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About GURPS

~ Steve Jackson Games is committed to full support of the GURPS sys-
tem. Our address is ST Games, Box 18957, Austin, TX 78760. Please
inchide a self-addressed, stamped envelope (SASE) any time you write

us! We can also be reached by e-mail: info@sjgames.com. Resources
include:

Pyramid (wwwisjgames.com/pyramid/). Our online magazine
includes new GURPS rules and articles, It also covers the d20 system,
Ars Magica, BESM, Call of Cthulhu, and many more top games - and
other Steve Jackson Games releases like Iluminati, Car Wars,
Transhuman Space, and more. Pyranid subscribers also get opportuni-
ties to playtest new GURPS books!

New supplements and adventures. GURPS continues to grow, and
we'll be happy to let you know what's new: For a current catalog, send us
a legal-sized or 9"x12" SASE - please use two stamps! - or just visil
www.warehouse23.com.

223 Our e-publishing division offers GURPS adventures, play aids,
and support not available anywhere else! Just head over to
WWW.S m/e23/,

Ejrata. Everyone makes mistakes, including us — but we do our best
to fix our errors. Upto-date errata sheets for all GURPS releases,
including this book, are available on our website — see below.

Internet. Visit us on the World Wide Web at www.sjgames.com for
errata, updates, Q&A, free webforums, and much more. The GURPS
Magic web page is www.sjgames.com/gurps/books/magic/.

Bibliographies. Many of our books have extensive bibliographies, and
we're putting them online - with links to let you buy the books that inter-
est yoii! Go to the book’s web page and look for the "Bibliography” link.

GURPSnet. This e-mail list hosts much of the online discussion of
GURPS. To jDIl’l point your web browser to www.sjgames.com/

il gurps.;m—li'
Rules and statistics in this book are specifically for the GURPS Basic
Set, Fourth Edition. Page references that begin with B refer to that book,
not this one.
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The \.‘i\ first roleplaving was far
laving, and fantasy is sull the
most ]w'mr ope of RPG. Magic
Brings powe and wonder to the gam
wmble: Yet all oo often, (ankasy
campaigns seem it and predictable

.x\p:\\{ by their sources in Tolkien
and Arthurian England

It neednt be that way. Magic and
magical worlds can have infinite van-
etv. and o can magical heroes. A wiz-
ard might be the stercotypical gray
beard with a pointed hat but he
also might be a palace cook with a
couple of minor but useful food spells,
a plane-hopping mage who roams the
timelines looking for people in trow
ble, or a battle-hardensd soldier
whose mastery of magic has brought
ampires 1o their knees With GU E\P\
Magic, vou can play these spellcasters
and many others.

The meat of this book comprises
24 spell colleges with hundreds of
spells but theres much move!
Within these pages youll also find
expanded rules for magic use and
enchantment, altemate magic svs-
tems, and a full weatment of alchemy,
ready to drop into your game

sy ol
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This is the thivd edition of GURPS
; it has been revised to the
GURPS Fourth Edirion rules, We hope
that’s not overly confusing. The oldest
material here dates back 10 the first
odition of GURPS Famtasy (which
covered magic as well as fantasy
world-building). The second edition of

ic added more spells and the
Improvisational Magic svstem created
bv Brett Slocum and  Steffan
OSullivan. This edition adds the
entire contents of GURPS Grimoire.
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ond game design was a tactical
intended to be used with fantasy RPGs
(Melee). His fivst big design was a fan-

tasv RPG (The Fantasy Tnip). He
wrote the st editions of GURPS
Fantasy and GURPS Magic. One
might conchude that he likes fantasy
RPGs. He doesnt get to play them as
much as he likes, though, since being
president and editor-in~chief of Steve
Jackson Games continues ta demand
huge chunks of time. Anvone feel like
GMing a GURPS campaign in Austin?

S John Rass wrote the Black Magic
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Bid me discourse, 1 will enchant
thine ear.

— William Shakespeare,

“Venus and Adonis"

The table groaned under the
weight of strange and wonderful
things - cups and belts and boxes and
other things that Patrick didn't recog-
nize. He looked up nervously at the
big man in the brown robes.

