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The College of Mana Magics is sort of a "non College" of magic. 

In fact, it's practitioners don't believe in the seperation of 

magic into seperate 'categories'. For this reason, Mana Magics is 

often at odds with other colleges. This adversity seems to be the 

greatest with the College of Rune Magics, who are generally 

recognized as the first College of magic.  A Mana mage views 

magic as a whole rather than several factions divided into 

thaumaturgies, elementals, and entities. Therefore, adepts of 

this college may use the general knowlede of any college. This 

allows the player to "customize" his character by picking his own 

general knowledge based on his magical aptitude. Adepts of Mana 

Magics specialize in spells that effect other spells. The player 

may pick his general knowledge from any college other than Rune 

Magics. The character may only use special knowledge specific to 

the college of Mana Magics. 

The number of General Knowledge spells the character may know is

based on his magical aptitude as follows: 
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                              * For each additional MA Point, 1 spell is added

The Player must choose all general knowledge while generating 

the character and may never learn anymore unless there is a

change in his MA. In which case, the character will either learn

more general knowledge, or forget some. 

                                             Talents

1. Mana Vision (T-1): 

     An Adept of the College of Mana Magics has the ability to 

actually see mana. A Mana Mage will always spot the mana

surrounding a magical object or another mage. Upon spotting

another mage, the Mana Mage will have a chance equal to his 

perception of determining the exact college of his target. This

talent may not be resisted, but if the Mana Mage fails his first

attempt he may never try again.

                                        General Knowledge

     The player determines his own General Knowledge as explained

above. 

                                        Special Knowledge

1. Spell of Magical Resistance (S-1): 

     RANGE: 15 Feet + 15 added per rank

     DURATION: 20 sec + 5 added per rank

     EXP MULT: 200

     BASE CHANCE: 20%

     RESIST: May not be Resisted.

     EFFECTS: The spell adds 2 (+ 1 per rank) to the target's 

     magical resistance. 

2. Mind Cloak Spell (S-2): 

     RANGE: Self

     DURATION: 1 hour + 2 added per rank

     EXP MULT: 250

     BASE CHANCE: 30%

     RESIST: May not be resisted. 

     EFFECTS: Exactly the same as spell G-3 in the SORCERIES OF 

     THE MIND college. 

3. Spell of Mana Vampirism (S-3): 

     RANGE: Touch

     DURATION: 1 Hour + 1 per rank. 

     EXP MULT: 800

     BASE CHANCE: -10%

     RESIST: May be Actively and Passively Resisted. 

     EFFECTS: If the victim fails to resist, the caster may drain

     a number of points equal to his rank with the Mana Vampirism

     spell from the target's Magical Aptitude. The target's base

     chance with spells should be adjusted accordingly. If the 

     target's MA is lowered enough to warrent the loss of a 

     spell, the GM should choose which spell is lost. If the 

     target's MA is lowered to less than the total number of 

     talents and general knowledge spells in his colloege, he may

     not cast any spells untill the vampirism spell wears off. 

     The Mana Mage's base chance with this spell must be higher

     than the target's WP for this spell to have any effect. All

     knowledge the target loses as a result of this spell is 

     regained when the spell wears off. 

4. Magical Barrier Spell (S-4): 

     RANGE: Self

     DURATION: Concentration/No maximum

     EXP MULT: 400

     BASE CHANCE: 30%

     RESIST: May not be resisted. 

     EFFECT: Once this spell is in effect, an invisible magic

     barrier will surround the caster. No spell of equal, or 

     lesser, rank may penetrate this barrier. In addition, the 

     Mana Mage has a 5% (+ 1 per rank) chance of reversing any

     spell of lesser rank back at the adept who cast it. The Mana

     mage must remain motionless and may perform no other actions

     for the spell to remain in effect. 

5. Conceal Magical Aura Spell (S-5): 

     RANGE: self

     DURATION: 1 hour + 1 added per rank

     EXP MULT: 100

     BASE CHANCE: 40%

     RESIST: May not be resisted. 

     EFFECT: This spell masks the adept's magical aura making it

     impossible to detect by any means. 

                                     Special Knowledge Rituals

1. Ritual of Creating Places of Power (Q-1): 

     The adept may, upon the completion of this ritual, create a

place of power. Generally, the place of power will be aligned

with either the powers of light or the powers of darkness, but no

such alignment is necessary. The place of power may even be

devoted to a specific god depending on the campaign. The exact

powers of the place of power is determined by the GM. Normally, 

however, it will add 50 to the base chance of any magic cast in 

it's location. 

     If the place of power is devoted to the powers of light, 

negatives may be given to dark mages (the reverse is also true). 

The powers of this place may be as magnificent or as minimal as

the GM desires, but players are encouraged to use thier 

imagination. 

     The base chance of this ritual is 1 (+ 3 per rank). To 

successfully cast it, the Adept must die. It takes 20 full days

to perform the ritual. At the end of this time, the player rolls

the dice. If it's a success, the place of power is created and

adept dies. If the roll is not successful, the adept will lose 

all magical knowledge and memory. The experience multiple for 

this ritual is 800.

