New Game System

Strength (ST)

Dexterity (DX)

Acumen (IQ)

The normal human adult will have 32 points spread amongst the three statistics.  Anything below 8 is considered substandard approaching feeble.  Ten is roughly ‘average’.  

Strength (ST) is physical power.  It determines how much physical abuse can be endured, weight lifted, and the body’s reserves.  It determines how heavy a weapon may be wielded and will limit the amount of damage a character can withstand/magic spell casters can use.  

Dexterity (DX) is physical and mental agility.  Dexterity often determines a character’s success in performing a specific task not dependent upon brute strength (ST) or perception (IQ).  Dexterity determines success and failure in performing most tasks.

Acumen (IQ) is the mental sophistication. It entails perception and knowledge, hence controlling the level and number of skills which are known.  Characters have skill points equal to half their Acumen, rounded up.  

Skills Upon creation, characters may spend a ‘Stat point’ to buy skills at a 2-for-1 rate.  The skills available to a character are limited by his IQ.  After creation, upon gaining a level, skills are purchased at a 1-for-1 rate. (Thence adding a point to Acumen effectively buys a half skill point).  Skills costs designated n* may be taken at various levels where n is the number of skill points necessary to buy a level in that skill.
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Weapon Class (Sword, Axe/Mace, Pole Arm, Bow) (2) Ability to use weapon without penalty (-4).  For more sophisticated use, see Specialization.  

Shield (1) Ability to defend using conventional shields.

Knife/Club/Spear/Crossbow/Sling etc (1) Use of a single simple weapon in combat.

Language (1-3) Each character is assumed to speak the local tongue fluently.  1 is  rudimentary to 3 Native proficiency. Elvish, the language of the old magics or  Draconian might be useful, as might Taldean, the language of the immediate Kingdom.

Keen Sense (1*) Extraordinary sensitivity increases perception/detection by +1/level.
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Literacy (1) Note characters with IQ >12 gain literacy for free. Without literacy, an IQ will provide the gist of a short message

Swimming (1)  Without Swimming, a DX roll must be made each minute to avoid drowning.

Exotic weapon (focus on a particular weapon) (1) Ability to use a non-standard weapon  
Seamanship (1) Use boats.

Horsemanship (1) Ability to ride with reasonable skill.  For mounted combat, try Expert Horsemanship.

Running (1*) Increased movement over distance or in combat. Plus 1/level.

Sex Appeal (1) Getting noticed and using it.

Unarmed Combat (1) Beat people up better.  Fisticuffs with no penalty.  For fancy stuff, see Advanced Unarmed Combat. Dam mod x.5.  Without this, you risk hurting yourself.  Alternatively may be taken as wrestling which allows basic throws and does only fatigue damage.

Berserk (2) Ability to enter a frenzy which renders you indifferent to damage until you reach –5 and gives a +1 to all damage rolls.  You are, however, unable to defend and unwilling to retreat.  Charge and bash.  Oh yeah, and when you run out of opponents you must make a successful IQ roll to not attack the next thing you see.  Don’t like it?  See Sophisticated Berserk.

Warrior (1) Req:ST 14 Natural toughness.  All damage reduced by one point (Armor +1).

Veteran (2) Req:ST 16 As above, but more so.  All damage reduced by two (Armor +2).

Climbing (1)
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Holy Orders (1*) Entails the rites associated with a specific divinity.  Sacred rites may allow their performance of ‘miracles’.

Detect Traps (1*) Without skill, some traps simply can’t be noticed.  +1/level

Charisma (1*) Improves others’ response at +2/level.

Battle Ready (1*) Bonus to DX when determining order of attack +2/level.

Sixth Sense (2) Extraordinary sensitivity—allows blind fighting with reduced penalty.

Silent Movement (1)

Animal Handling (1*) Improves animal’s reactions +1/level.

Recognize Value (1) Notice good stuff—not its street value, that’s Assess Value. 

Weapon Specialization (1*) Req: ST/DX12, Weapon Class.  Ability to use a specific weapon to advantage.  Increases base chance to hit with a weapon and may be applied as a bonus to either accuracy or damage.

Professions/Trades (up to 6) Any single trade. Notables include Armorer, Jeweler, Gemcraft, Scribe, etc.

Perform (1) Select any single mode of performance.

Dodge (1) Req DX 12. Reduce the odds you won’t get hit by 1 (Def +1). 

