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Insert Flavor Text Here about Spells & Magic
This chapter details the requirements, abilities, and rule systems needed to use magic and enchantment in the Alpha Arkana system.  E’gathin scholars have classified magic into several primary groupings: Traditional Spellcraft, Innate Abilities, and Heteroclite Magic.  These groupings tend to deal with the mechanism for generating the supernatural abilities, rather than the abilities themselves.  

Traditional Spellcraft consists of a magician chanting a spell, creating arm and hand movements, while focusing his mind upon the desired effect.  Traditional Spellcraft has branched off into several smaller groupings including spell singers, battle mages, and ritualists.  While each of these smaller groups have different crutches, weaknesses, and advantages they each generally follow the same rules of traditional spell-casting.  The only requirement to learn traditional spellcraft is a student with a good mind and a strong will.
Innate abilities are those that are born with the individual or magical creature.  While they may gain skill in the use of their powers, they cannot teach an ungifted student to suddenly generate the effect.  They must be born with the talent to use the magic.  Innate abilities include some shape-shifting creatures, psychics, wyrd magic, and telepaths.

Heteroclite Magic is an odd grouping of everything else.  The only distinguishing rule of Heteroclite Magic is that it does not follow the traditional forms and rules of spellcraft.  Some heteroclite magic is a gift by greater powers to an individual, while other forms are simply very rare and utilize other mechanisms for creating the unnatural effects.  Banishment is one of the more common forms of heteroclite magic.
Most of this chapter deals with Traditional Spellcraft and how much mages exercise their powers.  Anyone who wishes an innate ability must go back and purchase the appropriate option with their available option points.  Traditional spellcraft does not require any supplemental options for Alpha Arkana characters, but it will require the correct skills to utilize.   Heteroclite magicians must read about their specific chosen field of spellcraft.  While very few will be detailed in this book, more will become available in later sourcebooks and on our website.
As was detailed in character creation, a potential wizard must have the following: a minimum magical aptitude of 131, a cast spells skill, a learn spells skill, and at least one spell or ritual either memorized or present in book form.  If your character does not have these things, they may not cast magical spells.  Once these things are present the wizard may attempt to cast a spell.
Characters may only attempt to cast a spell equal to their current Spell Rank.  The Spell Rank of a character is entirely dependant upon their Learn Spell skill, the appropriate Cast Spell skill, and the character’s Casting Type.  The Casting Type of a character was determined by the Occupation and Background of the character.  Each Arkana or School of magic known must have its own Spell Rank.  When referencing the chart below, a character will only have a Spell Rank if both Learn and Cast are of the appropriate value.  Otherwise use the lowest possible Spell Rank.
Spells always reference the Spell Rank of the particular Arkana used to cast the spell.  In some cases the rules may require a non-Arkana particular Spell Rank.  In these cases use the character’s highest Spell Rank.  Characters who do not have any knowledge of magic or spells count as having a spell rank of zero.  Those who know how to cast single spells or have magically innate abilities count as have a Spell Rank of 1 for the purposes of spell casting and other effects.
Maximum Spell Rank by Skill Level
	Cast & Learn Spells Skill
	Magister
	Professional
	Hedge Wizard

	01 – 20
	Apprentice.  Hedge Wizardry Only.

	21 – 54
	1st 
	1st
	1st

	55 – 69
	2nd
	1st
	1st

	70 – 74
	2nd
	2nd
	1st

	75 – 79
	2nd
	2nd
	2nd

	80 – 99
	3rd
	2nd
	2nd

	100 – 104
	3rd
	3rd
	2nd

	105 – 119
	4th
	3rd
	2nd

	120 – 129
	4th
	3rd
	3rd

	130 – 134
	5th
	3rd
	3rd

	135 – 154
	5th
	4th
	3rd

	155 – 179
	5th
	5th
	4th

	180 +
	5th
	5th
	5th


Spell-casters in Alpha Arkana do not have to memorize each and every spell they wish to cast.  The most common way of a hedge wizard casting a spell in the game is to read the spell from a magical tome detailing how to cast the spell.  Such an intonation of the spell will require several minutes and will double the normal drain of the spell.  Most spell casters learn or memorize their most commonly used spells.  Such memorization takes long periods of study, but can be executed in a fraction of the time required for unknown spells.  The caster may also choose to spend the longer amount of time in non-stressful situations with these spells to automatically cast without a skill roll.  In these situations, there is no possibility for a critical fumble or critical success.
	Casting Speed
	Memorized
	Non-memorized

	Quick
	1 Phase
	30 seconds per Spell Rank

	Normal
	1 Round
	1 minute per Spell Rank

	Long
	2 Rounds
	2 Minutes per Spell Rank


At the end of the casting period, the character must roll a skill check using the appropriate Cast Spells skill.  Failure means that the character was unable to generate the needed magical energy to create the effect.  There is no effect.  A successful skill roll means that the character was able to summon the needed energies and manipulate them into the desired effect.  Spell casting has specific critical success and failure tables similar to those utilized in combat.  
Some spells require additional skills to successfully generate the desired results.  Scrying and Ranged Strike are good examples of additional skill rolls for certain spells.  All spells with a range of touch must actually touch the target.  This requires a hand to hand skill or an Athletics default roll.  Subjects may always choose to defend normally against such attacks, or opt to negate any applicable Defensive Tactics.
During the combat round there is an excellent chance that the caster may be struck for injury.  If this occurs then the caster must make a Concentration XE "Concentration"  skill roll or else the spell fizzles with no Drain cost to the caster.  The amount of injury is the penalty to the skill roll.  However if the Concentration skill roll is a critical failure, then the spell must be rolled as a fumble XE "Fumble" , which immediately occurs.  A critical success with the Concentration roll will give a bonus to the Spell Casting skill roll.  The bonus is equal to 1/10th the caster’s Concentration skill.

Spell Casting Modifiers

	Action/Condition
	Modifier

	Only 1 hand free
	-50

	No hands free
	-100

	Arms restrained
	- 20

	Gagged
	- 80

	Completely silenced
	- 100

	Moving while casting, Walking
	- 0

	Moving while casting, Jogging
	- 5

	Moving while casting, Trotting
	- 10

	Moving while casting, Running
	- 20

	Drain Pool
	- Drain Pool

	Non pressure situation
	Automatic

	Missing a Learned Handicap
	- 80


If the Cast Spells skill roll was successful, add the required Drain of the spell into the Drain Pool.  Even if the results were ineffective due to a later skill roll or successful save, the drain still accumulates.  The more drain in the mage’s Drain Pool, the more tired and exhausted the mage.  This is reflected in a penalty equal to the current drain pool to all of the spell caster’s further spell casting skill rolls.  Drain also affects those who use Banishment, Destroy Undead, and some other WIL based skills.  The drain pool is reduced by rest, relaxation, meditation, and sleep.  The exact amount recovered varies by the health of the individual and is listed in the Calculation Step of character creation. 

The rest of this chapter is devoted to very specific rule systems for various aspects of spellcraft and enchantment.  Unlike combat, most of these systems are not designed to be optional and are a very fragile latticework of rules and counter-balances.  That being said, the GM will change the system to fit their personal desires, preferences, and beliefs.  Just be careful not to un-balance your campaign.  Have fun with it!
Supplemental Magical Rule Systems

· Banishment

· Canceling Spells

· Channeling

· Circle Magic

· Continual Spells

· Counter-magic

· Critical Spell Success & Failures

· Enchantment

· Hadromancy

· Innate Abilities

· Learning New Spells & Rituals
· Permanent Spells

· Ranged Strike

· Resisting Spells

· Rituals

· Rune Crafting

· Scrying

· Sense Aura

· Single Spells

· Speed Casting

· Spell Extending

· Spell Holding

· Spell Stacking

· Thaumic Links

· Utilizing Magical Devices


Alchemy

Alchemy is the skill that is part enchantment, part pre-chemistry, and part Herbalism.  While it can be used to create potions, oils, and salves it cannot be used to create any of the more permanent magical items.  While it requires and grants a basic knowledge of chemical properties, methods, and principles it is far too basic to begin charting the periodic table of elements.  While it grants the character knowledge of what herbs, plants, and other organic materials would work well in potions: it does not inform where and how to collect them, nor their medicinal properties, nor how to even identify them.  So what is it good for?  Distilling spells into potions; a basic knowledge of the science that will become chemistry; a broad group of knowledge about a lot of smaller subjects that are all inter-related.


An alchemist must have a workshop.  Unlike an enchanter that only requires time and calm, the alchemist must have glass tubes, beakers, flames and heat, distillation methods, and other fragile equipment.  The bare minimum cost for an alchemical workshop is 60.  This does not cover the actual room, location, or building.  This is simply the required tools and devices needed for the skill.  This will enable the owner to create one potion with up to 3 doses at any single time.  Larger workshops will enable the alchemist to devise more complicated experiments and larger quantities of results.


There are four basic projects that an alchemist can create.  The first is a Potion.  Potions must be ingested to become effective.  The effects usually take 1d10 minutes to manifest.  Potions may be foul tasting or delicious depending upon the ingredients used.  Anything which is harmful or poisonous to the recipient will not usually go into a potion, oil, or salve.  Potions have ingredients that expire far quicker than any other alchemical project.  Potions will go bad after 3 months in a sealed container.  More quickly if left exposed to air.  

Salves are thick concoctions that are slavered over a body location that is usually wounded or broken.  Salves cover and protect the area while also providing the effect directly into the blood system of the recipient.  Salves only require 1d10 rounds to become effective.  Salves will also expire, but will remain fresh for up to six months.  Salves are most often used for healing, restorative, or physical effects.

Oils are rubbed onto unbroken skin.  Oils must be rubbed onto every area that will experience the effect.  That means that a potion of strength rubbed onto an arm will only grant the extra injury bonus to strikes with that arm.  They require 3d10 minutes to react.  Oils will remain fresh for up to five years.

Dust has two different meanings in Alpha Arkana.  Both forms of dust are partly created using alchemy.  The first refers to a drug that is popular within the eastern half of the E’gathin Empire.  Very similar to cocaine, it is often mixed into an alchemical project to strengthen the effects with another additional benefit.  The creation of the form will not be discussed here, and is not common knowledge amongst alchemists.  The other dust is a powdered version of a spell that has been distilled and then heated into the powdery form.  This dust can then be inhaled, ingested, or injected into a recipient.  Dusts do not spoil or expire, but it can be hard to subject an unwilling recipient to the effects without their knowledge.  Dusts can also be mixed into candles or incense burners to spread their effects.

