RuneQuest Rules—Magic 
rev 09/01/99
Page  11

RuneQuest Magic
General Statement—Three Rules of Three

Magic is acquired in one of three ways

1. “Paying” POW to a deity for the right to use some of that deity’s abilities in a spell: Divine Magic.

2. Learning the traditional ways that have been determined over the centuries to compel the world to let you, however temporarily, magically bind a spell to a task or object: Folk Magic.

3. Studying magic and the magical world either alone or with a tutor to determine how to accomplish a spell by sheer willpower and technique: Sorcery. 

Magic is accomplished in one of three ways

1. Prayer to the deity who provided you with the divine magic spell: Divine Magic—demands Prayer roll

2. Performing time-honored actions that persuade the magical world to accede to your wishes: Folk Magic—demands Basic Magic Roll

3. Using gestures and words that tap the basic forces of the magical world and allow you to construct the magical effect you want: Sorcery—demands Sorcery Roll

Magic is powered in one of three ways.

In all cases, a roll appropriate to the type of magic must be successfully accomplished to achieve the spell effect wanted. Loss of Fatigue levels happens after the roll for that particular spell is made.

1. By spending “mana” to accomplish the magic. Mana is present in everyone and the intensity of a person’s mana is equal to his POW. This always works, but mana is a slowly renewable resource (POW/24 per hour). Some magical items store mana. A spell not cast because of a failed accomplishment roll costs no mana. Successful spells always cost at least 1 mana.

2. By spending time to accomplish the magic through successful rituals. There is also mana in everything else in the world. Spending time in proper time-honored ritual taps into that mana. Each time increment (10 seconds, 100 seconds, 1000 seconds, etc.) halves the mana cost. However, the ritual does have to be done properly; failing the Ritual roll at the end of the time chosen costs the time spent and no spell happens. Divine Magic users can increase the chance of accomplishment with a successful Ceremonies roll. Sorcerers can increase the chance of accomplishment with a successful Ritual Roll. Folk Magic users are just stuck with the Basic Magic Roll.

3. By spending Fatigue Levels to accomplish the magic (1 per point of magic). Spending Fatigue Levels taps into that ambient mana with a brute force exercise of will. It works once, but loss of Fatigue levels affects any later attempts to cast spells. Even if the spell fails, Fatigue is reduced.

4. By combining the above to cast a spell that uses some of character’s mana, takes some time and tires the mage out a bit.

Using Magic

1. Using Magic takes time. 

· The sorcerer loses 1 DEX point off his initiative for every point of spell he is casting. If he runs out of DEX before running out of points of spell, the casting just goes into negative numbers. Thus, a DEX 12 sorcerer casting a 16 point spell would have his spell come off at DEX rank -4.

· Folk magic includes ritual time within the mana cost. It takes 3 DEX points per point of Mana used.

· The prayer of exhortation (Divine Magic) takes 5 DEX points for each Mana point/Divine point used. Prayers take longer and are commonly more powerful for the Mana cost.

2. Overcoming Resistance. Many Magic spells must affect a target with POW. To accomplish this, the caster must make a Spirit Roll (POWx5) and the target must make a Spirit Roll. This is figured using the usual Skill vs. Skill rules. If the caster has the most Successes, the spell does what the spell does. If he has excess successes, any number of things might happen, depending on the type of the spell and the whim of the GM. 

Extra Spell Successes

Getting a better than basic spell roll can affect the intensity, duration, area of effect, or range of a spell. 


+1 success—One step up in Duration (One step up in Intensity if no Duration)

+2 success—Two steps up in Duration, or one step in Duration and one in Intensity, or one in Volume, if applicable.

+3 successes—etc.

Extra POW vs POW Successes

Extra successes in the POW vs POW contests that are part of many spells follow the guidelines of Extra Spell Successes above, but mostly affect the Intensity or, rarely, Volume of the effect on the target.

Sacrificing POWer

Master magic wielders gain more POW and Mana for their spells by sacrificing POW in some shape or form. This makes gaining more POW easier (see Training Characteristics) and increases the total Mana on tap for the magician because the POW reserved accrues Mana just as personal POW does. Each style of magic uses a different "Vessel" for the POW. The creator of the vessel can add the vessel's POW to his own for magical defense and can use the vessel's mana in lieu of or in combination with his own.


In all cases, the act of sacrificing the POW is a ceremony and ritual taking at least a day.

· A Shaman sacrifices POW to create a Fetch. See RQ3 rules.

· A Priest sacrifices POW to gain his divine magic spells. However, the POW goes into a Divine Power "Reserve" from which he draws POW to use his spells. 

· A Wizard creates a Staff or other object to put his POW into.