Expert Dodge (2) Req: Dodge, DX 13.  Like Dodge, but Def+2.

Weapon Mastery (2) Req: ST/DX 14, Weapon Specialization 2.  Allows two attacks per turn.  Second attack is at –4.
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Traps (1*) Know what to look for and where.   If you find it, you may well be able to remove it.

Diplomacy (1*) Silver tongue.  Negotiations chance of success +2/level.

Naturalist (2*) Know all about ‘Nature’ (everything that ain’t supernatural—yes, dragons are ‘natural’).  For every level, the Naturalist may chose a specialization (forests, dragons, survival, hunting and trapping) and receive a +2 bonus when working in this field. 

Tracking (*1) Which way did he go?

Acrobatics (2) Req: DX 12.  All kinds of slick.  As Dodge IF you see the attack coming and you do not attack this turn—allows various tumbling performances as well (tightrope, flips, tomfoolery galore).

Engineer (1*) How big things go together and come apart.  Focuses on siege craft. +1/level with siege engines and large-scale machinery.

Tinker (1*) How little things go together.  Focuses on mechanical devices.

Thief (2) A profession, of sorts, with associated guild recognition, the variously named ‘Thieves’ Tongue’, and ability to sniff out all manner of nefariousness.  +1 Reaction with low-lifes and street urchins.

Advanced Unarmed Combat (1) Req: UC.  Dam mod x1.  Opt to try to throw instead of doing normal damage.

Sophisticated Berserk (1) Req: Berserk.  As Berserk, but you may regain control of your bloodlust.

Sorcery (2*) The essential magical manipulation.  This is the ability to sense magical energy and potentially harness it’s power.   Sorcery is the most direct execution of magic, using will to transform the world.  Most direct magic (spells of attack, protection, physical actions, etc) fall under this category.
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Two Weapons (2) Req: Weapon class.  Reduces the penalty for using a 2nd weapon in your off hand from –4/–6 to 0/-2.  Must have 2 ST greater than min for each weapon.

Courtly Bearing (1)How to conduct yourself in high society.

Tactics (1) Plus 1 initiative, and commanding small groups.

Healer (1*) Natural cures via herbs, setting broken bones, staunching wounds.  Reliable, if not very flashy.

Detect Lies (1)

Expert Horsemanship (up to 3) Req: Horsemanship.  Fight from horseback, calm horsies in thunderstorms, etc.

Woodsman (1*) Req: Naturalist.  Surviving in the wilderness, and loving it.

Sorcererous Discipline (2): The wizard has mastered a field of sorcery.  This provides a substantial benefit in casting spells of this class and assumes a broad range of knowledge regarding spells of this nature.  (Examples: Fire, Healing, Protection, Combat, Stealth, Necromancy) 
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Expert Profession (2) Req: Profession 4. Guild master acknowledgement.

Assess Value (1) Know the street value of something (and how to get it).

Captain (1*) Req: Seamanship. Tactics/Strategist on ships.

Spying (1*) Req: Silent Movement  Hide and sneak.

Bard (1*) Req: Perform or DX11.  Every 2 levels provide an additional mode of performance (poetry, specific musical instrument, oration).  Bards gain the ability to manipulate their listeners and may attempt magical transformations using half their Bard skill.

Master Thief (2)  Req: Thief  2.  Command respect in the guild.  

Expert Unarmed Combat (2) Req: Advanced UC.  Dam x1.5.  Do full damage and throw.  May opt to do non-lethal (pressure points which incapacitate without killing)

Enchanter (1*, may not exceed skill in Sorcery) The art of imbuing magical energy in items and people.  These range from magic enhancements and the creation of fetishes (basic) to extremely powerful objects (advanced).  
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Divination (1*) The ability to pierce the veils and glean information.  This generally requires a declaration of form (scrying, chartomancy, astrology, etc).

Alchemist (1+1*)  First level costs 2.  Mix up potent fluids, powders, and items of various uses.

Scholar (1*) Req: Literacy.  Know lots of stuff.  Declare an area of specialization.  Know it all.

Strategist (2) Req: tactics Like Tactics, but better.  Plus 2 and command large groups.

Master Tinker (2) Req: Tinker 2.   Make really cool stuff.

Disguise (1*)

Conjuror (2*  may not exceed skill in Sorcery) The conjuror manipulates the spirits and forces which move outside the physical realm.  Essentially, they may summon and bind forces to do their bidding.  