Insert Alchemist Pic Here

The ingredients of a project are key to the success or failure of alchemy.  Each of the active ingredients must resonate with the effect desired.  The GM and player must determine which ingredients will be necessary for what spells or effects.  The alchemist must have the spell to be distilled into the project as a learned spell.  Options may be placed into potions, but the required ingredients should be extremely rare, very costly, or supernatural in origin.

Once the list of ingredients is gathered the alchemy can begin.  Alchemy uses distillation, evaporation, sublimation, absorption into other ingredients, and calcinations to render the results.  Every hour of work will cost 1 Tin Common per intended dose in non-active ingredients.  Alchemy can be done in larger than average batches.  This will enable the alchemist to create many doses in only a slightly greater required time.  All projects require a number of man-hours equal to the spell rank of the intended spell times five.  In addition to the base every additional dose will require one additional hour.  The drain required is the number of doses times the spell rank of the spell to be placed within times three.  Multiple alchemists can choose not to increase the time, but share the drain instead.  Projects that incorporate options are similar, but require 2 hours per three option points.  The drain is equal to one per option point required per hour.  Alchemy cannot be stopped once a project has begun.  

The mechanism for alchemy is similar to that for enchantment and learning additional skills and spells after creation.  Each project requires a certain number of man-hours to complete.   The total number of man-hours must be separated into blocks of work time.  The maximum work block is four hours, but may be as short as an hour.  Blocks must be sequential, but after the first block a Willpower roll must be made if the enchanter desires to continue.  Alchemy is tiring: both mentally and physically.  Failure means the enchanter must take a break.  Don’t forget about sleep and eating.  
After each block the character must roll a skill check using Alchemy.  Success means that the character correctly infused and distilled the magical energies into the project a little bit more.  The work block is worth the full time expended.  Failure means that the there was a small flaw in the process and is only worth ½ the normal work block as the enchanter must fix his mistakes.  A ¼ skill success means that the creator had some insight into the device and was able to finish a little bit more (1 hour) in a faster time.  A critical success denotes that the character instinctively understood the work that needed to be done (double effective work time), while a critical failure means that nothing was gained (work time is zero).  The alchemists may choose to rush a job and gain a bonus of +25% to the effective time.  While this gives an overall penalty to the skill roll for that block, it is worth extra time towards the resolution of the project.  For example: A four hour work block would be worth 5 hours if rushed, while a three hour work block would be worth 3.75 hours.  Alchemists may also be more careful during the work block.   Reduces effective time by 25% but grants a bonus to the overall work block.
Three or more critical successes in the alchemical process results in a high quality job of an alchemical project.  The exact specifics should be determined by the GM.  Three or more critical failures mean that the project is fundamentally flawed.  Give the character a final sense aura to detect the flaws.  If it fails the GM needs to determine what the effects are.  Critical successes and flaws counter each other out in this step.  The greater the leaning towards one or the other an item it, the better or worse the job.  Some truly cursed potions and oils were the result of good intensions and an inept mind.  

Additional mages can assist in the creation of each facet of alchemy.  Each mage must have the requirements, but each will gain identical rolls and will fully contribute to the project.  However there are modifiers for too many mages assisting in the work at the same time.  Sometimes the best plan is to alternate creators into shifts.
Alchemical Modifiers

	Mild Distraction
	- 10

	Persistent Distraction
	- 20

	Pervasive Distraction
	- 40

	
	

	1 Hour Work Block
	- 20

	2 Hour Work Block
	- 10

	3 – 4 Hour Work Block
	- 0

	Creators Working in Shifts
	+ 20

	Rushed Work Block (+25% effective time)
	- 20

	Careful Work Block (-25% effective time)
	+ 10

	
	

	Partnered Creation
	- 20

	Small Group Creation (3 – 4)
	- 40

	Large Group Creation (5 – 10)
	- 60

	
	

	Resonant Workplace
	+ 20

	Resonant Tools
	+ 10

	Resonant Materials
	+ 15

	Superlative Quality Materials
	+20

	Exceptional Quality Materials
	+ 10

	Good Quality Materials
	+ 0

	Average Quality Materials
	- 10

	Poor Quality Materials
	- 30

	Pathetic Quality Materials
	- 60

	
	

	Tome Detailing Creation
	+ 10

	Previous Experience at Project
	+ 20

	Tutor / Partner w/ Experience
	+ 15

	
	

	Larger Batch, per extra dose
	- 5

	Spell Rank after First
	- 20

	Final Form is a Potion
	- 0

	Final Form is Dust
	- 20

	Final Form is Oil or Salve
	- 10


Banishment
 XE "Banishment" Banishment is used to cause otherworldly creatures and undead to either halt, run away in fear, or be returned to their plane of origin.  Otherworldly creatures include, but are not limited to, Angels, Demons, Djinni, Elementals, Undead, and Shadows.  The extra-planar creature must be visible to the person attempting the banishment.  The creature cannot be any further away than the character’s experience level times five feet.  A banishment attempt requires at least a full phase, and may become an Extended Action.  Any Reflexive Actions by the Focal person will instantly halt any banishment attempt.
To attempt to banish such a creature a banishment skill roll must be successful.  There is a penalty equal to the current Drain Pool of the character to this skill roll.  Other penalties such as movement, distractions, and range may also be applicable.  More than one person may attempt to banish the same target(s) simultaneously.  Choose a focal character to roll with their full skill.  The first assistant will grant a bonus of + ¼ their Banishment skill.  Each additional character who assists will add 1/10th their skill to the focal person.  Critical successes will double the normal bonus due to skill to establish the effect of the banishment.  A critical failure will inflict a Backlash of energy onto the focal character.  Roll a 1d10 and add the effect penalty of the target creature.  That total subtracted from zero will give the effect of the Backlash.
Characters with holy items gain a bonus to their banishment skill roll, assuming they truly believe in the deity.  The bonus is +5 for the average worshipper, +10 for a Devotee and +20 for Ministers.  Those without the skill, but who possess a holy item, may use their Force of Will default instead of receiving a bonus.
A successful Banishment roll will connect the focal character with the intended victim by an invisible thread of energy.  This thread of energy requires an amount of drain equal to the total experience levels of the creatures being banished per phase.  Most characters will focus upon one or two creatures to minimize this cost.  The character may choose to sever this thread at any time at the cost of one action.  Roll on the following table to determine the initial results of the banishment attempt.  There is a bonus of 1/10th the total skill of the focal character.  There is also always a penalty based on the creature being banished.  In most cases this is equal to the level of experience of the target, but certain creatures are more resistant to being banished.  Any additional penalties will be listed with the particular creature.  The focal character may choose to accept this result and sever the thread.  If this occurs there is no additional drain, and the effects of the banishment stand.
Many banishment attempts will have no or little effect on the target creature.  The focal character may choose to remain in direct magical contact with the target.  This will cost an additional amount of drain from the focal character and allow a contested Banishment vs. Willpower roll.  The target does not have to expend actions to resist the banishment, but will suffer a penalty equal to 1/10th the focal character’s total Banishment skill as a distraction.  If the focal character wins then the effect level is increased by one.  If the target wins, the effect level is reduced by one.  A success by over 40 will result in a movement of two on the effect chart.  A success by over 100 will result in a movement of three on the effect chart.  If this should ever result in a backlash result then the link is immediately severed.


Banishment Effects

	Die Roll
	Results of Banishment

	Under -10
	Backlash.  Character suffers 3d10 Injury points and 5d10 additional Drain.

	-10  to - 6
	Backlash.  Character suffers 2d10 Injury points and 3d10 additional Drain.

	- 5 to 0
	Backlash.  Character suffers 1d10 Injury Points and 2d10 additional Drain.

	01 – 10
	No Result.

	11 – 35
	No Result.

	36 – 50
	No Result.

	51 – 60
	Held at bay.  Creatures held at 5’ radius from caster.

	61 – 70
	Held at bay.  Creatures held at 10’ radius from caster.

	71 – 80
	Terror.  Creatures forced to run in fear for 1d10 ÷ 2 phases.  Only a successful WIL check will allow them to return.

	81 – 90
	Terror.  Creatures forced to run in fear for 1d10 ÷ 2 phases.  Only a successful WIL check at - 15 will allow them to return.

	91 – 100
	Banished.  Creatures are forced back to place of origin or destroyed.

	101 – 110
	Banished.  Creatures are forced back to place of origin or destroyed.  Cannot return for 1d10 hours.

	111 – 120
	Banished.  Creatures are forced back to place of origin or destroyed.  Cannot return for 1d10 days.

	121 +
	Banished.  Creatures are forced back to place of origin or destroyed.  Can never return.


Canceling Spells

Canceling an active spell may be done at any time by the original caster before the duration normally expires.  This requires one action worth of concentration and the appropriate cast spells skill roll to control and contain the spell.  A failure on this roll means that the spell continues normally.  A critical failure on this check requires a normal roll on the spell casting critical failure chart.   A critical success will reduce the character’s drain by ¼ the spell’s Drain.

Instant spells cannot be cancelled as they will have already been completed by the time the caster could possibly begin to cancel it.  Permanent spells or rituals may never be cancelled by the original caster without an additional effect or spell.  Casters may attempt to cancel Continual spells as per the normal rules, but there is an additional penalty of -20 per Spell Rank of the spell.


Channeling

This skill allows the character to transfer a small amount of their personal life energy to another.  The character can replenish 1d10 ÷ 2 points of another caster’s drain for every 10 points of skill.  This will cause the character to spend twice the amount of Drain as was transferred.  Channeling can only be done with a touch, never at a distance without magical assistance.

If this causes the character’s drain level to drop below the point when any spell could be cast they do not lose any additional drain.  Instead they must roll HEA to remain conscious, and will suffer 1 point of injury for every additional point of drain.  Magical or unnatural healing cannot heal this injury.
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Circle Magic


The creation of Magical Circles requires the skill Runic Knowledge.  Magical circles are normally written in chalk, ink, or dust on a floor, and are often used with spells of protection and defense.  These circles are also known as Runic Barriers, and do not have to be perfectly circular in nature.  They must however be continuous and unbroken.  The more permanent forms of magical circles can include other spells of greater power or influence.  These circles that are designed to channel non-defensive spells are commonly referred to as Nodes.