Regaining and Gaining POWer

POW spent on the character’s POWer vessel or for Divine Spells can be regained with successful rituals. The character must perform the Ritual of Power (which has different names depending on your culture and type of magic), which takes about an hour and costs Mana. How much mana depends entirely on the person performing the ritual, but it must be the character's own Mana. If the ritual roll is successful, then the character may make a roll that uses the Mana expended as the %ile to roll. Roll the %ile or under, and the character gets a POW gain roll. Fail the roll, record the Mana spent and move on with life. The character may perform the ritual as often as he or she likes, but the Mana is expended each time. Thus, it is not a good idea to be doing this when you expect to need your Mana for something else. In effect, most folks do this no more than once a day.


The good part is that you have recorded the Mana you expended. This means that on the next day (after 24 hours of recovering Mana) you can try the ritual again and, if successful, make the roll again, adding the Mana expenditures together. Thus, a POW 13 character who spends 10 Mana each day, has a 50% chance of attaining the POW increase after 5 days. Once successful, of course, the Mana Count goes back to zero and you start over. If you Fumble a Ritual roll or the Mana as %ile roll, the attempt is over and all the Mana expended to no effect.


Normal limits to the POW a character can attain of course apply.


Remember that mana storage devices have to be recharged by the character. Thus, if the POW 13 character above had a 20 point Mana storage device, he could expend 30 points in an attempt at the POW gain, but then must regain his own Mana, then recharge his device (which uses up his mana), meaning it would be about three days before he could again attempt the ritual at 60%.

Magic in Combat

Spells Take Time

Normally, a character can take an action on his DEX as the GM counts down. However, every point of mana put into a spell essentially drives his DEX down some number of points. Thus, if Vermilion wants to use a 3rd level spell Sorcery spell, her DEX is reduced by 3 points before the spell goes off. If a spell is being used that takes more than 10 DEX points, it counts as two actions.

· DEX cost for Sorcery is one DEX point per mana point

· DEX cost for Folk Magic is three DEX points per mana point (all folk magic takes a bit of ritual time)

· DEX cost for Divine Magic is five DEX points per mana point (prayer IS ritual, and takes time)

· Initiating a spell from an item takes DEX points and mana appropriate to the type of magic.

· Remember that levels of fatigue and extra rounds of activity can be substituted for mana on a one for one basis in casting a spell. 

Spells vs Countermagic

Countermagic reduces the intensity of spells hitting the target. To penetrate Countermagic, Variable spells must be higher than the countermagic. Spells that are not variable can have mana points added to them for the purpose of blowing away countermagic. Extra points that get through the CM are wasted.

The Magic Talent

If the PC has the Magic talent he can see the lines that run throughout the world; he can work magic. Whether there is any intelligence behind the lines is questionable. Divine magic users say there is. The three methods are three different forms of training to manipulate the lines.

Magic By Type

The following spell lists are taken just about directly from the current RQ rules. This means that the rationales for the spells can suffer when trying to justify them. This is something we will work on in the course of the campaign.

Shamans-- Folk Magic

Folk Magic deals with spirits and traditions. The user has a Basic Magic roll that is equal to his INT+POW+DEX. This counts as his training in the magical traditions of his family or tribe. This can be increased depending on the Age of the initial character and what Problems he has taken. The Basic Magic Roll can also be increased with experience and training, in the usual manner. All Folk/Primitive/Battle magic is dealt with using the Basic Magic Roll. If a character loses points in any of the characteristics, his BMR is reduced by that amount. Every melee round spent on the spell increases the chance. This is represented in the game by repeatedly rolling for the BMR chance until it is successful. Breaking off a spell attempt costs nothing but the time already spent.


Shamans do their magic by cajoling and convincing the spirits by manipulating the strings that connect them to the universe. One does not have to be a shaman to do this kind of magic--most folk magic users use this kind of magic. Casting a shamanic spell using the Basic Magic Roll takes time—the more time the more likelihood it will work. The caster also needs to be able to talk and have his hands free to stroke the lines of power.


Folk magic involves a minimum amount of ritual that causes the spell to take 3 DEX points of initiative for every mana point spent.

Shaman (or "Folk") Magic Spell List

These spells are taken from another campaign's list and may undergo revisions--especially in the matter of rationalizing them to work with the magical lines.

Common Magic

With ceremony and ritual, people without Magic Talent can do these spells. There are long established folk rituals and contracts that can twist the strands of magic. Warriors know some rituals to do before battle that enchant their weapons if they do them right. This kind of folk magic is more on the line of sorcery—weaving the lines of power to create the needed effect. Warriors, of course, have no idea what they are doing, they just see the results.

BLADESHARP 
(var) Adds +5% attack per point of spell and cuts through 1 point of armor per point of spell to any bladed weapon. NOTE: if target has no armor, weapon does no more damage than it would normally.

BLUDGEON 
(var) As bladesharp, for blunt weapons.

COUNTERMAGIC 
var) defends against spells. It eliminates levels of Intensity of the incoming spell equal to the amount of Countermagic. One point of Divine magic counts as two for this purpose. 

ENDURANCE 
(var) restores one level of short-term fatigue (e.g. due to combat) per point of spell.

