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Overview

Concepts

Magic is a gift of the Creator. Like all his gifts, it is intended for good, but often used for selfish or evil ends. Magic itself is a form of authority over nature, and the ability to manipulate and affect other beings.

All things supernatural and spiritual are magic. There is no distinction in the game between arcane and divine magic. Magic is supernatural, not natural; but it interacts with the world extensively, and what we would think of as natural laws may actually be “implemented” by magic.
Magic is believed to be the essence of creation. All known things in the universe are subject to magic, even gods. It is theorized by some that the creator himself is not subject to magic, since he presumably made it; but the Book of Law is silent on this matter. Others theorize that Chaos is beyond magic, existing outside its milieu. Priests hold that magic is the way the creator has chosen to reveal himself in the world, and his spiritual gift to all mortals by which they may overcome evil. The gods seem to use the same magic that mortals do, although in a more powerful way. Thus the study of magic is considered to be a holy pursuit. Most magic involves a degree of invocation, that is calling upon the Law or upon the various celestial powers who govern aspects of creation. Other magic, like necromancy, invokes the power of Chaos in order to violate the natural order.
Source: Magic is an omnipresent metaphysical power. It has no known “energy” associated with it, but does seem to be able to pool in certain beings or objects. It is best understood as something akin to gravity; gravity can be used to store and release potential energy, but is not energy itself.
Goals

I had the following ideas and goals for magic:

· Balance with Warriors: In the Swords & Sorcery genre, a barbarian with a loincloth and a broadsword can often leap across a room and cleave a wizard in half before he gets his spell off. I don’t want to go quite that far, but I want swordsmen to have a distinct advantage in some situations, so that wizards don’t steal the show. But I also want wizards to be able to manage some decent battle magic.

· Earth Shaking Power: In High Fantasy, magic can be unthinkably, ridiculously powerful. It can do nearly anything... but it has a price. Powerful magic is accomplished through ritual spell-casting, which generally means lots of time and elaborate rituals. But there are ways to have at least some powerful magic available at the spur of the moment (delayed spells and magic items), so a prepared wizard is not to be trifled with.

· Magic is Knowledge: Magic is acquired through study, and accomplished worked through skill. A wizard needs knowledge of many different fields. Research is difficult, and some spells are difficult to cast. A wizard can acquire new spells just like a warrior acquires new swords – without paying points for them. Technically anyone can learn scholarly magic; other types of magic may require inborn ability, or supernatural grants.
· Mystical Feel: Magic should feel like magic. That means suitable limitations and conditions, particularly incantations and material foci. In particular it should not feel like superpowers. Certain powers, like flight, will be restricted to maintain a medieval magical flavor.

· Gritty Challenges: I don’t want every challenge to be solved easily by magic. This can be a real problem with a VPP, when you can always pull the appropriate spell out of thin air. In some games, so much magic is available that scenarios have to be loaded with magical traps and NPC spell-casters just to even the playing field, or prevent certain spells. I’d prefer to avoid that by not escalating the power too far in the first place.

· No Arms Race: I want to avoid an arms race between wizards and warriors.

· Mortal Limits: Magic can’t do everything. For example, it cannot raise the dead, and it cannot change the past. There will be some hard limits.
Limits of Magic

Magic cannot do any of the following:

· Do anything permanent without spending character points.

· Create any “absolute” effect.
· Create or destroy an immortal soul. Soul and body are considered to be inextricably linked. This includes:

· Creating true sentient life. You can modify it, but not create it from scratch.

· Restoring the dead to life. You can trap a soul, torment it, or force it to return to its dead body, but you cannot make it live again.

· Magic can postpone death, but cannot ultimately escape it in the end. A creature can only die once. Magic can not resurrect the dead, but it can call up dead souls to create unliving.

· Remove the decrepitude brought on by Chaos. Some magic invokes Chaos, and this has detrimental effects on the user that cannot be removed magically.

· Directly restore an END reserve. You can move END around, but you cannot conjure it from nothing.

· Remove an aura. You can disguise it, but not eliminate it completely.

· You cannot erase or change a style signature; a style signature can be disguised with the Disguise skill.

· Remove or affect a good or evil taint on an aura. You cannot even disguise a good or evil taint.
· Magic cannot change the past, nor travel into the past.

· Magic cannot predict the future, but it can make an informed guess. True prophecy only comes from the gods.

Signature and Aura

Magic has an aura. No deed is performed in a vacuum, and any magic use will create a detectable “magical ripple,” and every magic effect leaves a faint ghostly signature behind.