Illusionist (2* may not exceed skill in Sorcery) Manipulation of the energies of the shadow realm which mirrors the natural realm, moving energies which may deceive the senses.  While the Illusionist’s creations do not exist, a master can create effects every bit as powerful as the real thing.  
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Master Healer (2) Advanced skill.  Techniques at a highly scientific level.  1 in 100 level of skill.

Master Unarmed Combat (2) Damage x2.  Choose a DX based/related skill and call it your own.

Master Bard (2) Req: Bard 3. Guild master level.

Doing Stuff

The survival of characters is based on two elements: intelligence and luck. The intelligence comes from the player (hence no Intelligence statistic).  The luck (and the bulk of the ‘gaming’ aspect) is determined by rolling three dice against a base statistic modified by skill.  These dice are distinguished as follows:

White 
Success or failure (base ‘to hit’)

Black
Power of the action (effectiveness)

Red
Accuracy of the action (precision)

Almost any action entails these three elements.  The base chance of success is:

21 – STAT = chance to succeed

Most skills are based upon DX.  So a character with a DX 12 needs an 9 or higher to succeed.  

Each level of skill (Weapon Specialization, Sorcery, can be used to modify any one of the dice.

So a warrior can increase his chances of hitting (white), damage (black), or chance of getting a crit/calling a shot (red).  A wizard can increase the chance of a spell working (white), the power of the spell (black), or the fine tuning of the magical effect (red); an artisan may tweak the success, effectiveness, or intricacy.  Many skills will only be concerned with the success/failure.

Combat

Beating stuff up is an important part of any game.  The basic concepts are all covered in the section on dicing.  To whit, roll three dice.  

Combatants are assumed to be aware of each other and actively dodging or parrying with available weapons/shields.  Targeting an unaware opponent gets a +4.  Targeting an opponent who is flanked or running by gets a +2.

Moving (MA) If tabletop combat is available, characters may move Dexterity in meters per turn and still attack.  On a hex map, each hex is 2m so the Movement Allowance (MA) of a character is DX/2-any armor modifiers.  If they do not attack and are free to run full speed (-2 to melee defense/-4 to hit) they may move twice their MA.  

Damage  If you hit, the damage will be determined by  the damage die, modified by the weapon’s damage factor minus any armor the target may enjoy.  Note: a six on the accuracy (red) die ignores armor.  


Damage Type: Damage comes is accounted for in various forms.

Crush: Breaks bones, negligible blood loss.  

Cut: Blood loss possible.  All armor as normal.

Pierce: All armor but leather is –1 effectiveness.

Non-lethal: Damage from exhaustion, pain, etc. 

Exposure: Fire, cold, poison, crushing, and the like effect the character as flat damage without additional effects unless otherwise specified.  Common sense says fire continues to burn till extinguished, etc.

Wounds and Dying  At 0 the player is incapable of anything but standing, below this it is unconscious.  If any serious wounds have been suffered (4 or higher on the Red die) then the victim will continue to lose life until it dies.  Of course, opponents may help the incapacitated victim along with additional damage.  If the GM is playing hardball rules, crippling shots and sever blood loss also come into play.  Generally speaking, on a red 6 an additional point will be suffered per turn until the wound is treated.  Dying is untidy and should be avoided.

Combat Sequence

Combat generally runs like this:

1. Surprise:  If opponents are unaware of each other at the outset, check perception (IQ).  If one group is unaware, the other gets to act first.  

2. Initiative: If both groups are aware, combat ensues in order of DX (+2/ Battle Ready level)  Each individual is allowed to move and attack.  You may also postpone your action until any point in the turn (“I’ll wait till it comes through the door, then attack”).  Moving next to someone who can hurt you and then move away, they may attack immediately because you are not actively defending yourself.

3. Extra Attacks: If a combatant gets extra attacks (because of Weapon Mastery, etc), these will be taken at the end of the turn (after the slowest combatant has acted the first time).  These attacks are played out in DX order if there are multiple Weapon Masters.

Recovering Wounds and Fatigue

Critical wounds (crushed limbs, severed arteries, etc) require healing (either medical or magical) to prevent their resulting in disfigurement or death.  

Normal wounds (from injury suffered in combat or general rough housing) recover at a rate of one hit per day on their own under good conditions.  Magic and extra special TLC can increase this rate dramatically.

Fatigue (from extreme exertion or spell casting) is recovered by sleep at a rate of 2d6 per eight hours sleep—better special precautions being taken or magical aid.