FANATICISM 
(1) Increases melee attack skills by half, but target cannot parry nor cast any magic other than attack spells, and has half Dodge. Cancels Demoralize spell. Must overcome resistance to cast on unwilling opponent. Target may roll INT x1 to realize he is fanatic. There is no effect on unintelligent creatures.

GLUE 
(var) : fastens a 10 square cm patch of two things together with a STR of 10 per point of spell. Items must be nonliving and held still during casting.

IGNITE 
(1) makes a small flame. Must overcome resistance to ignite part of a creature (e.g. hair).

IRONHAND 
(var) : as bladesharp, for natural weapons.

PROTECTION 
(var) adds 1 point of armor over entire body per point of spell. If Armor is worn, the better value has full effect and the other has half effect (round up).

REPAIR 
(variable) repairs 1d10 points of damage to an object. Object retains a scar.

SHIMMER 
(var) : adds +10% dodge and +5% parry per point of spell.

SPEEDART 
(1) cast on a missile. adds +15% to attack and +2 damage to missile.

STRENGTH 
(var) : adds 3 points of STR per point of spell, to a maximum of twice normal STR.

VIGOR 
(var) adds 2 points of CON per point of spell,  to a maximum of twice normal CON. 

High Magic

People attempting these spells must have the Magic Talent. Only those who can see and interact with the lines of power can use them to perform these effects.

BEFUDDLE 
(2) Confuses target into taking only defensive actions. Target is not stupefied, just unsure who his friends and enemies are. If attacked, confusion is resolved (perhaps wrongly). Target may roll INT x1 to realize that they are befuddled. Has no effect on unintelligent targets. The lines of magic are wrapped around the head of the target, befuddling his senses. Need POW vs POW roll to succeed.

CONTROL <type of> SPIRIT (1) : Allows one to command a spirit. Must overcome spirit in spirit combat first unless spirit is already bound. Spirit is literally tied by a line of magic. POW vs POW roll.

COORDINATION 
(var) : increases DEX by 2 points per point of spell, to a maximum of twice normal.

DARKWALL
(2) : creates a 10m square x 10 cm thick wall of darkness. Can be moved 5m with one action. Blocks all sight; can be shaped. <weaves a “blanket” of magic>

DEMORALIZE 
(2) : target attacks at half but defends at full, and will not initiate combat if possible. Canceled by Fanaticism. Target may roll INT x1 to realize he is demoralized. There is no effect on unintelligent creatures. To be successful needs POW vs POW rolls.

DETECT <magic, substance> (1) will guide one toward nearest source of whatever. Is blocked by dense material or countermagic. Note : Detect enemies is not an available spell.

DISPEL MAGIC : 
(var) removes an existing spell if dispel points are >= points of spell to be removed. Divine spells count double. May be cast at a target without specifying a spell - will knock out defensive spells first.

DISRUPTION  
(1). does 1d3 to a hit location if resistance is overcome with POW vs POW roll.

DULLBLADE 
(var) makes target weapon do 1 point less damage per 2 pts of spell.

EXTINGUISH 
(var) puts out fires. 1 point for a torch, 2 for a campfire, 3 for a small bonfire, etc.

FARSEE 
(var) : halves apparent distance to item examined per point of spell, like telephoto lens. Adds +5% search per point if looking at one specific area.

FIREARROW 
(2) : makes a missile flame, causing it to do 2D6 damage when it hits. This spell is incompatible with speedart or multimissile. Destroys missile.

FIREBLADE 
(4) : makes a melee weapon flame, causing it to do 2D6 damage, as per firearrow, plus damage bonus. This spell is incompatible with bladesharp.

GLAMOUR 
(var): adds 2 APP per point of spell, to a maximum of twice normal APP. Targets with over 1.5 times normal APP are hard to recognize.

HEAL 
(var) : heals 1 point of damage to a wound per point of spell. A given wound (not area) receiving multiple healing spells only gets the benefit of the largest. May be stacked with First Aid if the latter is done first. Heal 6 may be used to reattach a severed limb or restore a crushed limb once bleeding has been controlled. Three consecutive successful First Aid rolls are required before the spell is cast; the limb is then merely maimed. The severed portion must, of course, be in good condition. The healed person must roll CON x 5, or the limb will have permanent scars and decrease in STR and HP.



Heal 8 restores 1 point of general Health loss (e.g. due to bleeding, poison). Optional : two heal 6's or 4 heal 4's applied from different sources at the same time will do the same. There are herbal preparations that will restore lost general Health, too.

LIGHT 
(1) must be cast on  something (coin, fingertip, wall). makes 10m radius light, enough to read by.

LIGHTWALL 
(4) creates a wall of dimensions like Darkwall, but can be seen through from one side without penalty.

MINDSPEECH 
(var) : allows one person to hear your unspoken words per point of spell. Has no effect on language barriers.

MOBILITY 
(var) adds 2 to target's MV score per point of spell.

MULTIMISSILE 
(var) cast upon a missile. When missile is fired/thrown, one magic missile appears for each point of spell. Each extra missile has one less success than the original. If the original has three successes, the next has two, the next has one and any others miss.