Circles are inert until the appropriate spell is cast at the circle.  Once that occurs the circle is activated and will remain so for a very long time.  Temporary circles will only remain active for a few hours to a few days.  There is a cumulative 1% chance per hour that the circle will deactivate.  If the caster leaves the circle it increases to 5% each hour.  Permanent circles have the same chance of deactivation, but the timetable expands to every day.

All Runic Barriers require a minimum of three runes per linear foot.  Assuming the Runic Barrier is actually circular in nature the number of total runes required is 18.84 times the radius of the circle.  PI (3.14) x 2 x Radius x # of Runes per foot.  Always round up when determining the number of runes per magical circle.  Circles may be combined and their runes intertwined.  Requires the same amount of runes per foot, but the runes may be interspersed to give a sort of bulk rate.  They still require separate spells to activate each aspect of the circle
Additional runes can be added per linear foot, but the number must be consistent.  A circle with mostly three runes per foot will not gain any additional benefit from the occasional four per linear foot.  Circles with additional runes per linear foot will gain a bonus of +5 to the strength of the runic barrier.
	Material
	Time Per Rune
	Base Strength

	Ink, Chalk, Powder
	5 Minutes / Spell Rank
	100

	Wood
	1 Hour / Spell Rank
	150

	Metal
	2 Hours / Spell Rank
	175

	Stone
	3 Hours / Spell Rank
	200

	Metal inlaid Wood
	3 Hours / Spell Rank
	160

	Metal inlaid Stone
	4 Hours / Spell Rank
	250



Temporary magical circles may be inscribed with dust, ink, chalk or any other powdery substance.  These circles are extremely fragile and the enchantment will end if any portion of the circle is broken, marred, or disrupted.  Anything that is not the proscribed entity or a direct result of the proscribed element can negate the circle.  
For example: A circle of protection from demons is inscribed upon the ground around the party.  The mage manages to activate it just before the demon and his henchmen arrive.  The demon cannot enter the circle, or touch the elements that create the circle.  Any weapon or item he is carrying, touching, or causes to move cannot enter or break the circle.  His mind controlled henchmen cannot break the circle.  His spells cannot enter the circle.  The greedy mercenary warrior he hired CAN enter or disrupt the circle.  The clumsy adventurer who falls over can leave or break the circle.  A strong random gust of wind can break the circle.  A splatter of blood can break the circle.

Since these circles are so very fragile, many mages have inscribed permanent runic barriers on the floors of safe locations.  These are commonly carved wood or stone, metal inlaid into wood, or some other very strong material.  Unlike common runes, circles can absorb and channel far more magical energy and will very rarely disintegrate after use.  They also take far longer to create, but can be much sturdier.  It is a big difference to scuff a small bit of dust or powder than it is to pry out a portion of an iron rune inlaid on a wooden board.  If an active permanent runic barrier is broken or disrupted by physical means then there is also a large backlash of energy.  Roll once on the Spell Casting Fumble Table for every ten runes that was a part of the runic barrier.

All circles have the potential to be broken even by the things it keeps out.  This is another reason why permanent circles are better than temporary circles or even the spell versions.  When a proscribed being attempts to enter a circle there is a contested action between the ¼ Willpower of the creature and the Base Strength of the circle.  The circle may also receive a bonus due to the caster who cast the spell that charged the circle.  If the caster desires they may spend the phase concentrating on boosting the defense of the circle.  This will grant an additional bonus equal to the Channeling skill of the caster.  Other casters may also give aid to the circle if they are within it.  They may each grant an additional bonus of 1/10th their Channeling skill.  Everyone who helps to bolster the runic barrier will suffer an amount of Drain per phase equal to the Spell Rank of the spell that charged the circle.

Circles, like most other forms of magic, responds very well to resonance.  Items of resonance within a runic barrier will increase the base strength by at least five per item.  More powerful or symbolic items can give up to twenty additional points each.  If a resonant item is incorporated into the actual circle or runic portion of the circle it gains a bonus of 50 points of base strength.

Other forms of runic barriers include Containment Circles and Spell Nodes.  Circles of Containment are very similar to Circles of Protection.  The only difference is that circles of protection keep things out while circles of containment keep things within.  The caster may utilize all of the normal bolstering and other benefits only if he remains within ten feet of the containment circle.  Containment circles are often used in conjunction with spells of summoning and are very useful in negotiating with the summoned creature.
Spell Nodes can incorporate almost any spell that the Game Master will allow.  Summoning spells, ranged strike spells, translation spells, and even healing spells.  Anyone with the appropriate Cast Spells skill may divert and use the ability of the node to create the effect without any personal Drain.  While any number of individuals can stand within the node, there is only a very limited amount of magical power that can be utilized from the node.  One individual may enjoy the effects of a spell node for every 75 points of base strength.  There is an additional cost of 10 points for every additional Spell Rank above one.  The GM may determine that some spells are easier to incorporate into nodes and will have a reduced cost to determine the maximum numbers of users.
Continual Spells


Most spells last a short duration: a few seconds, a couple of minutes, perhaps even several hours.  Continual spells are a form of permanent spell.  While not truly permanent in nature, they last an exceedingly long time.  Their magical signatures bond to their target and contain a large amount of mystical energy.  Some stay continually in use, mimicking magical items while others wait until needed and then activate suddenly.  The sheer amount of energy they require to maintain their incredible durations make them far more likely to encounter spell interference.  When crowded they often interact strangely with each other to unusual effects.  Most spells spend their energy and it dissipates into the ether.  Continual spells store and maintain their energies over days, weeks, or months.  This can make them dangerous and unpredictable to those who cannot control them.

Everyone has a maximum number of continual spells that can be active on their person or belongings before there is the possible risk of spell interaction.  A piling of continual spells inside a small 5 by 5 foot area can also suffer from spell interaction.  Spell Interaction is when more than one spell begins to mingle with the energies of another spell to create some sort of unintended effect.  Sometimes the spell simply activates, other times the spell mutates into another spell.   It is rarely good, and never to be desired in a companion. 

Locations, objects and normal everyday people have no control over Continual Spells.  Spell casters can control a limited number of these spells based upon their skills, magical aptitude, and casting type.  Magisters can control 3 continual spells, Professional mages can control 2 continual spells, while Hedge Wizards can control 1 continual spell.  In addition, mages can control an additional number of continual spells based on their maximum Spell Rank.  And those with a Magical Aptitude of more than 170 may control one additional continual spell.  After this limit, there is a cumulative 5% chance of Spell Interaction.  This should be checked when each additional Continual Spell is added, when any continual spell is activated, and anytime the individual make a critical fumble on a magical skill roll.  Concentration checks, Spell casting, Channeling, Scrying, Enchanting, Sense Aura, Banishment, Counter-magic, and even canceling another spell could set off a cascade of continual spells.  

Roll on the following table to determine the effects of Spell Interaction.  Any spells that activate will normally select random targets within range.  Spells that normally have a range of Self, Touch, or less than 10 feet will have a range of 10 feet to determine effects.  If the original caster is within 30 feet of the spell interaction they may attempt to control the target and other particulars.  Roll a Concentration check with a penalty of Spell Rank times five for each spell as it activates.
Spell Interaction

	Die Roll
	Effects

	01 – 05
	Lucked Out.  Re-roll the chance of interaction.

	06 – 15
	Only one spell activated.  Others are stable.

	16 – 50
	1d10 continual spells activate.

	51 – 95
	All continual spells activate.

	96 – 99
	Roll on the Spell Casting Critical Fumble Chart.

	100
	Roll on the Ritual Critical Fumble Chart.


Counter-magic

Characters may attempt to pro-actively interfere with another wizard as he weaves a magical spell.  The character must have knowledge of a school or Arkana that contains the spell being cast.  The character must also have sufficient knowledge (spell rank) to be able to cast the spell if he so desires.  A character may not attempt to disrupt a spell more powerful than him.  If the character is unsure which spell is being cast, he may attempt a Spellcraft skill roll to determine the correct Arkana and Spell Rank.  

If the character begins the same phase as the spell caster begins his spell, and continues disrupting during the entire casting process, they may apply ¼ their Counter-magic skill as a penalty to the casting roll of the opposing mage.  If they stop while the spell is being cast, or they started too late the penalty is only 1/10th the skill.  Use of this skill drains the counter-mage by three times the rank of the spell.  If more than one caster is attempting to counter spell, then each additional mage adds 1/10th their skill to the total penalty of the opposing spell caster.

Critical Spell Success & Failures


The following charts are to be used for critical successes and failures when casting spells.  A critical success is always 1/10th or less when rolling a spell casting skill check.  A critical fumble is always a result of 96 – 00.  Roll twice on the following chart for critical successes.  The first roll is for the amount of drain, the second is for a bonus to the spell’s duration, range or effect.  The GM should choose whatever fits the intent of the spell best.

	Die Roll
	Drain
	Spell Effect Bonus

	01 – 50
	Full
	None

	51 – 70
	Half
	+ 25%

	71 – 85
	Quarter
	+ 50%

	86 – 95
	One
	+ 100%

	96 – 00
	None
	+ 200%


Spell Casting Critical Failure Table

	Die Roll
	Effect

	01 – 20
	Full Normal Drain.  Spell Fizzles and has no effect.

	21 – 30
	Double Normal Drain.  Spell Fizzles and has no effect.

	31 – 35
	Triple Normal Drain.  Spell Fizzles and has no effect.

	36 – 37
	Quadruple Normal Drain.  Spell Fizzles and has no effect.

	38 – 57
	Magically Stunned.  Roll 1d10.  WIL roll or unable to cast spells for 1d10 + Spell Rank in rounds.  Check the chart below to determine the penalty to the WIL check.

	
	Die Roll

Willpower Penalty

	
	1 – 2

WIL roll -5x Spell Rank.

	
	3 – 8

WIL roll -10x Spell Rank.

	
	9 – 10

WIL roll -20x Spell Rank

	58 – 67
	Random Target.  Spell strikes random target within range.  Spells that are self or touch may jump no more than five feet of the caster to find a new target.  If the new target is not valid for whatever reason, then the spell will simply fizzle.  The caster suffers full normal drain for casting the spell.  If the spell requires aiming (such as some combat spells) then roll on the following chart.  The spell acts as if the new recipient was the original target of the spell.  

	
	Die Roll

Effective Ranged Skill

	
	1 – 3

50% Ranged strike skill.

	
	4 – 8

75% Ranged strike skill.

	
	9 – 10

100% Ranged strike skill.

	68 – 88
	Arkana Specific.  Roll on the appropriate sub-table for the Arkana from which the spell was cast. Spells that count as multiple Arkana should use the Arkana that the caster has the highest cast spells skill in.  Schools should use the alternate Arkana that the spell belongs.