“Go on now, boy,” the man saic
gently. “Pick out something special.

Patrick turned back to the table
and chewed his thumb. There were so
many things, and they were
He petted a soft fur hat, thinking
about the coming winter.

He kept looking back at a set of
knucklebones, like the men used down
at the public house. He reached out
and picked them up. They seemed
almost alive in his hand — warm and
rembling, like a mouse.

He stepped back from the table
and wrned. “These,” he said, holding
out the knucklebones.

The big man raised an evebrow as
he took them. He looked to the back of
the room, where Patrick's parents
waited with the mayor, and nodded.

Pawrick’s mother made a small noise.

_ Squatting in front of Patrick, the
big man offered his hand. Parick took
it it was huge, but strangely soft. The
man clasped his hand frmly.

“Welcome to the vocation, Magus.”

(=

Magic is a powerful force that can
be manipulated with skills called
ells. By casting spells, a wizard can
direct magical enerpy — known as
Mang — 1o produce almost any effect.
This is a mysterious art in some set-
Bngs, a precise science in others.
Although hundreds of spells exist,
ach has a unique cffect. Finding the
night spell for a given task can be a

CHAPTER ONE

PRINCIPLES 0!

wizards
tory, creating
but magical experi
the novice or the f

The best wizards have an i
ability to learn and use o

.

Glossary of Magical Terms

abort: To stop the casting of a spell before its completion.

backfire: A critical failure when casting a spell.

base skill: Your unmodified skill with a spell; compare with effeciive skill.

basic spell: A spell with no other spells as prerequisites.

cancel: To end a spell before it would normally expire.

caster: The person casting a spell.

class: A group of spells that use the same special rules. Two examples
appear in this glossary: melee spells. Missile spells and Resisted spells.

college: A eroup of spells that deal with the same subject - fire, healing,
etc.

effective skill: Your hase skill, plus any modifiers (usually penalties) for
range, circumstances, etc. A caster rolls against effective skill

enchantment spell: A spell for creating permanent magic items. See
Chapter 2.

energy: The “cost” to cast a spell. You may pay this in either FP or HP.
Some game worlds offer alternative energy sources.

grimoire: The list of spells vou know (more generally, any book of spells).

mage: Anyone with the Magery advantage.

Magery: The advantage of being 'in tune” with magic; see pp. B66-67.

maintain: To continue a spell after it would normally end. This costs
more enerzy, unless you have high skill

mana: The ambient magical enersy manipulated by spells. Different
areas (or worlds) have different levels of mana; see Mang (p- 6}

melee spell: A spell that “charges” your hand or a magic staff with
harmiul energies that affect the first target you strike.

missile spell: A spell that summeons a magical projectile that you must
“throw” at the subject.

prerequisite: A requirement for learning a spell. .

Resisted spell: Anv spell that must overcome the “power” of its subject
before it works.

sapient: Racial 1Q 6 or higher.

spell: A skill that produces a specific magical effect when used
successtully.

subject: The person, place, or thing on w hich a spell is cast.

wizard: Any user of magic, whether he is a mage or not.

PrInNCIPLES OF MAGIC



Anvone can learn most spells
although in some worlds, you must be a
mage 1o tse the spells you know, Some
particular level aof
Magery as a prerequisite: if you lack the
required Magery level, vou cannot leam
the spell.

Each magic spell is a separate skill
learned just like any other skill. Most
spells are 1Q/Hard skills, but a few
potent spells are 1Q/Very Hard. Spells
have 1o defaull — you can only cast
spells you know,

Add your Magery to 10 when you
learn spells. For instance, if you have 10
12 and Magery 3, you learn spells as if
you had 10 15. In addition, reduce the

spells specily a

follows:

Iy rare in most seltings.

is rare in most worl

at all.