SECOND SIGHT 
(3) Allows viewing the POW aura of beings. Things that block line-of-sight also block this. A general idea of the POW of the being is given.

SILENCE 
(var) adds 15% to sneak per point of spell.

SLOW 
(var) reduces target's MV by 2 per point of spell.

SPIRIT SCREEN 
(var) adds 2 points to POW per point of spell for the purpose of defending against spirit attack only.

VISIBILITY 
(2) allows a spirit to manifest on the physical plane. Cannot be dispelled. 

Spirit Combat

Anyone can engage in spirit combat, but it is here because Shamans make a business of it.


For a normal person to engage a spirit in Spirit Combat, he must know its name, something Shamans are very good at finding out. A spirit, on the other hand, can engage any other spirit, including corporal ones, anytime it chooses to do so. Most do not so choose, but there are inimical spirits, or guardian spirits, who will engage a normal person in spirit combat under the right circumstances. 


And some monsters attack with Spirit Combat.


Attacks and defense are rolled as normal, in INT order since disembodied spirits do not have DEX. Use the Spirit quantity (POW x5) of the combatants, with any spell enhancements they may have. If more than one spirit is engaged on a side, a spirit can only attack one opponent in an action, but he defends against all.

· If both attack and defense fail, no result

· If both attack and defense succeed with the same number of successes, each loses 1d3-1 mana

· If the attacker has more successes than the defender, then the defender takes damage to his mana and the attacker is untouched. The amount of mana loss is one damage increment per difference in result. If the attacker is successful by one success, then the defender loses 1d4 mana, etc..

· If the defender has more successes than the attacking spirit, the attacking spirit loses 1D3-1 mana, no matter what the difference in successes may be. 

· When one participant is reduced to 0 mana, he loses. A disembodied spirit will generally flee. Some will instead yield information or swear service—again this is the shaman’s stock in trade. A winning disembodied spirit will either continue to attack, this time destroying the POW of the target until the target is dead (target can continue to fight back with his steadily reducing POW) in the same way, or take possession of the body (see below).

· An attacker with extra successes may, instead of doing damage, attempt a Banish. It calls for a further POW vs POW roll. If successful, the defending spirit is knocked away from the struggle and must take time to return (save for exceptional circumstances, it can always find its way back to either the area it is attached to or its summoner/controller, whichever applies). The amount of time it is Banished is directly related to the number of excess successes of the banishment.

· 1 excess success: 1 minute

· 2 excess successes: 10 minutes

· 3 excess successes: 100 minutes

· etc.

· Possessing spirits take mana and, when successful, make a further POW vs POW attack on the victim. The victim once again loses successes depending on the initial success of the attacking spirit. If the spirit successfully possesses his victim, the victim can try to break free. However, the captive spirit does not regain mana. Thus, his best chance to regain possession is if the possessor is in a low mana condition. If, for instance, his mana is down, the captive spirit might be able to free himself and banish the possessor.

Special Circumstances: 

There are a number of special spirits out there who are affiliated with special effects. 

· Death spirits take mana and Health at the same time.

· Fear spirits take mana and, when successful, the victim must make an INT roll or run. The INT roll loses successes depending on the success of the Fear spirit. For each success the spirit exceeds his victim by, the victim loses one success on his INT roll.

· Disease spirits take mana and, when successful, the victim must make a CON roll or catch the disease. The CON roll loses successes depending on the success of the disease spirit. See Fear spirit above.

Effects of Spirit Screen and Spirit Shield

The points of effect of these spells add to the defender’s POW for determining the success against the attacking spirit. They have no effect on mana or Health damage caused, but do add to any other defensive rolls vs spirits.

Sorcerers--Sorcery

The sorcerer’s spells are, individually, the weakest available. However, by manipulation of these spells he can create incredible effects. Sorcery can have a much higher mana/time/fatigue cost for effect received than the traditional folk magic or the divinely inspired Divine Magic. Sorcerers are very likely to use ritual and even fatigue simply because their spells cost so much mana for the same effect as a folk magic or divine spell.  The sorcerer has the most versatility for most energy cost. Divine Magic Users and Folk Magic users only know that if they do the appropriate thing, the appropriate result happens. The Sorcerer is much closer to knowing why they happen.


The Sorcerer has a Sorcery roll which is the same as the Basic Magic Roll for Folk Magic. In fact, Folk Magic is often thought of as all the sorcery spells that have been perfected. The Sorcerer can increase his Sorcery Roll through training and experience.


Sorcerers have found that magic lines can be controlled by the use of rote motions and special words. They do not cajole; they force compliance with their wishes. The rituals and ceremonies can take some time, but a sorcerer can make a spirit follow instructions within a melee round if he is skilled enough. Sorcerers have the problem that if they do not command correctly, their spells backfire. Sorcery roll failure simply means that the spell did not work. A Fumble means the spell backfires on the caster. The nature of the spell attempted and the situation of the caster determine the nature of the backfire.


