's not much else I can work on without
throwing the plot into another big arc and necessitating a cut-off for the update in parts where it doesn't
make sense. I've basically got everything else finalized; I just need to figure out if this scene can work,
or if I need to cut my losses and figure out a new gameplan. There's a lot of fun ideas I have for when
the 'yufpoly' boolean variable has been set to 'true', and I can't wait until I can properly cross that bridge
to the other side. It's the thought of this (and no small amount of spite, if we're being honest) that keeps
the polyamory route alive. I'll finish it one way or another, even if it takes a hundred rewrites!

But realistically, I don't have another hundred rewrites in me right now, which probably leaves us with an
update somewhere in the realm of 25k--basically the size of our regular updates. I'll release it this month
nevertheless, but Patreon charging will suspend for an additional month. February will be another full-
sized update of roughly the same size, though it'll just be the weekly devlogs and sneak peeks until
then! I hope the art released this month--including one last batch of artworks coming out around the
31st--will tide you over in the meantime.

We're close enough to update day that I feel a full-sized sneak peek will be redundant. Instead I leave
you with a small passage from F's day-off scene, which is probably the single biggest character-specific
scene in AMR thus far. I may have gotten a bit carried away with its lateral variation, but I'm very proud
of how things came out! Said passage under the cut.

***

"We could've been amiable this whole time, opposed though we may be to the other's views," F says.
"The fault lies with me for picking a fight the whole time."

"It's good that you're able to admit it," you supply.

"Had to start sometime," they reply. "I've few enough friends as it is. I shouldn't have such an appetite
for making enemies."

"For what it's worth, I don't think of you as an enemy," you say, and laugh when F looks at you as if you
lost your mind. You have to admit, the words felt silly even as they left your mouth. You press on
regardless. "I mean, my situation can't be helped right now. If I'm going to follow Tahlia's orders one way
or another, I might as well do it without you glaring daggers at me the whole time."

"You sound awfully light-hearted about all this."



"Would you rather I brooded?"

F groans. "Please don't become Plague."

***

Fun times.

And that about wraps it up for this week's update. I'll see you again on the 31st! And as always, thank
you for supporting the development of A Mage Reborn!

 

Sneak Peek (January 21)

 

Jan 21, 2023

 

Hi everyone! As promised, the sneak peek for this week, featuring a trio of familiar Nightsaber agents.
Please be warned that this scene contains a relatively graphic recount of a murder towards the end!

https://www.patreon.com/posts/sneak-peek-21-77555662
https://www.patreon.com/posts/sneak-peek-21-77555662






And that about wraps it up for this week's sneak peek. As always, thank you for supporting the
development of A Mage Reborn!

 

Saturday Devlog (January 21)

 

Jan 21, 2023

Hi everyone! Happy Saturday, and Happy Lunar New Year for those celebrating! I hope you're all
staying safe and healthy.

Happy to report that I've made respectable progress on the next week's update. I have the whole thing
written out, and a majority of it edited to the level of polish desired. I'm currently left with the scenes with
more fundamental problems—ones that will require whole rewrites or replacements, rather than pruning
nd trimming—but I have a comfortable amount of time to do so! If all goes well, i should be able to bring
you the promised 35k-word update by the end of the month.

I'll have a sneak peek up shortly after this post goes live! On the art front, you can also expect to see the
A Murder of Gods sneak peek (featuring Satria) sometime next week. Other art rewards will be posted
toward the end of the month, as per usual.

And that about wraps it up for this week's devlog! As always, thank you for supporting the development
of A Mage Reborn.

 

https://www.patreon.com/posts/saturday-devlog-77555619
https://www.patreon.com/posts/saturday-devlog-77555619


Monthly Feature (December/January)

 

Jan 15, 2023

 

Hi everyone! The next set of December goodies are here, featuring a look into what the Arcadian squad
would look like if their classes were swapped.

First of all, Flyss as a mage-fencer, similar to Eli's 'class' in AMR:

Secondly, F!Eli as a pure thaumer, similar to Yu's 'class' in AMR:

https://www.patreon.com/posts/monthly-feature-77282383
https://www.patreon.com/posts/monthly-feature-77282383


(the harsh green, of course, remains a fixture no matter the class!)

Thirdly, Yusuha as a priest-arcanist, similar to Tahlia's 'class' in AMR (but with a Yotai twist!):



And lastly, Tahlia as a mage-lancer, similar to F's 'class' in AMR:



And that wraps up our holdover Monthly Feature from December! I hope you enjoyed it, and as always,
thank you for supporting the development of A Mage Reborn!

 

Sneak Peek (January 14)

 

Jan 15, 2023

 

https://www.patreon.com/posts/sneak-peek-14-77282242
https://www.patreon.com/posts/sneak-peek-14-77282242


Hi everyone! As promised, the sneak peek of the next update, featuring the opening scene of the next
big plot point. I hope you enjoy!







And that about wraps it up for this week's sneak peek. As always, thank you for supporting the
development of A Mage Reborn!

 

Saturday Devlog (January 14)

 

Jan 15, 2023

 

Hi everyone! Hope you're staying safe and healthy.

My apologies that this devlog comes one day late. Despite churning out content at a healthy rate, I'm
still finding it difficult to produce prose I can be satisfied with. The happy news is that the next update
currently sits at 30k words altogether; the sad news is that they remain far from being refined enough to
see the light of day. As a result, I had a difficult time picking a scene to present as a weekly Sneak Peek.
It's only after today's process that I could polish a scene to a presentable state, thus resulting in the
delay of this devlog.

It's a bit of an odd spot right now, where I have most of the update already written mid-month through
sheer brute-force writing, but my mind's not really all there for the necessary step of editing it into

https://www.patreon.com/posts/saturday-devlog-77282108
https://www.patreon.com/posts/saturday-devlog-77282108


something on par with AMR's usual fare. I'm unsure if it's the post-Covid brain fog or just plain and
simple writer's block, but I hope to slowly soldier through it as January progresses. If nothing else, if I
make as much progress editing for the remainder of the month as I did today, I should have the full
update ready by the end of January, with a bit of time to spare.

In other news, I've received the second batch of December goodies in the Arcadian squad's class-swap
feature, which I'll post shortly after this post goes up. A Murder of Gods's artist, Fulminaire, has recently
been stricken with illness himself, which has unfortunately delayed progress on Satria's artwork.
However, he has since recovered from the ailment, and has again begun intensively resumed progress
on the project. Hopefully, I'll be able to show you his handiwork very soon.

As for January's goodies, we've begun a new series of Arcanist+ artwork in the form of character tarot
cards! I've found a new, promising artist to work on the feature, and they've begun work on the first
order. Yesa--our usual artist for Retainer+ features--unfortunately could not open a slot for AMR this
month, but AMR's character artist Khutilust has kindly agreed to fill in for her instead. The features will
be a bit different from our usual fare, but I hope you'll look forward to them all the same!

That about wraps it up for this week's update. As always, thank you for supporting the development of A
Mage Reborn!