	89 – 90
	Alternate Arkana Specific.  Roll a d10.  1-2 Energy Arkana,  3-4 Mental Arkana, 5-6 Physical Arkana, 7-8 Power Arkana, 9-10 Re-roll to determine the Arkana used.

	91 – 95
	Combination.  Roll a d10.

	
	1 – 7

Roll 2x on the Failure Table.  Re-roll further combo results.

	
	8 – 9

Roll 3x on the Failure Table.  Re-roll further combo results.

	
	  10

Roll 3x on the Failure Table.  May roll additional combos.

	96 – 00
	Spell Cascade.  The spell activates the portion of the mind that regulates spell casting unleashing additional random spells.  The target is always random.  Spells may fracture and have multiple targets with the full normal spell effect.  Roll a d10.  Re-roll the effect of the first spell fumble that began this cascade.  

	
	1 – 5
Another random spell is cast.  Full drain is lost, and re-roll on the main table to determine effects.

	
	6 – 9
No further rolls for this cascade

	
	  10
Another random spell is cast.  Full drain is lost, and re-roll three times on the main table to determine effects.
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Energy Failure Sub-table

	Die Roll
	Effects

	01 – 10
	Caster suffers 2d10 + Level + 1/10th Cast Spells Skill in Injury

	11 – 12
	Caster suffers 10 + 1d10 per two levels of Caster in Injury

	13
	Caster suffers 6d10 + Level + 1/10th Cast Spells Skill in Injury

	14 – 23
	Nearest Friend suffers 2d10 + Level + 1/10th Cast Spells Skill in Injury

	24 – 25
	Nearest Friend suffers 10 + 1d10 per two levels of Caster in Injury

	26
	Nearest Friend suffers 6d10 + Level + 1/10th Cast Spells Skill in Injury

	27 – 36
	Nearest Person suffers 2d10 + Level + 1/10th Cast Spells Skill in Injury

	37 – 38
	Nearest Person suffers 10 + 1d10 per two levels of Caster in Injury

	39
	Nearest Person suffers 6d10 + Level + 1/10th Cast Spells Skill in Injury

	40 – 42
	All within 10ft suffers 2d10 + Level + 1/10th Cast Spells Skill in Injury

	43 – 44
	All within 10ft suffers 10 + 1d10 per two levels of Caster in Injury

	45
	All within 10ft suffers 6d10 + Level + 1/10th Cast Spells Skill in Injury

	46 – 55
	¼ HEA roll or Unconscious for 1d10 + Level rounds.

	56 – 68
	¼ HEA roll or Unconscious for rest of scene

	59 – 60
	¼ HEA roll or Unconscious for 1 hour

	61
	Caster suffers the effects of Heat Metal on all metal items carried or worn

	62
	Caster suffers the effects of Increased Pressure.

	63 – 64
	All flames within 15’ of the caster have the effect of Flame Growth

	65 – 66
	All flames within 15’ of the caster are extinguished.

	67 – 69
	Caster centered Pyrotechnics

	70
	Caster’s most powerful injury dealing spell is cast.  Roll target randomly

	71
	Caster’s most powerful injury dealing spell is cast.  Centered on Caster

	72 – 74
	Sensitive to Heat.  Double the injury and caster will suffer from exposure quicker.  Lasts for 3d10 hours

	75 – 77
	Sensitive to Cold.  Double the injury and caster will suffer from exposure quicker.  Lasts for 3d10 hours

	78 – 79
	Caster centered Cacophony

	80
	Caster suffers the effects of Mage Bound

	81 – 82
	Caster centered Dark of Night

	83 – 84
	Caster centered Daylight

	85 – 94
	Caster suffers double injury dealt by elemental sources (Fire, Cold, Electricity, Etc.) for 1d10 + Level rounds

	95 – 97
	Caster suffers double injury dealt by elemental sources (Fire, Cold, Electricity, Etc.) until end of scene.

	98 – 99
	Caster suffers double injury dealt by elemental sources (Fire, Cold, Electricity, Etc.) for one hour.

	100
	Caster suffers double injury dealt by elemental sources (Fire, Cold, Electricity, Etc.) for one day


Mental Failure Sub-table

	Die Roll
	Effects

	01 - 02
	Lobotomized for rest of scene

	03
	Lobotomized for 1 day

	04 – 05
	Personality reversed for rest of scene

	06
	Personality reversed for 1 day

	07 – 10
	Deaf for rest of scene

	11 – 12
	Deaf for 1 day

	13 – 15
	Comatose for 1d10 + Level rounds

	16 – 17
	Comatose for rest of scene

	18
	Comatose for 1 day

	19 – 22
	Severe Phobia for 1 day

	21 – 23
	Severe Phobia for 1 week

	24
	Severe Phobia for 1 month

	25 – 27
	Loses sense of smell/taste for rest of scene

	28 – 29
	Loses sense of smell/taste for 1 day

	30
	Loses sense of smell/taste for 1 week

	31 – 35
	Spasms w/ -10 pen. to DEX & AGL skills for scene.

	36 – 38
	Spasms w/ -20 pen. to DEX & AGL skills for scene

	39
	Spasms w/ -40 pen. to DEX & AGL skills for scene

	40 – 42
	Random addiction / obsession for 1 day

	43 – 44
	Random addiction / obsession for 1 week

	45
	Random addiction / obsession for 1 month

	46 – 48
	Unable to save versus illusions for rest of scene.

	49 – 50
	Unable to save versus illusions for 1 day

	51
	Unable to save versus illusions for 1 week

	52 – 54
	Unable to save vs. mind control for rest of scene.

	55 – 56
	Unable to save vs. mind control spells for 1 day.

	57
	Unable to save vs. mind control spells for 1 week.

	58 – 59
	Amnesia for 1 day

	60
	Amnesia for 1 week

	61 – 62
	Everyone within 15 feet of the caster suffers the effects of Amiability with every other person they encounter for the rest of the scene

	63 – 64
	Caster suffers the effects of Berserk

	65 – 66
	Caster suffers Fear towards original target of spell.

	67 – 68
	Caster suffers Delusions of Grandeur for  scene

	69 – 70
	Caster is affected by rage rules for rest of scene.

	71
	Caster is affected by rage rules for 1 day

	72 – 73
	Caster’s party suffers the effects of Hesitation for rest of scene

	74
	Caster has no sense of direction, even magically enhanced, for 1 day

	75 – 76
	Caster suffers the effects of the Silence spell

	77 – 78
	Caster suffers the effects of Tell Truth for rest of scene.

	79
	Caster suffers the effects of Tell Truth for 1 day.

	80
	Everyone within 15’ of caster suffers the effects of Tell Truth for rest of scene

	81 – 84
	Caster forgets how to cast fumbled spell for scene.

	85 – 86
	Caster forgets how to cast fumbled spell for 1 day.

	87 – 88
	Caster suffers the effects of Pain

	89 – 90
	Caster is blind for 1d10 + Level rounds

	91
	Caster is blind for rest of scene

	92
	Caster is blind for 1 day

	93 – 94
	Caster has no night vision for 1 week

	95 - 96
	Caster falls in love / obsession with target for scene.

	97
	Forced to babble incessantly for rest of day.

	98
	Caster begins to stutter.  All spells take 1d10 – 1/10th WIL (Min=1) rounds longer to cast

	99
	Caster suffers the effects of Speed Sense of Time.

	00
	Caster suffers the effects of Vertigo


Physical Failure Sub-table

	Die Roll
	Effects

	01 – 10
	Reversal of spell for normal duration.  Instant spells re-roll on this table

	11 – 14
	Reversal of spell for rest of scene.  Instant spells re-roll on this table

	15 – 17
	Reversal of spell for 1d10 days.  Instant spells re-roll on this table.

	18
	Continual reversal of spell.  Instant spells re-roll on this table.

	19 – 22
	Target of spell suffers the effects of Weaken for rest of scene.

	23 – 25
	Target of spell suffers the effects of Weaken for 1 day

	26 – 29
	Caster suffers the effects of Weaken for rest of scene.

	30 – 32
	Caster suffers the effects of Weaken for 1 day

	33 – 36
	Caster suffers the effects of Paralysis for scene.

	37 – 39
	Caster adheres to everything for rest of scene.  Think of any comedy where the actor gets glue or other sticky stuff on his hands and feet and tries to do normal activities.

	40 – 43
	Caster suffers the effects of Slow for rest of scene.

	44 – 47
	Caster suffers the effects of Shrinkage for scene.

	48 – 50
	Caster suffers Forced Change.  If not applicable then re-roll on this table

	51 – 53
	Caster gains Poison Touch for rest of scene

	54 – 57
	Casters Shape changes into a small, in-offensive creature.  Party’s choice

	58 – 60
	Caster shape changes into nearest creature or person.  Equipment does not duplicate

	61 – 65
	Caster gains strange odor for 1d10 days

	66 – 69
	Caster’s race changes randomly.  Lasts until end of scene.

	70
	Caster’s race changes randomly.  Lasts 1d10 days.

	71 – 73
	Hair color, skin color, and eye color change radically.  GMs choice. Permanent

	74 – 76
	Voice changes radically.  GMs choice.  Lasts 1d10 days.

	77
	Caster ages unnaturally by rank of spell x 2 years.  Permanent.

	78 – 80
	One random non-magical item on caster’s person crumbles to dust

	81 – 83
	Plant growth is accelerated around the caster for rest of scene.

	84
	Plant growth is accelerated around the caster for 1 day.

	85 – 87
	Plant life withers and dies around caster for scene.

	88
	Plant life withers and dies around the caster for 1 day.

	89 – 91
	Changes sex of caster for rest of scene.

	92
	Changes sex of caster for 1d10 days

	93 – 94
	Clothing and gear of caster undergoes radical alteration.  Permanent.

	95 – 97
	Loss of coordination w/ -10 penalty to all DEX and AGL skills for rest of scene

	98 – 99
	Loss of coordination w/ -20 penalty to all DEX and AGL skills for rest of scene

	00
	Loss of coordination w/ -40 penalty to all DEX and AGL skills for rest of scene


Power Failure Sub-table

	Die Roll
	Effects

	01  - 20
	Triple Normal Drain.  Spell Fizzles and has no effect.

	21 – 30
	Quadruple Normal Drain.  Spell Fizzles, no effect.

	31 – 35
	Quintuple Normal Drain.  Spell Fizzles, no effect.