In most reg;

Hons mana ma

powerful spells can even change

may sense the che

Mana is the ambient energy that empowers magic. Magic will work
only il the mana level of the game world or specific area allows it, as

Very High Mana: Anyone who knows spells can cast them. A mage who
spends FP 1o cast a spell on his turn gets those FP back at the start of his
next turn, However, all failures are treated as critical failures - and actual
critical failures produce spectacular disasters! Very high mana is extreme-

High Mana: Anyone who knows spel
s, but some game wi

Normal Mana; Only mages can cast spells. These spells work normally,
according 1o all rules given in this chapter: This is the default mana level
in most fantasy settings: mages use magic, others don’t.

Low Mana: Only mages can cast spells, and all spells perform at -5 to
skill, for all purposes. (Magic items are similarly affected;
Magic Ienr, p. 17.) However, critical failures have mild effects or no effect

No Mana: No one can use magic at all. Enchantments and permanent
magic effects are suspended and do not function while within a no-mana
zone, hut resume when taken to an area with mana. Temporary and last-
ing spells (p. 10) are dispelled when they enter a no-mana zone, This
mana level oceurs in isolated spots in magical worlds. Seme entire game
worlds can lack mana, making magic use impossible,

ns, mana is uniform and static. However, in same loca-
ain types of magic, or fluctuate over time. Some
the mana level of an avea (p, 127). GURPS
Fantasy discusses more possibilities for the magical properties of a world,

Sensing Mana
Mages cannot automatically sense the mana level of an area, but they
ige when they cross a boundary between levels. When
a mage crosses such a boundary, roll vs. Perception + Magery-3. Add 3 to
the roll if the mage was explicitly searching for the boundary.

LEARNING MAGIC

time required to learn spells (but nor
the point cost) by 10% per Magery level,
to a minimum of 60% the usual time at
Magery 4; e.g., Magery 3 would let you
learn spells in 70% the usual time.

The maximum level of Magery avail-
able in your world is up to the GM.
Most GMs will want to limit PCs to
Magery 3 or 4.

If you know more than a few spells,
you may wish to make a “grimoire.”
This is a list of the spells you know and
vour skill with each, along with the
energy cost, time to cast, duration, etc.
for cach spell. This will save a lot of ref-
erence time in play! A form is included

on p. 240

5 can cast them. This mana level
ds have high mana throughout.

e Power of @

PRINCIPLES OF MACIC

FINDING A
TEACHER

The difficulty of learning magie
depends largely on the role of magic in
a setting — and especially on ils preva
lence. In a world where magic is come
mon, wizardry is likely a trade like any
other, learned through apprenticeships
or in schools. If magic is rare, on the
other hand, prospective teachers may
be cloistered in far-off monasteries or
isolated towers. If magic is illegal, those
mentors will be in hiding.

Once the would-be wizard finds a
teacher, he must convince the teacher
to take him on as a student. Some
teachers give lessons for a fee; others
demand service in exchange for train-
ing. Still others ask for nothing in
advance, but expect their students to
know their duty when the need arises.

I no instructor is available, an aspir-
ing wizard may study magic without a
teacher, like any other intellectual skill.
However, lone study demands that the
wizard has access to good texts on
magic, in a language he can read. Even
then, his progress is only half as fast as
it would be with a mentor, taking 400
hours for every character point of
progress (though Magery will offset
some of this; see Magery, pp. B66-67)
What's more, finding those texts may be
just as hard as finding a teacher.

In a world with improvised magic
(p. 201), there may be no magic
teachers at all; wizards might leamn by
experimentation and lots of hard
knocks,

PREREQUISITES

All but the most basic spells have
one or more prerequisifes: require-
ments you must meet in order to learn
the spell. If the prerequisite is another
spell, you must have at least one point
in the prerequisite spell before you
can study the advanced spell. Not all
prerequisites are spells. Some spells
require a minimum Magery level: for
instance, "Magery 2" means you must
have Magery 2 or more to learn the
spell. A few spells require a minmwm
basic atiribute score, an advantage, or
even a mundane skill