Magical auras take on the aspect of the wizard casting them. The ripple and the signature bear the unmistakable style of the individual, although this can be difficult to analyze, and can also be disguised. The signature fades slowly, although very strong signatures may last for millennia.

Magical signatures also take on a karma imprint; magic used for good will have a good aura, while magic used for evil will have an evil taint. The good or evil is not an objective imprint, but is perceived and judged as such by the observer, much like a “good smell” or “bad smell.”

Magic is omnipresent in the universe, in every object and every creature. Therefore every object and creature is capable of acquiring a faint “passive signature” according to his deeds. Passive signatures are more difficult to form, so only very strong deeds or emotions will create them. Creatures that use magic acquire signatures much more readily. This includes mortals, gods, and anything else. Karma signatures also fade slowly; a single bad deed in the past may leave a lasting impression even long after a creature has repented.

It is strongly recommended that spells take the limitation Noisy (-½); this means any nearby wizard can detect magic use with a Perception roll. But even magic that is not noisy is still detectable.

Styles of Magic

Alchemy

Rules: Alchemists should buy their formulas as part of a VPP, as alchemy is learned and not inherent. The VPP follows the same rules as spell VPP. A single VPP can be used for both spells and alchemy. A specialized VPP (alchemy only) can be used. Potions do not require END.

All potions must have Trigger (+¼), One Charge (-2), Universal OAF fragile and expendable/difficult (-1½ or more), Extra Time (-3 or more), Requires an Alchemy Roll (-½). Potions with a duration should buy a continuing charge.
Skills: Alchemy (Power) to brew potions, Alchemical Research (Inventor) to develop new potions, Analyze Alchemy, KS Alchemy, PS Alchemist
Optional Skills: KS specific formula, KS beast yield, KS herb lore, etc.

Restrictions: Alchemists may carry no more than VPP/5 potions at a time; this includes potions give out to comrades. Potions that are sold do not count against this limit. Potions that are purchased DO count. Potions have one charge, so only one potion of any given formula may be prepared in a single day.
Alchemy requires a laboratory; brewing potions in the field is very difficult. A library is also very helpful. Most formulas are written/encrypted in books, but you can learn them by paying KS for them, just as wizards can learn spells. Alchemy is decribed in greater detail in the Alchemy document.
Artificing

Artificers create enchanted items such as swords or armor. The dwarves are the pre-eminent artificers, although elves are a close second. Artificing takes a great amount of time, and the magic must be woven as the item is fashioned – it must be “forged into” the item. Artifice is closely related to both Runecraft and Wizardry… all effects are formulaic wizard spells that are permanently embedded.
Rules: All items must have be Independent, and must have a Universal Focus. Most items should have either Zero END or Charges, although items usable only by wizards may require a Magic skill roll and require the wizard to provide END. All items must be paid for in character points by the creator. All items are Full Power only.
Skills: Artifice (Power), Spell Research (Inventor), Analysis, PS Artificer, KS specific item, KS Artifacts, etc.

Artificing takes a lot of experience points just to buy items. The GM may allow certain rare and wondrous items to contain character points that can be used for artificing; for example, a dragon’s heart might contain 10 CP worth of destructive fire magic if used to quench a newly-forged sword blade. This sort of magic is rarely acquired from random encounters, and rarely more than one such item is obtained from a given creature or source. Generally, you must first know what you’re seeking, and then quest for it.
Herbalism

Not really a formal magic, the herbalist is able to identify and use many different sorts of herbs. Most herbs are body-affecting. There are hundreds of herbs that can be found and used (yes, I have a list).
Skills: Buy PS Herbalist and KS Herbalist. Herbs must be found or purchased. You can’t really invent stuff with this. KS herbalist tells you the properties of herbs and where they may be found; PS herbalist allows you to actually find them, and prepare them properly. If you buy all your herbs and have a handy textbook, you could get by with just the PS; if your interest is purely scholarly or alchemical, you only need the KS.
Prayer