	36 – 37
	Ten times normal Drain.  Spell Fizzles, no effect.

	38 – 39
	Activate all runes & charged items carried by caster.

	40
	Activate all runes within ten feet of the caster

	41 – 42
	Drain all runes & charged items carried by the caster for 1d10 charges

	43 – 44
	Drain all runes & charged items carried by the caster for 2d10 charges

	45
	Drain all runes & charged items within ten feet of caster for 1d10 charges

	46 – 50
	Caster is teleported 25 feet in random direction.

	51 – 53
	Caster is teleported 50 feet in random direction.

	54 – 55
	Caster is teleported 100 feet in random direction.

	56
	Caster is teleported 1 mile in random direction

	57
	One random permanent magical item carried by caster is permanently ruined

	58
	All magical items within 10 feet of caster become useless until the end of the scene

	59 – 60
	Caster begins to glow with an eerie light

	61
	Caster and random target each lose or gain injury points identically for the rest of the scene

	62
	Caster & Target exchange location.  Non-targeted spells select a random victim

	63
	An extra-planar dimensional tear appears at target location.  

	64 – 65
	Caster suffers the effects of Soul Projection until end of scene.

	66
	Caster suffers the effects of Soul Projection for 1 day.

	67 – 69
	All continual spells placed upon the caster or objects carried are automatically dispelled

	70 – 71
	All continual spells within 10 feet of the caster are automatically dispelled

	72 – 73
	Caster suffers the effects of Increase Pressure

	74 – 75
	Random target suffers the effects of Increase Pressure.

	76 – 77
	Everyone within 10 feet of the caster suffers the effects of Increase Pressure

	78 – 79
	Caster accidentally summons an uncontrolled domovoi.

	80 – 81
	All caster’s spells until end of scene have ½ range.

	82
	All  caster’s spells until end of scene have ½ effect

	83 – 84
	All spells cast by caster until end of scene have ½ duration.

	85 – 86
	All spells cast by caster until end of scene have ½ injury dealt.

	87 – 88
	Cacophony is created centered on the caster

	89 – 90
	Caster suffers the effects of Jinx

	91
	Field of Silence is created centered on the caster.

	92
	An area of anti-magic is created centered around the caster.  20’ Radius

	93 – 94
	An area of anti-magic is created centered around the caster.  10’ Radius

	95 – 96
	Caster cannot link with any Geomantic, Necromantic, or Naturalistic source until end of scene.

	97
	No one in the area can link with any Thaumic source until end of scene.

	98 – 99
	Caster cannot channel drain until the end of the scene.

	00
	Caster cannot channel drain for 1 day


Enchantment

Enchantment is the art and science of creating magical devices including scrolls, wands, swords, and other items but not potions or runes.  To create potions, dusts, oils, or salves the character must use Alchemy.  To create runes or circles the character must use Runic Knowledge.  Enchanting magical devices requires the Enchantment Skill and at least one Cast Arkana skill.  

Steps to Enchantment of Magical Devices

1.  Create or purchase the item to be created.

2.  What type of Bond with the item?
3.  Create or impose the storage medium.

4.  Create the trigger for the storage medium.

5.  Place spell / ability / effect into the storage medium.

6.  Repeat for every desired ability.


The first step of enchanting is to acquire the item.  Items that are simply purchased prove the easiest way to complete this step, but may be a serious detriment latter on during the enchantment process.  The quality of the workmanship, the materials used to create the item, focal items included, resonant designs and artwork are all important to the final product.  A loose rule of thumb – the nicer the item, the easier to enchant.

Modifiers based on Material Quality and Craftsmanship

Superlative Quality Materials


+ 20

Exceptional Quality Materials

+ 10

Good Quality Materials


+ 0

Average Quality Materials


- 10

Poor Quality Materials


- 30

Pathetic Quality Materials


- 60

Superlative Craftsmanship


+ 20

Exceptional Craftsmanship


+ 10

Good Craftsmanship


+ 0

Average Craftsmanship


- 10

Poor Quality Craftsmanship


- 30

Pathetic Quality Craftsmanship

- 60


The second step is bonding with the item.  Items do not have to be bonded with to be enchanted.  Enchanters often bond with items that they have personal history with because of a greater resonance with the object.  This resonance and importance to the character helps them entwine the energies required to bind the effects.  This step is the most subjective for the GM and player to decide.  Players should create attachments during game-play, although an over looked item that was vital to several adventures or great deeds could be brought to the fore-front and determined to be bonded.

Modifiers for Personal Bonding

Purchased the Item to Enchant

- 10

Found / given the Item as a gift

+ 0

Stolen / Spoils of War / Treasure

+ 5

Helped to create the item


+ 5

Exclusive creator of the item


+ 10

No special events / emotions w/ item

+ 0

Minor events / emotional bond

+ 5

Significant events / emotional bond

+ 10

Life changing events / emotional bond

+ 15

Central item to the characters life.

+ 20



In step three the storage medium for the effect must be woven onto the item’s aura.  Think of this storage medium as the holder for the effect.  It is both the power source and the container for the spell.  A revolver has six cylinders that hold the bullets; a wand has a reservoir of energy that both holds the energy for the spell and the actual spell itself.  When activated the item should smoothly and fluidly create the effect.  When the trigger is squeezed the revolver fires.  This medium must be impressed upon the item.  The larger, more powerful, more useful a storage medium is, the more difficult it is to create.  A charged item is far easier and quicker to prepare than a constantly active magical blade.  

The mechanism for enchantment is similar to that for learning additional skills and spells after creation.  Each form of storage medium requires a certain number of man-hours to complete.   The total number of man-hours must be separated into blocks of work time.  The maximum work block is four hours, but may be as short as an hour.  Blocks may be sequential, but after the first block a Willpower roll must be made if the enchanter desires to continue.  Enchantment is tiring both mentally and physically.  Failure means the enchanter must take a break.  Don’t forget about sleep and eating.  After each block the character must roll a skill check using Enchantment.  Success means that the character correctly infused and wove the magical energies into the material item a little bit more.  The work block is worth the full time expended.  Failure means that the there was a small flaw in the enchantment and is only worth ½ the normal work block as the enchanter must fix his mistakes.  A ¼ skill success means that the creator had some insight into the device and was able to finish a little bit more (1 hour) in a faster time.  A critical success denotes that the character instinctively understood the work that needed to be done (double effective work time), while a critical failure means that nothing was gained (work time is zero).  

Three or more critical successes in the enchantment process results in a high quality job of enchanting that element.  The exact specifics should be determined by the GM.  Three or more critical failures mean that the item is fundamentally flawed.  Give the character a final sense aura to detect the flaws.  If it fails the GM needs to determine what the effects are.  Critical successes and flaws counter each other out in this step.  The greater the leaning towards one or the other an item it, the better or worse the job.  Some truly cursed items were the result of good intensions and an inept mind.  

Additional mages can assist in the creation of each facet of enchantment.  Each mage must have the requirements, but each will gain identical rolls and will fully contribute to the project.  However there are modifiers for too many mages assisting in the work at the same time.  Sometimes the best plan is to alternate creators into shifts or allow each creator a different aspect of the whole.

Scrolls are paper, papyrus, or other writing mediums that have been especially enchanted to hold a spell indefinitely until read aloud.  Similar to paper runes, but these specially treated magical objects never suffer from spell fizzle.  They require the full normal casting time to read aloud, and only by reading the scroll aloud will the scroll activate.  Activating a scroll requires a successful Language skill roll to pronunciate the words carefully and accurately.  Failure will cause the scroll to remain inert.  Scrolls may only hold spells, never rituals nor options.  Scrolls cannot have any additional triggers.

Man Hours, skill penalties, & Drain per man–hour required for Storage Mediums
	Type of Device
	Man-hours
	Skill Penalty
	Drain per Man Hour

	Scroll
	3 per Spell Rank
	- 0
	10 per Spell Rank

	Gem - Spell
	3 per Spell Rank
	- 0
	10 per Spell Rank

	Gem – Option
	1 per 2 option points
	- 0
	1 per option point

	Single Use - Spell
	5 per Spell Rank
	- 15
	10 per Spell Rank

	Single Use - Option
	1 per 2 option points
	- 15
	1 per option point

	Charged
	120 + Each Single Use
	- 15 w/ -5 per 3 charges
	Per Single Use

	Battery
	300 + Drain Pool
	- 20 + Drain Pool
	Drain Pool x 2

	Wyrd Magic
	300
	- 30
	Special

	Limited Use
	Varies
	- 30
	Per Single Use

	Spell Vault
	300 + (Spell Rank x 5)
	- 30
	10 per max Spell Rank

	Eternal Effect
	900
	- 60
	50


Gems are very similar to scrolls in that they are simple one use items.  Once a magical gem has been enchanted to be a one use item it becomes extremely fragile.  Any significant pressure or impact will crush the gem to dust and release the spell inside.  It takes only once action to use a gem.  The gem to be enchanted must have a value of at least 10 talons per rank of spell to be enchanted.  Options cannot be placed within gems.  Gems may never have any additional triggers.

Single use items are the backbone of the enchanting process.  These items can be activated in any number of ways, can hold spells or options (never rituals), and are used to determine the cost of individual charges in items.  Single use items can be any household item, weapon, shields, or jewelry.  Living creatures, elementals, undead and other specialty forms of “life” can never be enchanted in this way.  Single use items that incorporate options and upgrades use the Supernatural hero type as found in Alpha Chronicles.  The GM and player should determine which options are good ones for the campaign, and magical items in general.  Most options placed into objects will remain in effect for one scene per use.  If a spell duplicates a specific effect of an option that spell should be used instead.  Unless an enchanter personally has a specific option to be placed into the magical device, they must find focal items that resonate with the option to be selected.  These objects should be rare, mystical when possible, and very difficult to obtain.

Charged items are devices that have a specific number of uses until that device is spent.  The number of uses an item contains is originally decided by the caster and the size of the object selected.  The larger the item, the more uses or charges that can be placed within.  Tiny items such as rings can carry a maximum of 3 charges, small items such as knives, wands, and arrows can carry up to 5 charges.  Medium items such as bucklers, swords, rods, axes, helms, and boots can carry up to 10 charges.  Large items such as armor, two handed weapons, staffs, and shields can carry up to 15 charges.  The capacity for larger items must be determined by the GM.  Some powerful spells and options may require more than one charge per use.  These should be rare, and determined by the GM.  