~ You must know a spell in order 10
‘cost it, unless you possess a magic
ftem that lets you cast it (see Chapter
2), Tell the GM what spell you are cast-
ing. then take Concentrate maneuvers
for the requisite number of wms (see
Time Required, below). At the end of
the last second of concentration, make
a success roll for the spell

Casting a spell works like any other
e of a skill: roll 3d and compare the
wotal to your éffective skill (vour base
skill with the spell adjusted by any
applicable modifiers).  Modifiers
depend on the class of spell (see Spell
(Classes, p. 11). If vour roll is less than
or equal to your effective skill, the

| works, 1T it is greater than your
effective skill, the spell fails.

again. The GM is free 10 improvise
instead  of using  the tahle
Impravisations should be appropriate
to the spell and the situation, and
should never kill the caster ouitright,

3 - Spell fails entirely, Caster takes 1d
of injury,

4 - Spell is cast on caster (if h rmiul)

ar on a random nearby foe (if ben-

eficial).

5-6 - Spell is cast on one of the caster’s
companions (if harmful) or on a
ndom nearby foe (if beneficial),
7 - Spell affects someone or something
other than its intended targer -
Iriend, foe, or random object. Rall
randomly or make an interesting

choice,

Improvisations should be appropriate to the
spell and the situation, and should never kill the

caster outright.

On a swecess, mark off the spell's
energy cost against your FP or HP (see
Energy Cost, p. 8). Its effects take place
immediately. On a critical success, the
spell works especially well. Details are
up to the GM, who should be hoth
generous and creative, Whatever else
oceurs, there is never an energy cost il
You get a critical success when you
cast a spell.

On a fatlure, the spell does not
wark. If success would have cost ener-
B% you lose one energy point; other-
wise, you lose nothing. (Exception:
You must pay the full energy cost for
an Information spell even on a failure;
see Information Spells, p. 13.) On a
avitical fatlure, you must spend the full
energy cost and the spell fails badly!
The GM may use the Critical Spell
Failure Tuble or improvise some other
“backfire” he finds amusing,

CriTicAL SPELL
FAILURE TABLE

Roll 3d on the table below. If the
result js inappropriate — or if it is the
- mesult that the caster intended - roll

8 - Spell fails entirely. Caster takes
point of injury

9 - Spell fails entirely. Caster
stunned (10 roll to recover)

10-11 - Spell produces nothing but a

bright flash of

loud noise
awlul odor, etc.

[2 = C\]I\L'H p[" "1|IL\“~ d W
less shadow of the intended effect

13 - Spell produces the reverse of the
intended effect

14 - Spell seems to work, but it is only
a useless illusion. The GM should
do his best to convince the wizard
and his lnmp.lrlium that the \pLH
did work!

15-16 - Spell has the reverse of the
intended effect, on the wrong tar-

1. Roll randomly.

17 - Spell fails entirely. Caster tem-
porarily forgets the spell, Make an
10 roll alter a week, and again each
following week, until he remem-

< and use-

hL'r-\.

18 - Spell fails entirely. A demon or
other malign entity appropriate 1o
the setting appears and attacks the
caster. (The GM may waive this
result i, in his opinion, caster and

CASTING SPELLS

spell were both lily-white, pure
good in intent.)

DISTRACTION
AND INJURY

IF you use an active defense against
an attack, or are knocked back,
knocked down, injured, grappled, or
otherwise distracted while concentrat-
ing, make a Will roll at -3 to continue
casting your spell. On a failure, vour
spell is spoiled and you must start
over,

If you are siunned while concen-
trating, your spell is automatically
spoiled

IF you are injrered but not stunned
while concentrating, and succeed on
the roll 1o avoid distraction, you may
cast your spell. However, the shock
penalty for vour injury will reduce
vour effective skill. See Shock
(p. B419) for details on shock.

CASTER AND
SUBJECT

The “caster” of a spell is the person
who is attempting
The “subject” of a spell is the per

7 Lo cast It

son, place, or I|1in'; upon which the
spell is cast. If you are casting a spell

on vourself, you are both caster and

subject. The subject can also be an

er being, an inanimate object, or
a patch of ground. If the subject is a
place, the caster can “touch” it by
extending a hand over it or touching
the ground, as appropriate for the

spell.