Sorcery Spells are much like Personal Magic. A Sorcerer can manipulate any Personal Magic spell. They also have some specialized spells that are not necessarily part of a shaman's repertoire or priest's repertoire. 

Sorcery Skill, Magic Manipulation

Sorcerers learn the Skill of Sorcery. This allows them to manipulate any spell they learn and to use the spell quickly without elaborate ceremonies and rituals.


Sorcery spells are manipulated in four ways: Intensity, Range, Area of Effect, and Duration. Each way is described in levels of manipulation. Except for Intensity, each manipulation discipline has a level range starting at 0. For example, a simple Disruption spell does 1-2 points of damage (Intensity 1), must be used with a touch (Range 0), affects 1 Hit Location (Area of Effect 0) and acts instantly (Duration 0).


Each level of a manipulation 

(1)  costs the user a Mana Point (or turn of time or fatigue level) and 

(2)  reduces his Sorcery chance by 1%. Master Sorcerers generally have Sorcery Percentiles over 100%.


Thus, if a mage wishes to use a Disruption spell that does 1D10 damage (Intensity 5), affects the entire body of the target (Area of Effect 1), reaches to bow range to strike the target (Range 2) and acts instantly (Duration 0), he gets a reduction in Sorcery Skill of 8%.


All Manipulations but Intensity start with a "zero level" which costs no extra Mana or Sorcery chance reduction. No Manipulation may be attempted that is greater than the Sorcery skill divided by 10, dropping fractions. Thus, a 70-79% Sorcery Skill allows for Manipulations that total no greater than 7 Levels. Since Intensity always costs at least one Mana, any spell always costs a Mana Point.


A sorcerer can only keep spells equal to his INT "in mind" at any one time. It takes 30-INT minutes to memorize a new spell--an action that can drive 1d3 spells out of the sorcerer's mind if he is already "full" of spells.

The Manipulations:

Intensity 

Intensity always costs Mana and Sorcery Skill reductions. The table below is expressed in damage terms, other effects can be extrapolated from them (I hope). Some of these are Amount of Siz Affected, Intensity of Venom, etc. It's a measurement of the strength of the sorcery string being manipulated. 

Lvl
Effect

1
1D2

2
1D4

3
1D6

4
1D8

5
1D10

6
1D12

7
1D6+1D8

8
2D8

9
1D10+1D8

10
2D10 (NOT 1D20)

11
1D10+1D12

12
2D12

13
1D20+1d6

14
1D20+1D8

etc
etc

Range

Range starts with touch, which costs no extra. It then increases by orders of 10.


Lvl
Effect

0.
touch - free - within one meter

1.
near - {up to 10 meters}

2.
far - {11-100 meters}

3.  very far - {101-1000 meters}

4.  extreme - {1001-10,000 meters}

5.  
Indirect - {targeting through vision spells, contagion, etc.}.

Volume

Volume is very tricky. It is essentially how one deals with fireballs, zones of silence, multiple targets, etc. The volumes given below are total measurements--the shape of the spell is up to the caster. It's a rough estimation of how many strings are involved. When dealing with a number of objects (such as Blessing several swords), each level doubles the number of objects.

Lvl
Volume

0
A handful, one Hit Location, one object of less than SIZ 6

1
1 cubic meter, a whole humanoid body, two objects of less than SIZ 6, one of 7-12

2
8 cubic meters, a small room, four objects of less than SIZ 6, two of 7-12, one of 13-18

3
27 cubic meters, a good sized lair, eight objects of less than SIZ 6, four of 7-12, etc.

4
64 cubic meters, a major great hall, sixteen objects of less than SIZ 6, eight of 7-12, etc.

5
125 cubic meters, 32 objects of less than SIZ 6, etc.

6
216 cubic meters, 64 objects of less than SIZ 6, etc.

etc
etc

Duration

Duration's zero level is Instant (invoke fire) or a melee round (Boost Damage), depending on the spell. If anyone has a progression they like better, let me know. This part of the spell is what inserts the string into the warp and woof of the world and continues the effect.


Level
Effect


0
Instant/Melee Round (depending on the spell effect)


1
Minute


2
10 Minutes


3
100 Minutes (an hour and 40 minutes, often thought of as 2 hours)


4
1,000 Minutes (16 hours, 4 minutes, often thought of as 20 hours)


5
10,000 minutes (167 hours, often thought of as 200 hours, or 8 days)


6
100,000 minutes (1,670 hours, 69+ Days, generally thought of as 10 weeks)


7
1,000,000 minutes (16,700 hours, 695+ days, generally thought of as 2 years)


8
10,000,000 minutes (about 20 years)


9
100,000,000 minutes (about 200 years)


10
1,000,000,000 minutes (about 2,000 years)


etc.
etc.

Some Sorcery Spells

ANIMATE <DEAD, ELEMENT, SUBSTANCE>--Intensity increases MV (from 1) and/or STR (by 3, for Dead) while Volume influences volume or number.
BIND--joins two objects with a STR of the rolled Intensity. Does not affect living matter.