Weapons

Mod 
The multiplier applied to the character’s DAM.  If your ST is 3 greater then the MinST, you gain a bonus .5 to DAM

Type 
Type of damage suffered.  Cut may be considered basic damage.  Crush differs only in that it any kind of plate’s Armor value is halved.  Impale ignores all Armor above 2.

Range
How many hexes the weapon reaches/how many hexes the weapon may be thrown/shot without suffering penalty.  Every increment thereafter is –1.

    Class/Weapon
Mod/Type
Range/Inc
Min ST
Notes

     Axe/Mace

Club

.5/Crush
1
8
Any blunt object

Hand Axe (
1/Cut
1/1
9


Mace

1/Crush
1
10
spiked +.5 to plate

Morning Star
1/Crush
1
11
Entangle, “”

Battle Axe
1.5/Cut
1
13


War Hammer
1.5/Crush
1
13


Great Axe *
2/Cut
1
14
Sweep

Maul*

2/Crush
1
14
Sweep, Crush

    Sword
Dagger(
.5/Imp&Cut
1/1
7


Small Sword
1/Imp
1
8
Can’t parry >weaps 

Rapier

1/Imp&Cut
1
9
  “ “

Short/Back Sword
1/Cut
1
10


Long Sword(*)
1(1.5)
1
12


Great Sword*
2
1
14

   Spear
Javelin (
.5/Imp
1/3
9

Spear
(
1/Imp
1/2
10
x2 Dam charging

Pole Axe*
1.5/Imp
1-2
12
       “”

Pike*

1/Imp
2-3
11
       “”

Lt. Lance*
1/Imp
1-2
11
       “”

Heavy Lance*
2/Imp
2-3
13
       “”

Halberd*
1/Imp&2/Cut
1-2
14
       “”

   Bow
Small Bow
.5/Imp
/5
8
½ MA

Medium Bow
1/Imp
/6
10
“”

Composite Bow 
1/Imp
/8
10
“”

Long Bow
1.5
/10
14
“”

Great Composite
1.5
/10
12
“”

Crossbow
Light

1/Imp
/7
10
No move w/reload

Medium
1.5/Imp
/7
12/crank
ROF 1/2 crank; 8ST

Great

2/Imp
/10
14/crank
ROF 1/3 1/5 w/crank


( Thrown Weapon

*  Two-handed Weapon

ST 3 greater than the minimum ST to wield a weapon gives a +.5 bonus to damage for that weapon.  Thus a Warrior with 13 ST wielding a mace does 1.5x damage rather than the normal 1x for normal ST.

Armor

Defensive clothing reduces the amount of damage suffered.  The following denote the protective capacity of coverings, not necessarily the styles sold and worn.  It was not uncommon for a combatant to wear a leather arming coat and breaches(1) beneath a breast plate (4) with chain (2) or scale(3) sleeves and skirt.  Unless characters are interested in pursuing realism, the highest level of defense may be assumed.

Type

Armor Rate
Min ST
Restrictions (Note: MA is effected)
Hvy cloth/ Leather
1
8
-1 DX

Chain

2
10
-2 DX 

Scale

3
12
-3 DX

Plate

4
13
-4 DX

ST 3 greater than that required for the armor reduces the DX modifier by 1

Shields

Shields range from tiny bucklers to spiked tower shields (a weapon unto themselves).  Shields provide a degree of Defense, reducing the likelihood that an opponent will land a blow.

  Type

Defense
Min ST
Restrictions

Buckler/Target
1
9
-

Small Shield
2
10
-1 DX

Large Shield
3
12
- 2 DX

Tower Shield
4
14/12 as 2-handed
-3 DX (/no DX mod)

ST 3 greater that required for the shield reduces the DX modifier by 1.

Exotic Weapons

Naginata 
Boomerang 
Bola 
Net and Trident 

Shuriken
Cestus 
Quarterstaff 
Lasso 
Whip 
Nunchaku 
Blowgun 
To hit Modifiers:

These can be applied either to the to hit roll or the accuracy roll.  If accuracy is <1 you missed.

Concealment: -1 (negligible) to –5 (eye slit)

Aiming for
weapon
-2



Leg
-1



Arm
-2



Head/hand
-4



Eyes, Vitals
-5 (automatic crit)

Left-handed –4

Running –2

Magic 

Magic exists in the world and its nature is Mana.  Mana is the fifth element, the stuff of creation which holds the other four together and lies beneath them, invisible to most.  Everything that lives and has will uses mana to manipulate the world—but a talented few, those most of them those who have learned the orders of magic, are able to manipulate it more directly.  