TIME REQUIRED

Maost spells take one seécond 1o cast
Take the Concentrate maneuver for
one turn and attempt your skill roll at
the end of your turn. If you succeed,
the spell takes effect instantly.
Whether you sticceed or fail, your turn
ends as soon as you roll the dice. No
one can interrupt a one-second spell
unless he ok the Wait maneuver on
his own turn before the caster began
concentrating,




Parrick wants to cast
a one-second spell. On his

“I'm concentraty

rick savs
This uses his entire

tum
n Create Fire.
murn. He then rolls the dice for his
spell. If he succeeds, he creates fire -
but either way, Patrick’s tum ends
next to him, cannot
- spell unless he t

Aidan, standi
try to disrupt t c
the Wait maneuver before Patricks

bega

Some spells take more than one
ynd to cast. This requires multiple,
consec tive C”I'IL'L'”U‘Q[(.’ maneuvers in
combat. Make the skill roll at the end
turn of concentration. You
may “abort” an unfinished spell before

is cast, at no penalty, but you must
you wish Lo try again.

OVEL

If a spell takes three sec-

vou must spend three
nothing but concentrat-
| the dice at the end of your

spells may be cast without
g, during a foes turn, to
st an attack. See Blocking
12-13)

St (pp

ENERGY CoST

Each spell has an energy cost.
When you cast the spell, you must pay
cost in either FP or HP. The better
vou know the spell, the less energy you
need to cast it. If you know it well
enough, you can cast it at no cost.
Exception: Never reduce the cost of a
Blocking spell; see Blocking Spells
(pp. 12-13).

If your base skill with a spell - mod-
ified only by the -5 for low mana, if
applicable — is 15 or more, reduce the
cost to cast the spell by 1. If you have
skill 20 or more, reduce cost by 2. Cost
continues to decrease by 1 per full five
skill levels beyond skill 20, Apply the
same reduction to the cost to maintain
a spell. Calculate the entire cost for a
spell (for instance, by multiplying cost
for the size of the subject ar the area
affected) before applying energy cost
reductions for high skill. Ener: oy is still
20ing into the spell, bt your skill lets

you draw it from the surrounding
mana instead of supplving it yourself!

You normally pay the enersy cost
of a spell in FP. You can recover lost
FP by resting. A mage with the

the space such a

ener

ways to be useful in a pinch.

Potent Materials, p. 222.

Recover Energy spell (p. 89) recovers
FP faster than normal.

Burning HP

You may also expend life enerey to
pay the cost of a spell. Mark off some
or all of the cost against HP instead of

— the spell is actually harming you!
You are at -1 on your spell roll per HP
used. This is instead of the usual shock
penalty for injury, and High Pain
Threshold has no effect.

Using HP to power spells is dan-
gerous, but it may be necessary if you
are badly fatigued and must cast
another spell. You may “bum’ HP
until you fall unconscious. Should a
failed HT roll indicate that vou have
died, you do not actually spend the
HP. Instead, you fall unconscious.

Treat HP lost this way just like any
other injury.

Magic RiTuALS

To cast a spell, you must usually
perform a ritual that invelves gestures
and speech. If you can't perform the
ritual, you can't cast the spell! For
instance, if the ritual for a spell

PRINCIPLES OF MAGI

Optional Rule:
Magic Ingredients

Traditionally, a.pt.]_is have often required the use of exotic ingredients;
dragon scale, virgin's blood, eve of newt, mandrake root, Nixon campaign
buttons, or what have you. This book, however, does not specify what
ingredients are required forspells, aside from some materials required for
enchantments. It would be nearly impossible to produce a list of ingredi-
ents that would make sense across a variety of settings, to say nothing of
list would take up.

Instead, spell ingredients should be regarded as a powerful tool for
GMs to use for fine-tuning the feel of magic in their games. Spells you
wish to constrain may require expensive and rare ingredients. If a partic-
ular spell is getting out of hand. maybe the mandrake crop will fail this
vear. Spell ingredients can also serve as a useful cash sink, if the amount
of money in PC hands is getting excessive.

