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In ancient times past magic was not broken into separate branches as it is today.  In that age an adept could develop magic of any college.  However, this magic proved to difficult to control for the mortal mind.  Over time the use of mana would break the soul of the adept corrupting him for all time.  In that time there were great wars fought with powerful magic, and a great cataclysm that destroyed much of the land.  It has been millennia since those wars, and the mortals that lived found that by concentrating on a specific area of magic the mortal mind could develop reliable control over mana.  Alas some mortals cannot leave awesome power untapped.  Those that practice this skill are known as Wizards.   A wizard focuses their powers through a wizard staff, or similar item.  The wizard staff works as a focus, and helps the wizard control the powerful mana energies that have destroyed so many in the past.  Thus the wizard practices the art of magic to its fullest potential.  While an adept is limited to a single college of magic, a wizard learns magic far beyond these limitations.  Every wizard has a wizard staff through which much of his power is driven.  A wizard creates a wizard staff during their initial training using the Ritual of Creating a Wizard Staff.  Wizards have the potential to be very powerful characters.  Wizards often form organizations such as guilds or cabals.  A wizard who has achieved rank 10 is known as an Archmage.  Use the experience cost of the Alchemist.

Restrictions

A wizard must be a member of a magic college.

A wizard must be able to read and write in at least one language to rank 9.

Training for the wizard skill takes twice as long, and nothing else may be trained during that period.

A mage must have access to a magic library worth as least (3000 * new rank) gold shillings for the entire training period.  Note:  Large cities often will have a magic library, and will usually charge 50gs to 100gs per week for magical research in a fully stocked magic library.   

A wizard must pay 50gs + 50gs per rank to advance in rank.  This is to cover the cost of spell research, spell components, and other supplies.

A wizard may not select Special Knowledge Spells/Rituals from colleges of opposite alignment.  For purpose of this skill Fire opposes Water, Air opposes Earth, and Star opposes Dark.  Exception:  An adept of one of the elemental colleges may chose to give up access to the other branches to become an Elementalist.  An Elementalist may select Spells/Rituals from any of the elemental colleges.  

Spells and Rituals known by a wizard that are of another magic college have a greater chance to backfire.  Increase the chance of backfire by 20.  Thus a mind adept that selected lightning bolt using this skill would backfire if he rolled 10 greater than his cast chance (in combat), or 20 greater (outside combat).  This penalty is offset by the bonus granted by this skill.

A wizard must be in possession of their Wizard Staff to use the spells and rituals gained by this skill.

Benefits

A wizard adds 1% + 1% per rank to the cast chance for spells and rituals of his base college.  A Wizard Staff in hand is required.

A wizard reduces the Magic Resistance of his targets by 1% + 1% per rank.  A Wizard Staff in hand is required.

A wizard reduces their chance to backfire by 2% + 2% per rank.  A Wizard Staff in hand is required.

A wizard may appraise magic items and books as a merchant of half their wizard rank. 

Rank 0:  Increase the difficulty factor to cast minor magic by 1 (making it easier), a wizard will also learn the Ritual of Creating a Wizard Staff.

Rank 1:  A may select a General Knowledge Spell.

Rank 2:  A may select one: Talent (from list), General Knowledge Spell, or General Knowledge Ritual.

Rank 3:  Select one General Knowledge Spell, or General Knowledge Ritual.

Rank 4:  Select one: Talent (from list), General Knowledge Spell, General Knowledge Ritual, or Special Knowledge Spell.

Rank 5:  Select one: General Knowledge Spell, General Knowledge Ritual, Special Knowledge Spell, or Special Knowledge Ritual.

Rank 6:  Select one: Talent (from list), General Knowledge Spell, General Knowledge Ritual, Special Knowledge Spell, or Special Knowledge Ritual.

Rank 7:  Select one: General Knowledge Spell, General Knowledge Ritual, Special Knowledge Spell, or Special Knowledge Ritual.

Rank 8:  Select one: Talent (from list), General Knowledge Spell, General Knowledge Ritual, Special Knowledge Spell, or Special Knowledge Ritual.

Rank 9:  Select one: General Knowledge Spell, General Knowledge Ritual, Special Knowledge Spell, or Special Knowledge Ritual.

Rank 10:  Select one: Talent (from list), General Knowledge Spell, General Knowledge Ritual, Special Knowledge Spell, or Special Knowledge Ritual.