As far as gameplay is concerned, a wizard can reasonably assess the power of a spell by how dramatically it will change the world.  This in turn gives a rough idea of what power is required to achieve a desired result.  Doing direct damage to a single individual is less dramatic than killing an individual outright.  Killing an individual outright requires less power than slaying a household.  Poisoning a well, however, might require less power than killing a single individual—especially if the wizard had sympathetic skill in alchemy, etc, etc.

The Catch

A wizard can attempt to cast any spell he can imagine, but the difficulty of its success can only be guessed at unless the wizard has skill in divination or access to magical research.

Magical Abilities:

Sorcery  The essence of Magic is two-fold:  Harvesting mana in the world (a talent wizards are assumed to have or they could not practice their art) and the knowledge to manipulate those energies, which must be studied.

Sorcery is the essential magic skill.   The other Wizardly Arts (Enchanting, Conjuring, Divination, Illusion) depend upon it.  Many effects can be created by sorcery, but as a rule they last only as long as the caster focuses on the spell.  A sorcerer may maintain his sorcery skill/2 in active spells.

Success=opposed directly by the rank of the spell

Power= effectiveness (relative change in the world)

Accuracy= approximation of the wizard’s desire

Detect Mana:
 Sense the ambient level of mana in an area, object, etc (IQ roll).  This is the essence of Sorcery.  Some areas just scream magic, others are magic poor.  Even in areas where mana is reasonably abundant, the ebb and flow of power may cause a spell to fail.  Wildly diverse levels of mana are possible, ranging from mana dead regions where the wizard will be incapable of drawing power and forced to use the energy of his own body.  Magic is fickle.  

Spell Casting:  Spells are physical manifestations of magic.  Generally speaking, what the mind can conceive, magic can perform.  Practically speaking, every spell has a difficulty rank which reduces the Wizard’s chance of successfully casting the spell.  

Imbuing:  As mentioned, magic requires mana.  Powerful spells require a powerful lot of mana.  The wizard may imbue his lifeforce to gie spells extra power.  

 Enchantment This school of magic is used to store power in an object.  It is critical because Enchantments are less vulnerable to the whimsical nature of magic.  Once an enchantment is made, it runs its course regardless of ambient mana because mana was already woven into the spell.  Because it is more direct, most enchantments are cast on objects rather than people.  Cursed objects may be created, but they are risky.  Once triggered, it will be impossible to release them.  Similarly, powerful magical items will require ‘imbuing’ of experience points or even Attributes.  The exact cost is determined by the GM and impossible to mitigate.  Ideally, great acts of magic should be cast by groups—this serves to spread out the dreadful costs.

Enchanting: A spell is cast making a long-lasting transformation.  This indefinitely extends a spell cast upon an object or person (i.e. locks the door until it is unlocked, makes that prince stay a frog, or makes that sword burn fiery indefinitely).

Notes on Enchantments:  All enchantments are vulnerable to being broken.  Every spell can be unwound no matter how much mana is pumped in initially, it will someday wear out.  Also, the very nature of enchantment means that a spell can be broken—divination is the most expedient way to determine how a spell can be broken.  Also note that in extremity (especially for powerful summonings and enchantmets) she may need to expend her life force in the form of experience points or even Attribute points.  

Conjuring A seemingly limited, but extremely potent field of magic.  Conjuring brings forces (magical creatures) from the magical world.  The usefulness of summonings depend upon the variety of being called.

Summon Creatures:  The wizard must establish a relationship with a specific creature by calling it forth and either working a pact (quid pro quo) or binding it to service.  The former is akin to hiring it, the latter is for when the cost would be too great or when the conjuror is significantly more powerful than the being conjured.  Once bound, the creature may be called by an act of magic.

Elemental Spirits:  Embody the essence of an natural force and can create, destroy, and manipulate their element.  Examples include the Four Primal Elements, wood, steel, and even will.  Having a conjured a Fire element, Sorcerous spells of fire have a proportional advantage. (Also works for Forces (wood, metal, flesh, spirit).

Powers:  Variably known as daemons, genius, avatars, angels, and the like.  These are forces with great potential, but harnessing them can be extremely difficult depending upon their level of power. At the simplest level, a spirit can be summoned to take a certain form to deliver a message or fight in a battle.  