Once the charge capacity of an item is reached the enchanter must make a decision.  Should they begin stacking their charges, compressing the energies together in order to place more raw enchantment in a smaller volume?  If the mage chooses they may add an additional penalty of -20 to their skill roll while creating the compressed storage medium.  In addition the percentage chance for critical and automatic failures increases by 5.  One level of stacking will increase the potential available charges by the original amount.  (3/5/10/15)  Additional levels of stacking are possible, with each level increasing the difficulty and chance for failure by an identical value.  If an enchanter attempts to add additional charges of the same spell or another different spell, they start with the same remaining capacity.  The penalties are the same and so are the chances of failure.  Charged items can never also contain a Battery, Spell Vault, or Limited Use storage medium.  They may share an item with Eternal Effects.

Recharging spent items is now also exclusively the realm of enchantment.  The enchanters must know the spell to be placed back into the spent item.  Recharging a spent item takes significantly less time than the initial creation of the original charge.  There is no penalty, but the enchanter must have the capability of casting the stored spell or have the Option that powers the device.  Recharging spell based items only requires a half hour per Spell Rank to restore one use.  Option based devices require one hour for every 20 option points invested per use.

Batteries are storage wells of pure, raw magical energy.  Every battery has a Drain Pool that can be filled to a certain point by a spell caster skilled in Channeling.  The same individual may draw upon the drain pool to replenish their own drain.  Follow all of the normal rules on channeling.  The maximum Drain Pool of an Item is based upon the attributes of the creator not the size of the object.  Add the Willpower and Health scores of the creator.  Add a bonus of 20 for the Spell Rank of the creator.  Any additional creators working simultaneously in forging the Battery may add ¼ their appropriate values.  Once these are all totaled, divide by 10.  This is the maximum Drain Pool of an object.  Batteries also can have spells pressed upon them that the object can cast.  Options cannot be created by a Battery.  The additional time, penalty, and drain cost per hour is based upon the Single Use of the desired effect.  No Single Use may be impressed upon an object that does not have a large enough Drain Pool to cast the spell.  Batteries can never also contain a Charged Item, Spell Vault, or Limited Use storage medium.  They may share an item with Eternal Effects.

Limited use items may create an effect a certain number of times until it must recharge.  Unlike simple Charged Items, these items will recharge themselves from the ambient magical energies around them.  The time required to recharge varies from item to item, and cannot be sped by channeling.  The base cost in man-hours is determined by how often the device will recharge itself.  Devices that recharge in a month will only cost a base of 180 man hours.  Recharge in a week will cost 240 man hours.  Recharge in a day will require 300 man-hours.  In addition, the device can be created to store enough energy for up to three uses before it must recharge.  Each additional use until it recharges will double the base cost in man-hours and adds an additional penalty of -20.  Finally, add the total man-hours for the single use desired and multiply that result by five.  Limited Use items can never also contain a Charged Item, Battery, or Spell Vault storage medium.  They may share an item with Eternal Effects.

Man hours, skill penalties, & Drain per man-hour required for Triggers
	Type of Trigger
	Man-hours
	Skill Penalty
	Drain per Man-hour

	Spoken Words
	10
	- 10
	10

	Mental Commands
	30
	- 20
	Spell Drain x 3

	Gestures
	10
	- 10
	10

	Tactile Manipulation
	10
	- 10
	10

	Key Items
	15
	- 20
	20

	Catalyst Effects
	30
	- 30
	40

	Blood-line
	+ 30
	- 20
	+ 20

	Puzzle
	+ 10
	- 10
	+ 5


Spell Vaults are enchanted items that are spelled to hold one spell of up to a maximum spell rank, similar to an advanced form of Spell Store.  The spell is cast into the item where it is held until the item is activated.  At which point the current holder of the Spell Vault directs the effect as if they cast the spell themselves.  They can be recharged instantly simply by recasting another spell into the Spell Vault.  Any spell desired by the owner can be cast into the Spell Vault based upon the current need at the time.  The owner can choose to dissipate the spell currently being held by the Spell Vault harmlessly at anytime.  Empty spell vaults can attempt to intercept spells being cast at the owner with a successful contested Channeling vs. Cast spells skill roll.  Spell Vaults can never also contain a Charged Item, Battery, or Limited Use storage medium.  They may share an item with Eternal Effects.

Wyrd magic devices are devices that drain life energy from the caster.  The amount of injury inflicted to the user of the device is equal to the drain required to cast the spell.  Options based devices will inflict 1 point of injury for every two option points invested into the device.  This injury cannot be healed by magic or any unnatural source.  The injury will heal itself at the same rate as drain refreshing based on the user’s health and willpower scores.  The enchanter creating a Wyrd Magic device must have memorized the Leech or Drain life spell.  Calculate the maximum amount of life essence each spell can absorb.  Determine how many spell castings it would require to draw enough energy to cast the spell or effect.  The number of castings times the normal spell drain times three is the required drain per man-hour.  One leech can be used as a slow drawing of life energy for far less drain per man-hour, or multiple versions may be used to speed up the charging process.

Eternal Effects are effects that may continually on and have no set duration.  Indestructible weapons, cloaks of invisibility, and crowns of charisma are all examples of these items.  The creator decides if the item always exhibits the property, or if it must be worn or used in some way.  Some items must inherently be used in some way to gain the bonus.  For example, the cloak of invisibility may be determined to be worn and then turn itself and its wearer invisible – or it can always be invisible with no way of shutting it off.  These fine points must be decided by the GM and player during this step.  Effects such as Indestructibility, Attribute Bonuses, Skill Bonuses, and innate abilities all fall into this category.  Each Eternal storage medium can only apply to one effect.  Additional Eternal Effect storage mediums will impose a cumulative -10 penalty.

The fourth step is creating the method of activation, or trigger.  The trigger should be individual for every effect that the device can generate.  Triggers can include Spoken words, Mental commands, Gestures, Tactile manipulation, Key Items, and Catalyst Effects.  Each has a specific amount of man-hours, degree of difficulty, and drain required to complete.  The skill rolls are done exactly as they were to create the storage medium.  Combination of triggers is possible, with all of the pertinent information simply being combined.


Spoken words are those words that must be spoken loud enough for someone else to hear.  Sub-vocalization is not allowable using this trigger method.  These triggers can be as short as one word, or as long as several sentences.  A spoken word command requires one phase of verbal actions, and one action.  Be careful.  Whenever that word or phrase is spoken by the holder, the device will activate.  Choose an unlikely to be said phrase or an arcane language known only by a few individuals.


Mental commands are those that are thought by the holder of the device.  The command could be a word, idea, concept, image, memory, emotions, or combination of thoughts.  The creator must have a spell that will transmit the appropriate information to another person to create this trigger.  Possible spells to incorporate include Empathy, Message, Group Mind Link, and Telepathy.  Other spells may be possible to incorporate into objects that also transmit the desired command.  The drain for a man-hour of work is equal to the drain of the incorporated spell times three.  A mental command requires a minimum of 1 action.


Gestures can incorporate arm, leg, or finger movements of the holder to generate an effect.  A gesture requires at least one action, but longer gestures are common.  Be careful.  Any identical gesture made while holding the device WILL activate the trigger.


Tactile manipulation is the moving of an object built into the device.  Runes carved onto the device, studs, buttons, switches, slides, pins, clasps, levers, and knobs are all examples.  These objects must be built into the device to be utilized in such a way.  The device is activated when the trigger is manipulated in a specific way: runes touched, studs depressed, switches thrown, and knobs turned.  Be careful.  Since anything or anyone can theoretically manipulate the trigger, be sure to make it such that won’t activate accidentally.


Key Items have a depression or hole that a smaller second item fits into.  The device is inert and cannot activate the effect without the proper key.  Once the properly spelled key is placed into the lock, the device will activate immediately, unless combined with another trigger method.  Both items will radiate a magical aura, even when separated, and will resonate to each other when the device is analyzed.


Catalyst Effects are similar in nature to the Catalyst Ritual.  The creator programs a set of conditions that the item will activate upon.  The creator must have the ability to cast 2nd Rank rituals of the Power Arkana to imbue this trigger into an object.  Unlike a normal item with catalyst, these devices can be activated repeatedly and do not suffer the penalties of continual spells.


Blood-line triggers are not self sufficient.  They require another trigger to activate.  This trigger simply only allows the subject and their descendants to use the device.  A small amount of fresh blood must be used during the creation of the trigger.  In anyone else’s hands the device is simply a fancy paperweight.

Man hours, skill penalties, & Drain per man-hour required for Effects
	Type of Effect
	Man-hours
	Skill Penalty
	Drain per Man-hour

	Scroll
	Spell Rank x 3
	- 0
	Spell Drain x 3

	Gems - Spell
	Spell Rank x 3
	- 0
	Spell Drain x 3

	Gems – Option
	1 per Option Point
	- 0
	1 per Option Point

	Charged - Spell
	Spell Rank x 120
	- 10 per Spell Rank
	Spell Drain x 3

	Charged – Option
	Option Points x 6
	- Option Point Total
	1 per Option Point

	Battery - Spell
	Spell Rank x 120
	- 10 per Spell Rank
	Spell Drain x 3

	Limited Use - Spell
	Spell Rank x 120
	- 10 per Spell Rank
	Spell Drain x 3

	Limited Use – Option
	Option Points x 6
	- Option Point Total
	1 per Option Point

	Spell Vault
	NA
	NA
	NA

	Eternal Effects
	
	
	

	Indestructible, Hard
	100
	- 30
	20

	Indestructible, Average
	300
	- 60
	40

	Indestructible, Soft
	900
	- 90
	60

	Spell-like Ability
	Spell Rank x 200
	30 + (Rank x 10)
	Spell Rank x 3

	Option-like Ability
	Option Points x 15
	30 + Option Points
	1 per Option Point

	+1 Bonus to Skill
	60
	30 + (Total Bonus x 3)
	Total Bonus x 7

	+1 Bonus to Attribute
	60
	30 + (Total Bonus x 3)
	Total Bonus x 7

	+1 Bonus to Specialization
	60
	30 + (Total Bonus x 3)
	Total Bonus x 7

	+1 Bonus to Injury Dealt
	60
	30 + (Total Bonus x 3)
	Total Bonus x 7

	+1 Bonus to PV
	70
	30 + (Total Bonus x 5)
	Total Bonus x 8

	Lighter (1%)
	10
	- Total Reduction
	Total Reduction

	Thaumic Link
	900
	- 60
	60

	Travel Pattern
	2500
	- 100
	100

	Travel Gateway
	2700
	- 100
	100

	Dimensional Gateway
	3600
	- 120
	100



Puzzle triggers are commonly added to other triggers.  A certain sequence of runes that must be depressed, an answer to a riddle, a specific sequence of images, or anything else an enchanter might envision can be woven into the magical device.  Each aspect of the puzzle must also be incorporated into the same trigger, but puzzle items can be as difficult and mysterious as the creator can devise.