Exotic ingredients can be extremely useful for moderating the use of
magic. Ordinarily, wizards have little incentive not to use up all their
v at every encounter; as h)ng as the party has some time to rest
afterwards, theyll be back up to scratch in no time. If there’s only so
much eve of newt to last until the next visit to town, however, wizards
may start trying to use their magic to best effect, and to find alternate

For some possible ingredients and their typical use

s, see Magically

requires vou to speak, you cannot cast
the spell if vou are gacged or under a
spell of silence.

The higher vour skill with a spell,
the easier it is to cast. It takes less time,
requires less energy, and has less strin-
zent ritual requirements. See [h:. ||ar
below for details. In all cases,
refers to base skill, not effective skill
The onlv modifier that matters here is
the -5 for low mana, if applicable.

Skill 9 or less — Ritrial: You must have
both hands and both feet free for
elaborate ritual movements, and
vou must speak certain words of
power in a firm voice. Time
Doubled. Cost: As listed.

Skill 10-14 - Rirual: You must speaka
few quiet words and make a ges
ture. Time: As listed. Cosz: As listed:

Slkill 15-19 - Rirual: You must speak a
word or two or make a small ges-
ture (a couple of fingers are
enough), but not necessarily both.
You are allowed to move one yard
per second while taking the
Concentrate maneuver. Time: AS
listed. Cost: Reduced by 1.

Skill 20-24 - Rirual- None! You simply
stare into space as you concentraie




Fine: Halved (round fractions up
1o the next second), Minimum cast-
ing time is still one second. Cost:
Reduced by 2.

skill 25-29 - Ritual: None. Thne:
pivided by 4 (round up). Cost:
Reduced by 3.

Skill 30 or more - As above, but for
every five levels of skill beyond skill
25 (that is, at levels 30, 35, 40, etc.),
halve casting time again (always
younding up) and reduce energy
cost by one more point

Certain spells always require a spe-
gific ritual. Such requirements over-
ride the rules above. For instance,
high skill has no effect on the cost to
cast Blocking spells (pp. 12-13) or the
time to cast Missile spells (p. 12).

LIMITS ON
EFFECT

The effects of many spells vary
with the energy spent. For instance, a
healing spell might heal 1 HP per
energy point, or a combat spell might
inflict 1d damage per point.

If the spell description sets no
upper limit, then you may spend as
maich energy as vou can afford! The
maore you spend, the greater the effect.

1f the spell specifies a finite range
of effects and associated energy costs,
though, you cammor exceed the upper
limit without a high level of Magery
(see below).

If either type of variable spell is cast
on the same subject more than once,
only the spell with the most powerful
effiects counts - multiple instances of a
given spell do not “stack” or add in any
way. Spells that heal, damage, or ath-
enwise permanenily affect the subject
4re an exception: you may cast such
spells repeatedly, healing or damaging
l_hf: subject by the full amount cach
lime,

Magery and Effect
Talented mages may exceed the
usual limits for spells that allow a
finite number of “levels of effect” (dice
of damage, bonuses to skdll, etc ). The
upper limit is the higher of the stan-
ard number of levels or the caster's

Magery level

Example: Major Healing (p. 91)
allows you 1o spend 1, 2, 3, or 4 energy

Optional Rule: Alternate Magic Rituals

Here is an alternative way to handle the rituals required for spells. It

gives wizards more flexibility in the way they cast o

heir spells, but denies

powerful wizards the ability to forget about Hitual entirely.

By default, all spells re

quire two-handed gestures, subtle foot motions

like dance steps, and 4 clearly spoken incantation. However, any wizard
may choose 1o omil parts of the ritual by accepting a penalty to skill.