Ghosts: Literally the spirits of living (or recently dead) creatures.  Note that living beings can be conjured (causing the body to suffer the equivalent of an epileptic fit).  Good sources of information, but ghosts lack the ability to manipulate the physical world unless they can be bound into a physical shell.  Note the spirit of a being often knows MORE than the individual.  The spirit, after all is the True Nature of the flesh.  A broad subcategory of Conjuration entails Necromancy. 

Binding: A field of sorcery, actually, but one most useful to the conjuror.  Spirits may be bound to the Wizard’s will or even Enchanted to provide long-term servants.  This may be accomplished with Elemental Spirits and Forces which then provide long-term reservoirs for sorcery using their element.

An enchanter can reasonably expect to control as many spirits as they have levels of Conjuring.  Certain forms of enchantment can obviate this restriction.

Power= relative level of the creature called

Accuracy= effects summoned creatures reaction and level usefulness

Divination This is an art unlike any of the others.  It does not seek to change the world, but rather to know it.  Much of what a wizard does requires specialize information ranging from finding a misplaced ring to discovering the True Name of powers and spirits.  By divination, the Wizard pierces the veils and discovers what is hidden.  Most wizards will focus upon a specific mode of divination, either selecting a focus (mirror, crystal, pond, cards, stars, etc) or opting for such process as conjuring spirits or spirit walking themselves (prophetic dreams).  Regardless, divination is not the stuff of combat—most divination requires some minutes if not hours.

Power= level of information

Accuracy= usefulness of information

Illusion This subcategory of Sorcery lends perceptible properties to mana, giving shape to what Wizards refer to as the Shadow Realm in which all possibilities are given form by mana before they are made real by Being (Time and Place).  Because it is not attempting any ‘real’ change in the world, an illusion is relatively easier than Sorcery.  It is, however, vulnerable to disruption by perception (the will/perception of the perceiver shatters the fragile nature of the illusion.)  

Disbelief:  Any sentient creature may willfully probe a suspected illusion (happens reflexively for weak illusions, must be actively attempted for better spells).  Any creature capable of perceiving an illusion may see through such a spell, but this will not break the spell for others.

Power 
level of reality of the spell (1 is a hazy two-dimensional portrait, 6 is for all intents and purposes ‘real.’  An illusory door is impassable and behaves completely really.  If you fire an arrow into the door, you will perceive an arrow stuck in it—although the arrow actually passes through to wherever it would hit only to be perceived when the spell ends)

Accuracy both the intricacy of the illusion and the number of people effectible.

One way or another, wizards are given a direct ‘in’ on directing the course of the game.  They can create and destroy entities in a way other characters can not.   They can direct and, to some degree, take over the game.

Spell Casting

With all that said, casting spells should be quick and simple.  The mage must have some skill in the spell being cast.  This may be assumed if the mage is well-trained and the spell reasonable for her skills.  The problematic part is getting the spell to work.  A novice can’t blithely snap off huge fireballs, although she can reasonably expect to start a fire.  Even if a spell is successfully cast (modified IQ roll succeeds), the spell may fizzle or go horribly wrong.  Again, magic is fickle.

Power If there is insufficient mana available for the spell, it may flop or cost the Mage strength (essentially powering the spell on the wizard’s own life energy).  Mana modifiers may range from –3 to +3.  This modifier is applied to the spell’s black die roll.  If the result is less than 0, the spell fizzles unless the wizard is willing to feed it.  Similarly, the wizard may pump extra strength into a spell by sacrificing her own strength.  This is take in the form of fatigue.  Fatigue drains the wizard’s life, but is not generally likely to result in death.  Only in catastrophic failures would a wizard suffer mortal hurt.  Fatigue is recovered by rest.  If a wizard suffers injury on top of fatigue, she will fall unconscious upon reaching 0.  The Mage’s Sleep, or torpor, will remain until the combined total rises above 0.

Game Rules

Casting a spell requires a DX roll.

The effectiveness of the spell is determined by considering the accuracy and power dice.  Simple, eh?

Levels of Sorcery and any other applicable Art (Conjuring for Conjuring, etc) may be applied to any of the three dice.

But things can be much more complex, and squeezing the most out of spells requires attention to these nuances.  

Modifiers:  The following provides a rough guide to how a spell’s power can be determined.  The only way to be sure is through research and Divination—ideally both.