BLESS <OBJECT>--makes a tool or weapon 5% more effective. Specific to the tool of the spell. Weapons gain 5% in both attack and parry.

BOOST DAMAGE--Adds rolled Intensity to damage of any weapon. 
BOOST RANGE--Adds 10% to range of missile weapon up to SIZ 6. See Boost Damage for other effects.
CALL COLD--Chills 1 liter (1 ENC) of substance by 10 degrees x rolled Intensity.

CALL FLAME—creates a normal fire (see Invoke spells for especially damaging fire, etc.) Each level of Intensity increases the number of possible things that can be lit; Volume determines what ENC of objects can be lit. Objects that are not normally flammable are only momentarily aflame and undamaged.

CALL HEAT--Makes 1 ENC of substance red hot to damage on Intensity Table. Increase ENC by Volume.

CALL LIGHT--Makes a 10m radius illuminated. 5 intensities equals daylight, 10 equal to brightest day. Cast on vision-using target, each Intensity reduces vision-oriented skills by 5% for 1d6 Melee Rounds.

CALL SHADOW--Creates shadow in light, equivalent to CALL LIGHT. Can also be used to blind.

CASTBACK--Bounces any spell of lesser Intensity back at caster, eliminated if incoming spell is more Intense, but still bounces back Intensity equal to the Intensity of the Castback.

CAST<Confusion,Courage,Desire,Fear>--Confusion makes the target forget 10% of all skills, Courage causes all Defensive actions to take two actions and reduces runaway MV by 1/Intensity, Desire makes a person or object very attractive to the target, Fear makes all Offensive actions cost two actions and reduces charge MV by 1/Intensity. INTx1 roll allows the target to try to get rid of the effect with other magic. Courage and Fear cancel each other.
CONCEAL<Life,Magic,Malice,Species,Substance>--Each level of Intensity blocks 1 level of Intensity of a Detect (see below) for the same substance without alerting the detector to the block.

CONCEAL<Object,Self,Sound>--Each level of Intensity adds 15% to an appropriate Skill like Conceal, Hide, and Sneak.

CONCEAL SOUL--decreases target’s apparent POW and MP by rolled Intensity.
DECREASE<STR,CON,DEX,APP,MV,Vigor>--Reverse of Increase spell, see below.
DETECT <SUBSTANCE>--Intensity must be used to look "through" substances like earth, wood, or metal for pre-chosen substance. Can be used as Sense Malice to find one who wishes castor harm. Caster sees glow on object.

DOMINATE<Species>--Must have Intensity equal to at least 1/2 target's POW to succeed.

ENHANCE <SENSE>--Intensity increase pre-chosen sense by 5%, affecting associated Skills, and increases range at which Skill can be used.

FLY--1 Intensity moves 3 SIZ at MV2. Intensity increases MV rate, Volume increases SIZ at 3 SIZ per level.

ILLUSION OF <Sense>--Levels of Intensity increase the effectiveness of the illusion or the MV (2m/Intensity). Multi-sense illusions are possible, but each must be cast separately while maintaining the previous illusions. Rolled Intensity "damage" of the Illusion must be rolled against the CON of the target to stun the target. The target cannot take real damage.
INCREASE<STR,CON,DEX,APP,MV,Vigor>--1 Intensity increases pre-chosen characteristic by 2, increases MV by 1m, or restores 1 level of Fatigue (when we get around to using Fatigue rules), which is the Vigor.

INVOKE<Element>--The basic Sorcery damage spell--uses the Intensity Damage Table. Caster must use his Throw skill as his Attack skill. A large Volume spell that misses does half damage. Large Volume damage spells go directly to the Health Points of the victim; damage is reduced by magical protection and the AP of head and chest armor.
MYSTIC VISION—Lets the target see the lines of force of magic.
NEUTRALIZE MAGIC—Intensityx5 of this spell must be matched against Intensityx5 of the defending spell. If successful, defending spell is suppressed for Duration of Neutralize. Suppressed spell can expire while Neutralized.
PALSY--Affects 1 random Hit Location if Intensity of spell is at least half the current Hit Points of the location. The Hit Location is useless for the Duration of the spell.
PROJECT<Sense>--Let's the caster project the chosen sense to the Range chosen. The viewpoint can be moved at a rate of MV 1, this can be increased by 1/Intensity. Can only penetrate 1m of substance per Intensity.
PROTECTIVE CIRCLE--The Volume protected causes any intruder to have to overcome the Intensity with its STR vs the POW of the caster. Spells and missiles must also overcome the Intensity; spells use their own Intensity, missiles use maximum possible normal damage.