Once the storage medium and the trigger method have been placed into the item, now the effect itself must be woven and bound to the object.  This is done using the same system as creating the storage medium.  The previous penalties do not carry over into each new step.  Use only those that apply universally and for the effect.  Most of the standard charged or limited use items have already been described in the appropriate storage medium.  When activating an effect from a device, all required skills, levels, and other pertinent information is drawn from the user not the creator.  The creator may have been a 25th Level Adept, but the 1st level goblin warrior is not going to be able to channel the same amount of power.  Some effects may require skills such as Ranged Strike, Scrying, or Sense Aura.  If the character does not have this skill, use their appropriate default.


Items can be magically hardened and strengthened to the point of Indestructibility.  This Eternal Effect is based upon the material used to create most of the item.  If the item is made of iron, diamond, or ironwood then the item counts as hard.  Soft and fragile materials include gold, silver, glass, soft woods, and leathers.  Most items should fall into the average category.  The softer the item the longer, more difficult, and more energy it requires to harden the item into indestructibility.  Indestructibility is a bit of a misnomer however.  Such items cannot be destroyed by normal means.  This includes daily wear, cutting torches, fire pulse spells, giants smashes, and underwater submersion.  Volcanoes, nuclear weapons, extremely high tech weapons, and other uncommon means of destruction as determined by the GM can destroy supposedly indestructible items.  While most magical items are not volatile and cannot explode upon destruction, these can and will.  Other effects beyond just the destruction and explosion can occur when the binding enchantment passes.  Only enchanters that possess 2nd Rank Energy, Power, or Physical Arkana can create an indestructible item.


Items can grant bonuses to skills, specializations, and attributes.  These items must be held or worn to be active and effective in most cases.  The creator must have at least Spell Rank 2 in the Mental Arkana to imbue their item with skills, specializations, or mental attributes.  Physical attributes require the creator to have at least 2nd Rank Physical spells.  A creator can only imbue an item with 1/10th their own level of skill or attribute as a bonus to others.  Specializations are limited to a bonus equal to ½ the creator’s own specialization.  There are rituals that can increase this maximum by transferring such traits from one character into the item.  Such transfers are permanent and fairly rare.  Other rituals transfer the life essence and personality of a willing character into a magical device in a similar way.  So too are rituals that trap and bind spirits and demons into a magical object.


Bonuses to injury dealt can only be placed within weapons and ammunition.  They require the creator to know 2nd Rank Energy, Power, or Physical Arkanas.  The maximum bonus allowed to be placed within a weapon is equal to the creator’s level of experience.


Bonuses to Protection Value can only be placed within armor and helmets.  They require the creator to know 2nd Rank Energy, Power, or Physical Arkanas.  The maximum bonus allowed to be placed within a helmet or suit of armor is equal to the creator’s level of experience.


Items can also be created to physically weigh less than normal.  Often done with armor, this will reduce both the weight of the object and any agility penalty due to it.  Any item that has been 100% reduced in weight will either seem like wearing clothes, or weighing an ounce.  While most creators will create armor in 10% increments, any level of lightening can be attempted.  The creator must have the 2nd rank Arkana of Power to lighten the weight of items.  An item can be reduced in weight up to the creator’s level of experience times four.


Thaumic Link items can link naturally with an external source of power.  The creator must decide if the external power will only be channeled into the object to refresh it in some way (usually batteries only), or if the item will immediately transfer the power into the holder.  The link uses the appropriate skill of the creator at the time of creation.  Each link can only use one of the available skills (Geomancy, Necromancy, Naturalism, etc), but an item may contain more than one link.  The item follows all of the appropriate rules for linking with these skills, and will glow faintly in the presence of the applicable source of energy.


Gateways and patterns require that the character know Runic Knowledge.  They also must have reached the 3rd Rank in Power spells.  Both are very similar in nature, but patterns are one way travel only to another pattern known by the user while gateways create a magical doorway between two pre-existing gateways.  Gateways can be programmed during creation to link with more than one other gateway but each must be well known to the creator.  Each additional link will require an additional 300 man hours to create.  Dimensional Gateways resemble normal gateways except they link with other alternate dimensions.  Creators of Dimensional Gateways must have the ability to cast 4th Rank Power spells.


Modifiers to Enchantment
	Mild Distraction
	- 10

	Persistent Distraction
	- 20

	Pervasive Distraction
	- 40

	
	

	1 Hour Work Block
	- 20

	2 Hour Work Block
	- 10

	3 – 4 Hour Work Block
	- 0

	Creators Working in Shifts
	+ 20

	Rushed Work Block (+25% effective time)
	- 20

	Careful Work Block (-25% effective time)
	+ 10

	
	

	Partnered Creation
	- 20

	Small Group Creation (3 – 4)
	- 40

	Large Group Creation (5 – 10)
	- 60

	
	

	Resonant Workplace
	+ 20

	Resonant Tools
	+ 10

	Resonant Materials
	+ 15

	
	

	Tome Detailing Creation
	+ 10

	Previous Experience at Project
	+ 20

	Tutor / Partner w/ Experience
	+ 15



Hadromancy

Innate Abilities


Some of the magical abilities that will be used in the campaign will have very little to do with traditional spell casting.  Magical powers used by strange creatures, natural shape-shifters, and psychics are all examples of someone with an innate ability.  Most of the innate abilities describe the rules and mechanisms required for use during the game session.  Most of the others will follow some basic, common sense guidelines.

Nearly every ability requires concentration or physical movement of some sort.  If the ability is strictly movement in nature then it will expend the movement action for the round.  All others will require a Primary or Floating Action to activate.  While the telekinesis spell will temporarily grant the ability to float objects around in the air, each manipulation will require an action of concentration.  Simple orbits or movements are possible to even set in motion and then be ignored, but any complicated actions or changes requires conscious thought and hence an action.


Some abilities are strictly defensive in nature.  Some of these may be determined by the GM to be allowable Reflexive Actions.  Reflexive actions are very useful as they may be activated out of the normal turn order, and possibly even after all other actions have been expended.

Learning New Spells & Rituals
Learning a new spell after creation is very similar to learning a new skill.  It allows the character to cast the memorized spell far faster than if he had to read it slowly out of a book while gesturing and gathering the needed energies.  The maximum number of spells that can be memorized is equal to ¼ the caster’s Intellect.  There is also a bonus of 1/10th the caster’s Learn Spells skill.  This is not the total spells that can be memorized per Rank; this is TOTAL number of spells that can be learned.  Rituals that have been memorized count as two normal spells.  The spell caster may choose to partially forget spells that aren’t often used in order to memorize new spells.  If the caster chooses to re-learn and refresh his knowledge of a spell or ritual it only requires 10 hours.


All spells require many Man-hours of study and practice to master the spell.  The character will learn small tips and tricks to reduce the needed casting time significantly.  The spell is usually cast over and over again while practicing: perfecting the gestures, the inflection of the intonations, and mastering the mental focus required.  It is possible to learn a spell without ever casting it, but there is a significant increase in difficulty.  In such a case the student masters portions of the spell, and learns how to combine the fragments into the desired whole.  Even after the character has finished memorizing a spell in this way, there is still a great chance for the spell to fail miserably.

The number of study man-hours required to learn an invocation is determined by both the Rank of the spell, where the character is learning it from, and if it is a spell or a ritual.  Travel Patterns can be memorized as well using the same process.  Each destination pattern must be memorized by anyone who wishes to activate the pattern of origination.  Each pattern counts as ½ a spell to determine the maximum number that can be memorized.  Gateways and portals do not have to be memorized in this fashion.



	Type of Incantation
	Man-hours

	Travel Pattern
	10

	Re-learning a forgotten Spell
	10

	Improving a known Spell
	50

	Learning a Variant Spell
	30

	Learning a Spell
	45 + 5 per Spell Rank

	Learning a Ritual
	70 + 10 per Spell Rank

	Creating a New / Unknown Spell
	90 + 10 per Spell Rank

	Creating a New / Unknown Ritual
	150 + 10 per Spell Rank



The total number of man-hours must be separated into blocks of study time.  The maximum study block is four hours, but may be as short as an hour.  Blocks may be sequential, but after the first block a Concentration roll must be made if the same spell is being learned.  Failure means the student must take a break.  Don’t forget about sleeping and eating.  Spells may be learned concurrently: with mornings devoted to Ice Bolt, afternoons devoted to Sticky Goo, and evenings spent studying Create Light.  The only limitation to this is the amount of Drain that the student accumulates while studying.  Assume that the student expends six times the normal Drain of the spell being learned while studying.  Rituals require twice the normal amount per hour of study.  Patterns have no drain to memorize.

Characters that once knew a spell and was forced to forget the particulars may attempt to re-learn the spell.  The spell must be re-learned with all of the modifiers and handicaps that were originally used with the spell.  Characters that still know a spell and wish to re-learn it without any handicaps or with a new modifier will require the time to “Improve a known spell”.  Anyone who does not have any resources to research, a teacher to learn from, or any previous experience with a spell must use the time to “Create a new or unknown spell”.

After each block the character must roll a Learn Spells skill check.  Success means that the character understood and learned a portion of the spell.  Failure means that the material was not fully grasped, and is only worth ½ the normal study block.  A critical success denotes that the character instinctively understood the material (double effective study time), while a critical failure means that nothing was gained (study time is zero).  Keep track of all critical successes and failures during the spell study process.  
There are quite a few modifiers that must be applied when attempting to learn a spell.  The most important modifier is determined by the Spell Rank of the learned spell or ritual.  The more powerful the incantation, the more difficult it is to learn.  The next most common modifier is how the character learned the spell.  

Class types include: Private Tutors, Classes of various sizes, and self taught.  Study Groups are groups that are attempting to learn with each other, but no knowledgeable teacher.  Since the blocks of study time can vary based on need, a character can spend one study block with a private tutor to gain one set of bonuses, privately for a much lower set of bonuses, with a study group for a different modifier.   In order for a Teacher to be effective they must possess both the spell or ritual being learned and the teaching skill.   The Teacher Ability bonus is 1/10th of the Teaching skill and is applied to the study block rolls.  
Since characters can choose to cast spells from tomes without memorizing them, many may have cast the spell at least once before.  In this case the character who is now learning the spell receives a bonus of +10.  If the character has extensive previous experience with the same spell, the bonus may be increased to +15, +20, or even +30.  Practice makes perfect.


