Magic Tables

27.  HOW TO CAST SPELLS

- If the dice roll is 5% or less of the Cast Chance, the effect of the spell is tripled.

- If the dice roll is between 6 and 15% of the Cast Chance, the effect of the spell is doubled.

- If the dice roll is more than 30 higher than the Cast Chance during combat, or 40 higher when not involved in combat, the spell has not only failed, but has backfired and the Backfire Table [30.1] is consulted.

- When a spell impacts, any possible target may, if it has a Willpower value, make a Resistance Check. The target character's player rolls D100. If the resulting number is equal to or less than the character's modified Magic Resistance the spell dissipates and has no effect on the character.

[27.1]  It costs 1 Fatigue Point to cast a General Knowledge Spell and 2 Fatigue Points to cast a Special Knowledge Spell.

If a character is in an area designated as "Mana Rich" by the GM, the cost to cast a Special Knowledge spell is I and there is no cost to cast a General Knowledge spell.

If the character is in an area designated "mana poor" by the GM, the Fatigue Cost to cast a spell is doubled. Such areas will be much more common and will often include the more civilized and densely‑inhabited parts of the world.

[27.2]  A magic user may not cast a spell unless he has sufficient Fatigue Points to pay the cost of casting the spell.

[27.3]  A character always expands the necessary Fatigue Points to cast a spell whether the spell is effective or not.

[27.4]  There is no Fatigue Cost to prepare a spell.

[27.5]  A spell must be used immediately upon being prepared or it is dissipated and the preparation must be repeated before it can be used.

[27.6]  A character must remain immobile and may engage in no other activity while preparing or casting a spell.


[27.7]  A character's chances of effectively casting a spell may be increased or decreased by a variety of factors.

The following modifiers are added to the character's Cast Chance

Each point the caster's MA is greater than 15
+1

Each point the caster's MA is less than 15
-1

Each Rank the character has with the spell he is casting
+3

Each hour (maximum of 10) spent preparing the spell
+3

[27.8]  A character must spend one full minute to prepare a spell and loose it during the Adventure Sequence and a lesser amount of time to prepare and loose the spell during the Tactical Procedure.

It takes one Pulse to prepare a spell as part of the Tactical Procedure and another full Pulse to loose the spell.

[27.9]  There is always a chance that a character can successfully resist a spell even after the spell has successfully impacted on the character.

The character's player makes a Resistance Check by rolling D100 and if the result is less than or equal to the character's modified Magic Resistance, the spell does not take effect even though it did impact on the character.

[28.2]  The casting character’s player determines what effect a multiplication of a spell’s power will have on the spell.

- If double effect is achieved only range, duration or damage can be doubled.

- If triple effect is achieved only range, duration or damage can be tripled or the target’s Magic Resistance may be decreased by 20.
[29.5]  A character may not cast a spell or execute a ritual if his concentration is broken.


Concentration is not broken on a successful roll under 4 times Willpower.

Magic Tables (continued)

31.  COUNTERSPELLS AND RESISTING SPELLS

Resistance may be either Active or Passive.  Magic Resistance = Willpower + Modifiers listed in 31.4.


[31.4]  Magic Resistance Modifiers List

Caster chooses to decrease target character's Magic Resistance
-20

as per 28.2 (i.-e. when triple effect is achieved)

Target and caster are of opposed Branches of Magic (see 34.1)
-5
Target and caster are of the same Branches of Magic
+5

Target is not a member of any College of Magic
+20

Target is under protection of counterspell affecting spell
+30

(plus 3 per Rank)

Target is standing on consecrated ground
+50

33.  INCORPORATING MAGIC INTO COMBAT

Whenever a character attempts to cast a spell, he first prepares it by implementing a Pass Action (see 13.4 and 14.8) as if he were preparing a weapon except that he announces he is preparing a spell. It takes one full Pulse to prepare a spell. On the next succeeding Pulse, the character must implement a Fire Action in order to loose the spell. He announces that he is loosing the spell when it becomes his turn to take action. In most cases, the target(s) of the spell then have the opportunity to resist the effects of the spell by Passively Resisting unless they are stunned or unconscious. However, see 33.1. The Resistance Check is made as described in 31.1 (by rolling D100 against the character's Magic Resistance). Unless the character successfully resists the spell, he is fully affected by it.

[33. 1]  A character may Actively Resist a spell during combat by implementing an Evade Action.

The character must announce when he chooses the Evade Action that he is resisting magic or it is assumed that he is attempting to evade a physical weapon instead. Evading magic never assists a character in dealing with a physical attack and evading a physical attack never has any effect on a character's Magic Resistance. The Evade Action always takes one full Pulse regardless of whether it is being employed to assist the character in coping with magic or with physical combat.

[33.2]  A character may not cast or actively resist a spell while engaged in Close Combat.

 34.  THE COLLEGES OF MAGIC

The Thaumaturgies:

The College of Ensorcelments and Enchantments

The College of Sorceries of the Mind

The College of Illusions

The College of Naming Incantations

The Elementals:

The College of Air Magics

The College of Water Magics

The College of Fire Magics

The College of Earth Magics

The College of Celestial Magics

The Entities:

The College of Black Magics

The College of Necromantic Conjurations

The College of Greater Summonings

[34.1]  A character's Magic Resistance is affected by the Branch of Magic of which he is a practitioner (see 31.4).
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