REGAIN LIFE--Heals Intensity Level of hit location damage -or- Health damage. 5 levels of Intensity will, instead of healing 1D10 damage, reattach a limb within 10 melee rounds of its loss, which must then be healed.
REGENERATE--Used to reattach severed limbs or allows limb to regenerate at 1%/week/Intensity. Also increases Healing Rate by +1 (thus, 1d3+1, 2d3+1, etc.) per point of Intensity.
REMOVE LIFE--Causes Intensity level of Health Damage to the target.
REMOVE FIRE--1 Intensity puts out candles, 2 puts out small campfires, 3 puts out bonfires, etc.

RESIST BLEEDING--Keeps wounds from Bleeding (see Combat Rules). Each Intensity level deals with 1 wound. Can be cast before taking wounds, and lasts the Duration of the spell. 
RESIST DAMAGE--Damage done must beat out Intensity of spell to actually do damage. If the attack is successful, all the damage is effective.

RESIST DEATH--Increases the Health Point loss needed before death by 2 per Intensity level. Also adds to Spirit to resist Death spells.

RESIST DISEASE--+5% to chance to resist next disease encountered, then is gone, no matter what the Duration.
RESIST MAGIC--Resists against spells by adding the rolled Intensity to the POW of the Defender. Stays for Duration.
RESIST POISON--Must be used before Poison takes effect. Negates 3 pts of Health Damage per Intensity.
RESTORE<SUBSTANCE>--Repairs damage per roll on Intensity Table. If object is completely broken, a Craft <Substance> roll must also be made or the object is still damaged.

SHAPECHANGE<Species>TO<Species>--Need 1 Intensity/3 SIZ of target. Result has same SIZ.
SHOW<whatever>--Acts like Detect but everyone can see the glow about the object.

SKIN OF LIFE--Target must be protected by 1 Intensity/3 SIZ. Can breathe where normally couldn't.
TREAT WOUNDS--Intensity adds 5% to the First Aid roll and 1 point to any damage healed by First Aid (see Combat rules) and Physician.

SMOTHER--Intensity of Health damage/round in effect. Each action spent fighting off the spell reduces the effect for that round by 1D3. One Intensity of Skin of Life negates 1 Intensity of Smother.

TAP<STR,CON,SIZ,INT,POW,DEA,APP>--Takes the Intensity level of the Characteristic from the target and adds it to the same Characteristic of the caster or designated recipient. Effect lasts for Duration of the spell.

TELEPORT--Each level of Intensity teleports 3 SIZ to a point within the Range of the spell or to a Homing Circle (See ritual spells if I write them up).

TELEPATHY--Allows mind-to-mind communication. Volume increases number of people involved. 

TELEKINESIS--Allows caster to move 2 SIZ (6 ENC = 1 SIZ for this purpose) at MV 1. Volume increases SIZ to be moved, Intensity increases MV rate.

Priests-- Divine Magic

Priests have a connection to the Ultimate Creator(s). The Creator created all things. The priest prays to the Creator and the Creator forces his creation to do the Priest's bidding. There is a price of POW for this privilege. Priests sacrifice POW for Divine Favor, which can be spent on any spell they know. Priestly spells can take minutes to perform but once the priest has the Creator's attention, the results can be spectacular. Divine Magic users must make a successful Prayer roll to have a prayer answered. Successful use of the prayer costs mana equal to the POW originally spent for the prayer, unless the prayer has been done over time or Fatigue has been used. If the prayer is unsuccessful, there is no loss in mana to be used, but the Fatigue or time is still wasted. Prayers are acquired by sacrificing POW. This forms a Prayer Pool. A PC may cast divine spells/prayers he has learned until he has used up mana equal to the points in the Prayer Pool. This means that the divine magic user can cast more spells if he takes time getting the god’s attention and/or exhausts himself actively seeking out divine attention.

Some Divine Spells:

For purposes of determining time, each point of a Divine spell takes up 5 DEX points of initiative. Thus, any Divine spell taking up more than 1 mana takes up a complete round.

BLESS (var) This spell generally varies by amount of time taken to use instead of amount of mana, but it can be used either way. It takes a whole round to perform unless only the most basic form is used on only one recipient. Bless increases all INT-influenced bonuses by 5% per point of mana per recipient.  Thus, if blessing five people with a 10% Bless, the total mana cost would be 10 points. Only Agility is unaffected by the blessing. In effect, this is a very effective pep talk, convincing the recipients that they are better than they are. The effect generally lasts until the situation specifically addressed in the blessing is over.  It can last for a battle, but not a war. It also goes away after the recipient has slept (or been otherwise unconscious)
DISMISS MAGIC (var) : as dispel, but each point eliminates 2 points of magic targeted. Unlike dispel, it can partially eliminate a spell. 

DIVINATION (1) Lets a worshipper obtain information from god or ask a simple question. Important : god only knows what his devout followers tell him, or what is in the nature of the god’s part of Creation(e.g. A weather god knows about the weather). Gods have no "all-seeing eye", and no understanding of Time. He does not know what a worshipper thinks, only what he tells Him specifically.

EXTENSION (var) doubles the duration of a divine spell per point of Extension.