This is not really a style of magic at all, it is simply calling directly upon a higher power. Only mortals can pray. Prayer is not guaranteed in any way, and there are no mechanics behind it.
Runecrafting
Runecrafting is a magic related to Artifice. The runecrafter must paint or carve one or more runes and then activate them by chanting. The more permanent the rune, the stronger and more lasting the spells. Most effects are subtle, such as illusions or mental effects, but minor blessings and banes are also known. Runes are unique and must be drawn precisely; runes are discovered and learned, not invented, although various combinations will have differing effects. Runecrafters must learn each rune separately and keep track of what runes are known. Runes may be either continuous or triggered. Runecrafting is popular throughout the north with dwarves, orcs, and barbarians. In the south it is more often used by wizards to set traps or wards.
Rules: Runes are uncontrolled (while the rune lasts), must be either Continuous or Triggered, must have Zero END, must have OAF Rune, and require Extra Time: Five Minutes to activate. All runes are Full Power only. Runes are a simple sort of brute force magic.
Skills: Runecrafting (Power), KS runes, PS runecrafter.
You may use a VPP, or buy each rune separately as a power.

Song Magic

The elves have developed a unique form of magic based on music. Most effects are enchantments of the mind, blessings, or illusions. There are two types of songs: Songs of Power and the Songs of Enchantment. Songs of Power are relatively short songs, and they last only as long as the song continues. Songs of Enchantment take time to weave, but the effects may linger for years or even centuries. Songs can be subtly altered on the fly, allowing even continuous effects to be modified to adapt to changing circumstances.
Rules: All songs requires Incantation and extra time, but do not use gestures. Songs of Power require one full phase to start, then require Incantations throughout (if a continuous effect). Songs of Enchantment require at least an hour of extra time, only require incantations during casting, and should be purchased as Uncontrolled. All songs should have variable advantage and variable limitations, and can be used at any power level. Song magic is very refined and rarely uses brute force. Song Magic is related to both wizardry and sorcery, and may be taken as either a VPP or individual powers. Songs are powered by personal END, but may be purchased down to Zero END.
Skills: Singing (Power), KS songs, optional VPP.
Sorcery

This is innate magic that is granted by another being, but also includes inborn racial talents. Sorcery is not learned, it is innate and intuitive.  Sorcerers can vary the power of their spells, and can sometimes vary the effects (variable advantage, variable limitation); however they cannot change their selection of spells. They can occasionally develop new techniques (related to existing ones), but they cannot “unlearn” previous abilities. An exception is sorcery that is granted by gods or demons: this can be revoked without notice, or new abilities may be granted, but the sorcerer must usually abide by some agreement in exchange. There are several types of sorcery:
· Blood Sorcery: The sorcerer has demon or faerie blood from which he derives his power.

· Pawn Sorcery: The sorcerer is granted powers by a god (or demon) in exchange for service. The powers are always specific to the assigned task, and new powers are rarely granted. This is classic “paladin” or “priest” magic.

· Wild Talent: The sorcerer just has a natural talent for magic. This sort generally has minor powers, but is most likely to have variable power effects.
Sorcerers cannot create scrolls, and can rarely teach their art, or learn it from others. Unlike wizards, their powers are not grouped into colleges, so a single Power roll works for all. Also unlike wizards, Sorcerers are limited to a narrow range of effects, and cannot learn “multiple colleges”.
Rules: All spells must be powered by personal END, and some spells will be very fatiguing (extra END). All spells require either a Skill Roll or an Activation roll, or they must be No Conscious Control (wild talent), or they must be Inherent and Persistent. Side effects are required for any power with a Skill or Activation roll. Granted sorcery also requires a behavioral limitation on all powers. Powers may be purchased in a multi-power, but only as non-exclusive slots. Sorcerous powers tend to be brute-force effects, lacking the finesse and fine control of wizardry.
Skills: Power (faith, whatever)
Wizardry

This is the scholarly magic of casting spells. Wizardry is the most flexible, but it takes much study to achieve. Wizards do not wield the raw power of sorcerers until they grow very skilled. Spells are carefully crafted formulae and are fixed in power and effect, but a good wizard will know many variants of a given spell. Wizardry draws its power from beyond, and is not fatiguing to the caster. Wizards can also draw power from objects or enchanted items.
Rules: All wizard spells are purchased through a VPP and draw from an END Reserve. All spells Require a Magic Roll, Incantations, and Full Power Only. Complex spells must be cast as rituals (extra time, focus, conditions). All spells require endurance, and constant spells require endurance throughout. Variable advantage and variable limitations are not permitted, because the VPP already provides this ability.
Skills: Magic (Power), Spell Research (Inventor), Analyze Magic, PS Wizard, KS field of study, etc.

Only one Magic skill is required, but you must have appropriate KS for all of your spells. The KS may be used as complementary to Magic, or in research and analysis.