Omitting the fool movements requires a -2 penalty. Gestures with only
one llumd require a -2 penalty, while casting with no hand gestures at all
requires a -4 penalty. Softly spoken incantations demand a -2 penalty, and

no incantation requires a -4 penalty,

If, on the other hand, a wizard has time (o be especially precise with
his movements and speaks the incantation loudly and articulately,
doubling the casting time, he gets +1 to his effective skill, 3

points to heal 2, 4, 6, or 8 HP. It has
four levels of effect. Magery 10 would
let vou revise this limit to /0 levels of
effect — you could spend 1-10 energy
points to heal 2-20 HP!

The GM is free not to use this rule
if he thinks it would be unbalanced. Of
course, if he puts a limit on the high-
est level of Magery available, this will
not be a ]jl'f.lb]n’lﬂ:

DURATION OF
SPELLS AND
MAINTAINING
SPELLS

Some spells produce an instanta-
neous effect when cast and then end
immediately. Other spells last for a
fixed “duration” (given for the particu-
lar spell, but most often one minute)
and then wear off
maintain them.

— unless you

If you can maintain a spell, the
energy cost to do so appears alongside
the cost ta cast. When the spell reach-
es the end of its duration, vou may
continue the spell by paying its main-
tenance cost. If you do, the spell
endures for another interval equal to
its duration. This takes no time and
requires no skill roll. Distance is not a
factor.

Example: The Light spell (p. 110)
notes “Duration: | minute” and "Cost:
1 1o cast; 1 to maintain.” It ends afte
a minute unless, at the
minute, you spend one
point to maintain it. If you do, it |
another minute.

You may repeat thi
long as you wish, p
supply the required e
YOU are conscious, v
when one of your spells need
renewed. However, you cannol

tain a spell while you sleep, anc
cannot “hand off’ a spell to somer

else so he can maintain it for you

Secret Spells 2
It is rarely clear what spell a wizard is casting while he's casting it -
especially if he knows it well enough to cast it silently! In general, if a \pc‘El
has no obvious visible effect (unlike Fireball), it can be kept a secret. T!1|»
can make magical battles much more interesting, when only the GM
knows exactly what spells are in effect and on whom.
Even if the spell is audible, observers may have to make a
Thaumatology roll to recognize a spell they do not themselves know.
Observers without Thaumatology are completely out of luck!




High Skill and Cost to
Maintain

Canceling
Sometimes, vour may want to end a spell before sis full

If vom specify & s:hm-rn- duration when vou cast the spell, the s»
exactly the time desi

vou must pay one energy point (from FPor B
- vour skall level

bpeH Endurance

B
not trv that spell zeain
subject. Some spells pe
v within & given
ry per week,” for e
case, the caster(s) mas W
r the .:ppmmase rime s
1. If no time period is SpeCie
the caster(s) mav never Iy again.

CASTING SPELLS
WHILE

enchantments are suspended, .1m Mmmmc
dispelled, by no-mana zones. OTHER SPEIJ.S

You can only cast one new spel
time. However, vou cam Cast IEW S
before older ones end. Apply the 0
ing modifiers whenever vou cast §
while vou have other spells active

-3 per spell you arc conCemITEES
on at the moment. Scc the indiviEs
spell descriptions to learn which Spe
require Concentration.

-1 per other spell yvou have "0
the moment. Onlv temporty N
carry this penalry.

not d]\pg”"‘
or Remon

PRINCIPLES OF MACGIC



Many types of magic exist. Spells
fall into “colleges” according to their
subject matter, and “classes” according
1o the way they work.

COLLEGES OF
MagIC

Spells related by subject matter —
eg., fire, healing, or mind control —
belong to the same college. The basic
spells of a college are prerequisites for
the more advanced ones. Some spells
fall into more than one college. For
instance, Earth to Air (p. 25) is both an
Earth and an Air spell. This is only
important when counting prerequisites.

Most wizards specialize in only a
few colleges. This is the most efficient
way lo leamn advanced magic
However, you may learn spells from as
many colleges as you wish.

SPELL CLASSES

Each spell falls into one or more
classes that define how it works in
play. These classes are not mutually
exclusive, except as explicitly noted in

the rules below.