FIND ENEMY (1) Warns you of any or all persons in range that want to harm you, whether they can be seen or not. Blocked by 1m or more of solid substance. This is actually a limited form of Divination—if the menace is not obvious to an omniscient observer, the caster gets no information.

FIND SUBSTANCE (1) As find Enemy, but for the particular substance.

HEAL BODY (3) Allows the caster to heal all Health Point Damage in a person. This does not negate a poison or disease, it merely heals the damage already taken by the body.
HEAL WOUND (1) Allows the caster to expend any number of mana points to heal a single wound. One mana heals one point of hit location damage.

MINDLINK (var) allows two people to share thoughts, feelings, spell knowledge, and even mana. 

RESSURECTION (Var) Allows the user to step into the Road of the Dead and intercept a departed spirit, and engage that spirit in Spirit Combat. If he wins the Spirit Combat, the spirit goes back into the body it left. Of course, if that body is unhealed or decomposing, then the spirit leaves again, because the body is dead. As a rule, a departing spirit has finished his trek on the Road of the Dead within two weeks.
SHIELD (var) allows the user to put up a combined Protection and Countermagic spell of 2 points potency in each. A Folk Magic Protection or Countermagic can be added, but not both. Any one Sorcery protective spell can be used as long as there is no Folk Magic being used.
SOUL SIGHT(1) : as Second Sight, but lets you see mana, both in creatures and those in running spells. 

SPIRIT BLOCK (1) adds 10 to POW for purposes of defending in spirit combat, like spirit screen. 

Other Divine Magic

There are other Divine Magic spells, usually specific to a cult or god. In general, a point of POW sacrificed can get an effect equal to the use of 5 mana on a Sorcery spell. The spell cannot be manipulated.

Multiple Magic Use


Any magic worker can work any of the different magics. Priests can be sorcerers or shamans as well, a shaman might be a sorcerer, and so forth. Shamans dislike sorcery, but some study it enough to be able to use it if they need a spell quick. Priests often have problems doing any other sort of magic because many refuse to see the magic lines they are influencing. Many great theologists do not have Magic Talent, and they refuse to believe that the lines really exist, or think they are the work of tempting devils of some kind. 

Ritual/Ceremonial Magic

Ritual magic can be used by any kind of magic manipulator. The most significant use is to provide a POW device to help with spells, as discussed earlier. Sorcerers use Rituals for their Staffs, Priests use Rituals to Sacrifice for Divine Magic, and Shamans use Rituals to gain their fetches.


Rituals can be used with almost any attempt to do magic and for enchantments of various kinds. They are also used for Summonings. All Rituals take time and the Enchantments and some others take POW from the person(s) performing the Ritual. Rituals can be used to spend time instead of Mana for a spell. Performing these rituals calls for at least one each of the basic magic roll for the type (basic, prayer, sorcery) plus either a ritual or enchant roll, depending on the ceremony. Using ritual to help bolster or perform a standard combat magic takes the dual rolls.


The following are all Ceremonial Magic.

Enchantment


Enchantment involves putting a magic spell or spells into an object so they can be used by whoever wields the object. Access can be limited through the ceremony. The object must be made either from “pure” materials that have not been used in any way (iron ore, fresh-picked flowers, newly-woven cloth, etc.) or from materials that were used for a previous magic item of the same type, and not for anything else. For instance, if a magic sword is broken, and the user took the shards and stabbed someone to death with them, then the materials have been used and cannot be reforged into a magic sword.


A Permanent point of POW must be willingly sacrificed by someone participating in the ceremony for every point of a Divine Spell or 5 points of a Sorcery or folk spell being put into the object. Minimum time for the ceremony is 1 hour for every Divine Point or 5 points of folk/sorcery. The POW is sacrificed at the end of the ceremony. If something disrupts the ceremony, the POW is not lost.


Items enchanted in this way act as spells. The magical effect must still be activated. Permanent effects can be applied (so that a sword is always sharper or a ring always makes the wearer invisible) by use of Sorcery manipulation of Duration. Folk magic users and Prayer users learn this as part of the Ceremony and have no idea they are using a Sorcery discipline. Levels of duration count toward the total points that must be sacrificed.


Vessels meant to provide more Mana for the user must be made Permanent. One point of POW sacrificed creates a vessel for 10 points of Mana.

Summoning


The actual act of Summoning can be very quick. Doing it right, so the summoner is not instantly slain or worse, takes time. In abstract, the Summoner must work continuously a number of hours equal to the POW of the summoned creature to be sure that the summoning will be faultless. Any hours skimped are multiplied by 5 and subtracted from the chance of success. If the summoning roll lands between the result of this calculation and the chance if all was done correctly, the creature appears, but something bad happens, such as it escapes, or can attack the summoner, or whatever seems likely to cause the most disruption. 

Sanctifying


Despite the name, this is not just making a place Holy. It is giving an area an attribute of some sort that it will have until the sanctification is dispelled or the place destroyed. Like Enchantment, but uses Volume.

© 1996  Steve Perrin