After achieving rank 10 a wizard may select additional General Knowledge Spells/Rituals (2500xp/2000gold), Talent (5000xp/2000gold), or Special Knowledge Spells/Rituals (5000xp/2000gold).

Talents:  Detect Aura (Earth), Witchsight (Illusions), Project Image (Illusions), Resist Temperature (Mind), Sensitivity to Danger (Mind), Mind Cloak (Mind), Predict Weather (Air or Water), Infravision (Fire), Light (Fire), Night Vision (Celestial), Summon Wizard Staff, Snap Casting, Spell Reflection.  
Note: This list of talents is not complete.  Other talents may be selected at the GMs option, though; the wizard should have a good grounding in the college.  For Example:  a wizard wishing to develop the talent Ask the Dead might be required to have developed other Necromantic spells with their ranks with the wizard skill.  Spells used as talents (Mind Cloak, Light) work the same as the spell except there is no fatigue, and the base chance is automatic.  Mind Cloak is considered in effect all the time.

Ritual of Creating a Wizard Staff

Duration:  Immediate

Base Chance:  100%

Exp. Multiplier:  100

Ritual Time:  12 hours

Target:  Staff

Description:  A wizard staff is created to serve as a conduit for the powerful mana energies that a wizard wields.  A wizard staff can store 1 fatigue (+1 per 2 full ranks) that may be used to cast spells, or to absorb fatigue lost to backfire effects.  A staff, which has its last point of fatigue absorbed due to backfire, may shatter.  The wizard must roll WPx3 to contain the energies and prevent the staff from shattering.  A wizard staff can look like anything the wizard desires, but often will be inscribed with the runes of their colleges and the colleges he has studied.  A wizard staff often has crystals and gems imbedded into it.  A wizard staff costs a minimum of 25gs to make.  A wizard creating there first wizard staff dose not pay this cost (it is paid when the wizard achieves rank 0).  It is conceivable that a wizard could use something other than a wizard staff as a focus for their magic.  For example:  a scepter or a wand.  A wizard staff may be used as a quarterstaff in emergencies, and a scepter could strike using the crude club stats.  A wizard staff should weigh 2-4 lbs. (1 lb. for a wand).  Wizard staffs (and scepters) are not normally designed for combat, so the GM should increase the chance to fumble, or break the wizard staff (scepter) if used in combat.  Except as noted above, a wizard may never use a weapon as his focus.  GM Note:  The purpose of the variation from the staff ideal is to provide an avenue for variety and flavor.  This should not be used to give the wizard some new advantage, or to allow a character with a low strength to nit-pick their weight.  If a player wishes to create an object other than a staff than the base chance of the ritual is MA + 3% per rank, and the cost is tripled.  A wizard may only have one wizard staff at any given time.

Talent of Snap Casting

Exp. Multiplier:  200

Description:  A wizard with this talent may cast spells without first preparing it.  This talent doesn’t stack with the Spell of Quickness (and thus a mage may still only cast one spell per pulse).  Spells cast in this manor have their base chance reduced by 20 (-1 per rank), and backfire more often.  Increase chance of backfire by 10.

Talent of Spell Reflection

Range:  5’ + 1’ per rank

Base Chance:  WP + 1% per rank

Exp.  Multiplier:  300

To use this talent takes a pass action.  The wizard must hold their wizard staff foreword in a forceful manor.  Any spell that targets the wizard will rebound on the caster for full effect range so long at the source of the spell is known (either seen, or located using magic such as telepathy).  Also a wizard can choose to deflect any spell cast that is in range.  A spell that is deflected travels away from the mage in a direction determined by the GM and may strike another target.  A mage may reflect or deflect up to 1 spell per 5 ranks in any given pulse.  The mage must roll equal to or less than the base chance for each spell that is to be reflected, or deflected.  If Spell Reflection fails than the target may resist normally.

Talent of Summon Mage Staff

Range:  10’ + 10’ per rank

Base Chance:  40 + 3% per rank

Exp.  Multiplier:  200

The wizard may summon the wizard staff they have made using the Ritual of Creating a Wizard Staff so long as that staff is with in range.  The wizard wills the staff to come and the staff leaps to their hand (pass action in combat).  The path must be unobstructed between the staff and the wizard until rank 10.  At rank 10 and above the staff will vanish from its location and appear in the wizards grasp.