Burning(use one’s own ST as fatigue): +1/pt

Fetishes (see below): +1 to 3

Spell complexity: -3 to +3

Time:  
instant
-2


1 turn
0


1 min.
+1


5 min.
+2


30 min. +3

No verbal: -2

No somatic: -2

Hidden: -4

Complexity: -10 to +3 (turn the Armies of the East into cheese to beguile an ant)

Familiarity: -2 to +2 (unknowns spell to Mastered Spell) 

Cult: +2 for in cult, -1 for out of cult, -6 for opposition

Cross-casting (schools of magic help each other) +1 to +3

Range


Touch: +1


Sight: (range inc 10)


Shooter spells must hit.


Long range(not visible)



<10m –1



10-5 miles –3



3-50 miles –5



>5 miles unlikely

Sympathetic skill +1 (i.e. Animal Handling when charming a wolf)

Activity:
Standing/slow movement: 0



Walking: -1



Running: -2

Combat –3

All the time in the world and cozy, too +4

Conjuring

Spirit (ghost, etc) .5x level of deceased

Power/elementals (daemons, djinn, etc) 1xlevel of spirit

Propitious area for summoning +1 to +3

Association to summoned being –5 to +3

Offerings +1 to +5 (must be appropriate)

True name known +2

Area of summons: divide power equally

Balance and Backlash

The Universe, if it has a personality, turns a paternal eye to wizardkind and allows them to break more rules than one might expect.  That said, there is a certain amount of balance to be maintained or everything goes to hell.  And then there’s a mess to clean up.  Even if a wizard has sufficient power to cast absolutely amazing spells, there may be long-term consequences to particularly outrageous spells. If nothing else, huge displays of magic attract the attention of things by which one might rather be ignored.  The Greater Powers in particular are of the opinion that most of the mana is for their especial use and upstart mortals shunting it hither and thither is a personal affront.  If things get too out of hand, the wizard risks ‘Backlash’ in game terms.  Magical backlash causes the natural order to start breaking down—a matter of concern for all but the deranged.  Generally speaking, even a weak wizard lacks the power to bend matters too far awry and a wise wizard will stay within bounds.

Trés  

Trés  (“tray”) when a wizard rolls and gets three of the same number (all 4’s for instance) a special combination has been hit.  Some form of discovery which will directly effect the spell, provide new information about the spell, or some more dramatic event.


Spells can be dramatically effected in various ways.  Trés do not have to be good either.  Triple one’s may well spell horrific failure.  
Information—the wizard may glean new, useful information (Mastery).

Magical Discipline

By declaring a magical discipline, the Wizard specifies an area of magical study which has been his focus.  The wizard receives a +1 bonus like that of Spell Mastery for all magical acts in this discipline.

Examples of Spells

The following provides a sample of spells with their level and power.  It is by no means an exhaustive list, but can provide guidelines for the level of difficulty of a spell and what might be needed to cast it.  The IQ level is again presented as a rough guide to the level at which a wizard might reasonably cast such a spell (where 10 is normal human, 13 the rough minimum for a wizard, 16 is exceptional, and 20 is godlike).

Sorcery






Skill Rank

Detect Magic (sense magic in the area, quick and easy)


1

Blast (Mod x 1) effectively smack ‘em with mana

Drop Weapon (save v. ST or drop)

Light

Clumsiness (DX=DX-power x ½)

Confusion (IQ = IQ-power x ½)

Avert (reduce MA by power x ½)

Aid (Improve Stat for task by power x ½ , high acc( specific tas +power)
2

Dark Vision (see mana—doesn’t work in 0 mana areas)

Trip (Save v ST/DX (lesser) or fall)

Dazzle (-power to successes) mana flare

Shock Shield (Contact causes power x 1) 

Ward (Make impassible by x.5 (minus to hit, etc))  Serves as magic shield

Heighten sense (IQ + power x .5)

Lock

Knock

Sleep (save v ST – power)






3

Control Animal (save v power)

Reverse Missile

Simple Banish (release the ties that bind summoned creatures)

Move silently

Blast (does power in dam when triggered)

Break Weapon

Fireball (-2 success (range factor), DAM x 1.5, blast radius for .5)

4

Drain Strength (does power, gain power x .5, must touch)

Control Person (- based on individual’s opposition to task)


Stone flesh (Armor = power, DX –power x .5)



Slippery floor (Save Succ-power or fall)

Flight (-3, speed = power, maneuverability = acc) 