Regular Spells

Most spells fall into this class. A
Regular spell affects only one subject.
Its energy cost assumes a human-sized
subject - that is, one with Size modifier
0. For a subject with a positive SM, mul-
uply cost by 1 + SM: «2 energy for SM
+1, =3 for SM +2, x4 for SM +3, and so
on. There is no cost reduction for a sub-
ject with a negaive SM. A few Regular
spells have special cost schemes that
override these rules.

Regular spells work best if vou can
louch or see the subject. You do not
have 16 see through your own eyes; any
Epeil that lets you see by magical means
will do.

If you cannot touch the subject,
apply a skill penalty equal 1o your dis-
1nce 1 yards from the subject; e.g., -5
at five yards, Figure distance a1 the
moment you roll the dice for the spell

. W you cannot 1ouch or see the sub-
Ject, there is a further -5 penalty. There
&7 two ways 1o direct such a spell:

DIFFERENT KINDS OF MAGIC

® Name a target location. For
instance, il you specify “One yard
bevond the other side of this door”
voull get whoever is standing on the
other side of the door. If there is nobody
there, you wasted the spell.

® Name a subject; eg., “The closest
person in the next room,” or, “George,
who 1 know is around here some-
where.” The GM determines the actual
range to the subject. This is risky! If the
subject is farther away than you think —
or simply absent — you are inviting
failure or even critical failure!

No physical barrier affects a
Regular spell. Unless it backfires, the
spell never hits the wrong target.

Area Spells

These spells affect an area instead of
an individual. They are cast on a sur-
face - floor, ground, ete. — and their
effects extend four yards (12 feet) up
from that surface. A few Area spells
work differently; see the individual spell
descriptions for details.

The area’s size governs the energy
cost, but not the difficulty of the roll
The cost listed for an Area spell is
always its “base cost.” The actual cost to
cast the spell is equal to its base cost
multiplied by the radius of the area of
effect in yards (minimum one yard):
base cost x1 for a one-vard radius, x2
for a two-yard radius, =3 for a three-
vard radius, and so on.

Area spells with a fractional base
cost, such as 1/2 or 1/10, cost a mini-
mum of one energy point. A few Area
spells specify a
vou must ahways pay, even if it is larger
than the base cost multiplied by the
desired radius.

If an Area spell affects living beings,
it affects everyone in the area of effect.
You may choose to affect only a part of
the area, instead of the whole circle, but
the cost is still the same — i.e., you may
create an area of effect with “holes” in
it, but must still spend energy as if you
had filled the entire radius of the spell.

If you cannot touch any part of the
affected area, apply a skill penalty equal
to your distance in yards from the
nearest edge of the area.

Otherwise, Area spells work
Regular spells

minimum cost, which
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Melee Spells

Melee spells “charge” vour hand or
magic staff (see box) with harmful ener-
gies that affect the frst target you
strike. These spells require fwo skill
rolls: a roll against spell skill to cast the
spell, and a normal melee attack roll to
hit the target with your hand or staff.

To cast a Melee spell, concentrate
for the required time, roll against spell
skill at the end of the final turn of con-
centration, and pay the energy cost. No
distance modifier applies because you
are casting the spell on yourself! On a
success, you energize vour hand or staff
with the spell’s magic. On your next
turn, you must either hold your spell or
attack with it.

IF you hold your spell, your hand or
staff remains “charged.” This costs no
energy and requires no skill roll. You
eannot cast another spell while holding
a Melee spell. You can take any other
combat maneuver (but an attack with
the energized hand or staff discharges
the spell). A parry with the hand or staff
does not discharge the spell; only an
attack in combat is a part of the ritual.

A Melee spell held on a staff persists
for as long as you wield the staff. If
lose hold of your staff, even [
instant, the spell drains a
ly. If someone grabs vour s
are both holding it on your t
attempt to wrench it free c
attack, and your opponent instant!
suffers the spell’s effects!

To attack, roll against DX or an
unarmed combat skill to hit wit
hand, or the appropriate Melee W
skill to hit with a staff. This is a
dard melee attack. Your target may
attempt any active defense. If he suc-
ceeds, your spell is not triggered; you
may try