Many spells share similar effects with other spells.  Two fire attack spells are very similar in effect and the nature of their creation.  The only difference may be the duration, range, injury dealt, or area of effect.  The basic mechanisms of the spells are very similar and are known as Associated Spells.  Characters who already have learned such a spell and is learning a similar spell may be entitled to a bonus.  The first such spell per Spell Rank gains a bonus of +10 to learn.  For example: an experienced Magister knows quite a few fire based attack spells.  If he attempts to learn Fire Pulse (a 4th Rank spell) he will gain a bonus of +10 each for his knowledge of Fire Bolt (1st Rank), Fire Darts (2nd Rank), and Fire Stream (3rd Rank).  This is a total bonus of +30.  Additional associated spells of the same rank will give only an additional bonus of +2 each.  The player and GM must determine which spells are associated and which are not.
Focus item XE "Focus Item" s and components are material things that assist the caster in focusing the magical energies.  They are considered handicaps and the most experienced wizards look down on those who use them.  If a wizard XE "Wizard"  who uses one desires to relearn the spell later with no handicap or she may do.

Focus item XE "Focus Item" s varies depending upon the spell.  Spells that inflict direct injury may require a staff or wand as a focus item, while an illusion may require a mirror or a piece of glass.  Many spell-swords learn to use their weapon in spell casting for two reasons.  Primarily so they can fight and cast certain spells without a single hand free penalty.  Secondly so they can gain the bonus to learn the spell in the first place.  However, keep in mind the – 80 penalty to casting a spell if a required handicap is lost, stolen, or out of reach.  

Material components are much like focus items except that they are absorbed to power and focus the spell.  All material components can only be used once.  If a character wishes to learn a spell that requires multiple material components they will receive an additional bonus of +5 for each extra item needed.

The exact item to be used should be agreed upon by both the GM and the player at the time of learning.  Think of items that Resonate with the intended effect.  Rubies and robin feathers are more appropriate for fire spells than for a spell that creates gills on the caster.  The more symbolic and visceral a focus item, the better it is for game-play.
Characters can learn to utilize other handicaps to aid their understanding and manipulation of magical energies.  Spell singing is a common handicap with mages who have a bent towards entertainment.  The wizard supercedes the somatic and verbal requirements of the spell with the playing of a musical instrument and singing along.  This handicap requires that the character have a minimum skill of 20 in both a Musical Instrument and Singing.
Spell Dancing is similar to Spell Singing, and the two are occasionally combined.  Spell Dancing incorporates the entire body, every limb and movement part of a coordinated whole designed to evoke a more powerful resonance with the spell.  Spell Dancing requires a minimum of 5 feet clearance in every direction for movement purposes.  A caster who is Spell Dancing does not benefit from any DT unless one action is spent to increase the effective DT to ¼ for that phase.  Spell Dancers must have a minimum Dancing skill of 20.
A Spell Weaver learns to weave the component magical energies together as he is combining and weaving them together.  These “threads” of magical energy are visible as glowing threads between the caster’s fingers.  Each spell has a very different magical thread pattern and other spell weavers may be able to determine what sort of spell is being created.  Spell weaving cannot be used for any spells with a quick casting time, and they can never be speed cast.  It takes time to literally weave a spell into existence.  Spell weavers often craft complicated tapestries and other woven crafts that they have seen in their magics.  Requires a skill in Sewing of at least 20.

Runic Air Tracing draws with glowing magical energies in the air in front of the caster when casting the spell.  The big glowing runes set in mid air are very obvious to anyone that this is a spell-caster, they are casting a spell, and their exact position.  This handicap also requires one additional point of drain for every rank of the spell to create and maintain the brightly colored runes.

Blood Magic requires the caster to cut or injure himself in some way to aid in powering the spell.  At least one injury point of injury or blood loss is required for every 5 points of drain required by the spell.  This injury cannot be healed by magic, it must heal naturally.  This handicap resonates strongly with necromancy and necromantic spells, but can still be used in healing and life giving spells to someone who believes strongly in a circular path of life.  

Learning New Spell Modifiers

	Activity
	Modifier

	First Rank Spell
	- 0

	Second Rank Spell
	- 15

	Third Rank Spell
	- 40

	Fourth Rank Spell
	- 60

	Fifth Rank Spell
	- 80

	
	

	Learning from a tome of magic
	+ 0

	Learning from a private tutor
	+ 1/10th Skill

	Learning with a study group  (2 – 4)
	+ 5

	Small Class (5 – 10)
	+ 0

	Medium Class (11 – 20)
	- 3

	Large Class (21+)
	- 5

	
	

	Mild Distraction
	- 10

	Persistent Distraction
	- 20

	Pervasive Distraction
	- 40

	
	

	1 hour study block
	- 20

	2 hour study block
	- 10

	3+ hour study block
	+ 0

	
	

	Self Taught (No Resources)
	- 30

	Self Taught (Poor Resources)
	- 10

	Excellent Study Aids
	+ 10

	Superlative Study Aids
	+ 25

	Previous Experience with Spell
	+ 10

	
	

	Learning with a Focus Item XE "Focus Item" 
	+ 20

	Learning with Components
	+ 40

	Spell Singing XE "Singing" 
	+ 20

	Spell Dancing
	+ 20

	Spell Weaving
	+ 20

	Runic Air Tracing
	+ 20

	Blood Magic
	+ 20

	
	

	Learning Verbal Only
	- 40

	Learning Somatic Only
	- 40

	Concentration Only
	- 80


Once the appropriate study time has been spent, the character has learned the new spell.  Record all of the particular notes of the spell or ritual.  Refer back to the total number of critical successes and critical failures accumulated during spell study.  Subtract the number of critical failures from the number of critical successes.  If this number is positive, but less than five then the spell is learned normally.  If the total is five or more then the incantation was learned better than normal, and the character must roll on the Spell Learning Critical Success Chart.  If the number was negative then the character must roll on the Spell Learning Critical Fumble Chart.  If a result does not seem to make sense with the spell that was learned, re-roll until an appropriate result occurs.
Spell Learning Critical Success Table

	Die Roll
	Effects

	01 – 05
	+25% to maximum range of the spell

	06 – 10
	+25% to the duration of the spell.  Based off the maximum on the die roll

	11 – 15
	+25% to the injury dealt or effect.  Varies by individual spell.

	16 – 20
	All of the spell’s effects are dealt as if the caster is 1 level of experience greater

	21 – 25
	Spell always has a drain of ½ normal

	26 – 30
	+50% to maximum range of the spell

	31 – 35
	+50% to the duration of the spell.  Based off the maximum on the die roll

	36 – 40
	+50% to the injury dealt or effect.  Varies by individual spell.

	41 – 45
	Spell always has a drain of ½ normal

	46 – 50
	In addition to all normal save penalties; victim incurs an additional 5 penalty

	51 – 55
	+100% to maximum range of the spell

	56 – 60
	+100% to the duration of the spell.  Based off the maximum on the die roll

	61 – 65
	+100% to the injury dealt or effect.  Varies by individual spell.

	66 – 68
	All of the spell’s effects are dealt as if the caster is 2 levels of experience greater

	69 – 70
	Spell doesn’t need one handicap learned.

	71 – 73
	+150% to maximum range of the spell

	74 – 76
	Cast spell as if it were 1 speed level faster than usual.  N=Q.  L=N.  Rituals N/A

	77 – 79
	In addition to all normal save penalties; victim incurs an additional 10 penalty

	80
	All of the spell’s effects are dealt as if the caster is 3 levels of experience greater

	81 - 83
	Spell always has a drain of ¼ normal.

	84 – 86
	+150% to the injury dealt or effect.  Varies by individual spell.

	87 – 89
	+150% to the duration of the spell.  Based off the maximum on the die roll.

	90
	Spell doesn’t need any handicaps learned.

	91 – 93
	Spell always has a drain of 1

	94 – 96
	Gains an individual spell specialization of +10 in this spell automatically

	97
	+200% to maximum range of the spell

	98
	+200% to the duration of the spell.  Based off the maximum on the die roll

	99
	+200% to the injury dealt or effect.  Varies by individual spell.

	00
	Spell never has drain


Permanent Spells

Ranged Strike

Resisting Spells

Any spell that can be considered harmful to the target requires a save.  In most cases a successful save means that the character suffers no ill effects from the spell.  For most saves subtract a multiple of the caster’s level from the save roll as a penalty.  Magisters subtract three times their experience level from the opponent’s save.  A Professional spell caster subtracts two times their level as a penalty, while hedge wizards reduce an opponent’s save by their experience level.  Any spells that contradict this have such listed in their descriptions.  There are only a few types of saves based on what the spell actually does. 

· Defensive Tactics XE "Defensive Tactics:versus spells" : The most common form of save against simple combat spells is called Defensive Tactics and is used with touch or ranged strike spells.  This save works identically to the skill of the same name.  Simply subtract the applicable value from the caster’s skill.  The caster does not gain any level based penalties to the victim’s DT.
· Dodge XE "Dodge" :  The dodge roll is actually an Agility XE "Agility"  Roll.  This save requires a Reflexive Action.  A successful dodge moves the character up to five feet away in any direction desired.  This may or may not actually save the character from injury.  Everyone who successfully dodges should announce where they are dodging to before the GM or spell caster announces where the spell hits.  This should be done fairly and GMs should decide where the spell would hit before any rolls are made.

· Willpower: Mind altering or affecting spells often require a willpower save.  A mind control save should be rolled as a Willpower XE "Willpower"  check.  A successful one will negate any effects unless the description says otherwise.  A failed result will have full effect.

· Perception:  Illusions trick the mind into believing that something is there when it isn’t or vice versa.  Perception saves are Intelligence and Awareness XE "Awareness"  added together and divided by two.  A successful save means that the character still sees the vision, but can easily ignore it and any effects it may deal.  A failed save denotes that the victim was completely fooled by the illusion and will react as if its real.  She will have trouble believing the sanity of any that suggest that it isn’t real.

Rituals
Rune Crafting

Scrying

Sense Aura

Single Spells

Speed Casting

Spell Extending

Spell Holding

Spell Stacking

Thaumic Links

Utilizing Magical Devices









- 14 -
- 18 -


- 17 -