5

Stop (MA to 0, save vs ST)

Healing (-dep severity, heal power x ½)

Fireproofing (-power to dam)

Curse (-2, -success to power)

Bind elemental/power/Spirit

Lightening (-3 DAM x 2)






6

Revival Dead 

Spell Ward (-2 power v. power of spells)

Massive Avert (-7 drive back megahex)

Shatter Illusions (power v. illusion’s power)

Iron Flesh (-5 Armor = power x 2)





 7

Teleport (-4 -as range mod)

Call creature (from within 10 miles)

Hammer Touch (-5, touch does power x2)

MegaSleep








8

Death

Magical Healing (purification)





9

NoBody (insubstatiability)





Shapechanging







10

Wizard’s Wrath (-6 Dam= powerx3 radius x2)

Control Gate

MegaFreeze

Long-range Teleport







11

Resurrect








12
Enchantment

Bind Mana (power( mana costs rank of base spell x 3—failure ruins spell—then spell must be successfully cast)

Staff









1

Circle of protection (make impassable by x 1)

Break Enchantment

Enchant Weapon/Armor






2

Explosive Gem







3

Blast (does power in dam when triggered)

Shatter Dweomer (drain magic from enchantment)



4

Geas (Place a quest or compulsion on someone)


Create Gate 

Scribe Scroll

Staff of Power (TrueStaff)

Blast Trap 

Magical Items



as binding with 5 x mana –3 success 

ManaWielding








8

Conjuration

Summon Air/Water/Fire /Stone (-0/-0/-1/-2; -1/hex; -1 to 6 for fine work)

Summon Wolf
 (1 hex, normal)





1

Call spirit guide (weak magical)

Summon Myrmidon (-1) 1 hex complex




2

Summon Bear (-2) 3 hex simple




3

Summon rope (-2) 1 hex, magical animate

Staff to snake (vicious snake, -2 if Wizard’s staff)

Summon Gargoyle (-3 2 hex complex)




4

Repair (depends upon complexity)

Bind elemental/power/Spirit

Summon Giant (-4)







5

Summon Lesser Deamon (-5 1-hex magical)



Summon small Dragon (-6 3-hex magical)




6

Pentagram (ward and binding)




Summon Elemental (-3, -6 to power)

Summon Dragon







7

Summon Deamon







8

Summon Greater Deamon






9

Illusion

Illusion (-1/hex, reality/power, intricacy/accuracy)




Blur









1

Image










Light

Darkens (aura of gloom, makes hiding easier)

Shadow (hex of pitch black which can not be seen through, -1/hex)

2

Dazzle

Hide unmoving thing (-2/hex, can’t move)

Invisibility (-2, -2/hex, can move, can’t attack)



3

Deceive (Hide real thing beneath false thing, disguise)

Unnoticeability (perfect invisibility—they won’t know even if they do hit you  -6) 4

Landscapes and buildings (-6 with –2 accuracy)



5

ShadowWalk (move in shadow world)

Shadow Weave (transform things quasi-permanently)


6

Capture soul








7

Summon Shades (ShadowRealm creatures)

ShadowGate (pass through, or force others through)



8

Divination

Empathy








1

Detect Magic (sense magic in the area, quick and easy)  


2

Reveal Magic (determine source and “flavor”)



3

Sense enemy (detect danger)






4

Mage Sight (see invisible)



 


5

Comprehend Magic (Know its form and intricacies)
 


6

Read thoughts





Astral Projection







7

Read Dweomers 




 


8

Weave Future








9

Critter examples

Wolf

ST10

DX 13

IQ 4

Def 0

Armor 1

Bite 1x

Pack hunters

Dire Wolf

ST 12

DX 13

IQ 5 (cunning)

MA 10

Def 0

Armor 2

Bite 1x+1

Giant Spider

ST 8

DX 12

IQ 3

MA 4

Bite .5 (poison)

Strong webs (save v ST)

Poison Save:ST ½ d6/min till cured

Bear (medium)

ST 16

DX 13

IQ 4

MA 10

Bite 1.5x

Claw 1x

May berserk +.5dam/ fight to –10


Bear (large)

ST 22

DX 10

IQ4

MA 10

Bite 2x

Claw 1.5x

May berserk +.5dam/ fight to –10

Leopard

ST 10

DX 14

IQ5 (cunning)

MA 12

Def 2

Armor 0

Bite 1x (followed by claws 1x on hit)
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