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INTRODUCTION

Magic . . . Intuitive art or numerical science? Insanity or
perfect control? Quest for divinity or demonic blasphemy?
Take your pick. Maybe it’s everything at once.

Every myth, fantasy story, and anthropological study
has its own ideas on the subject, which makes life compli-
cated for anyone who wants to incorporate evocative ideas
about magic into RPGs. The problem is how to handle such
visions in game terms — how to make them work as imag-
ined but also in a consistent and playable way. The purpose
of GURPS Thaumatology is to offer solutions.

Often, RPGs are accused of tying up magic in strict
rules, losing its truly fantastical, magical essence.
Thaumatology certainly presents rules — but by offering a
wide range of options, it aims to restore a sense of freedom
to game magic and to enable the GM to make it an integral
part of a setting, not just a handy box of tricks. Still, the
specifics are there for those who value them.

ABouT THIS BOOK

All GURPS books are tool kits — you use the parts you
like and change or ignore the rest. This is especially true of
Thaumatology. Its many rules and systems are designed
to enable the GM to set up games where magic works
exactly as envisioned, providing the perfect atmosphere
and balance of probabilities. It also includes worked
examples and ready-to-use implementations, but even
these can be modified.

As with any toolbox, you shouldn't try to use everything
simultaneously - and by “you,” we mean whoever is
responsible for designing and maintaining the campaign,
usually the GM. Pick and choose only what suits your pur-
poses. Not every concept belongs in every game; if you try
to use it all, you'll probably go crazy and, worse, your cam-
paign will collapse! All of Thaumatology is one big sugges-
tion. For example, the point costs for abilities reflect the
author’s views of effectiveness and balance — but as the GM,
you're free to disagree and change the numbers, perhaps to
encourage or discourage particular player choices. Just

bear in mind that such tinkering will have consequences in
the game.

This doesn’t mean that Thaumatology is only for GMs.
On the contrary, any player whose character uses a magic
system or mechanism from this book will need access to it
to see how things work and what's possible. But if the GM
decides that a section or even a chapter doesn’t apply, then
that’s final.

Player or GM, you should consider reading the entire
book before making any decisions. A given magic system
might draw most heavily on one chapter, but many ideas
transfer easily between chapters. You'll also want to com-
pare several possible mechanisms before settling on those
that best represent your game’s (or character’s) version of
magic. Finally, the appendices (pp. 242-267) apply to many
options.

PUBLICATION HISTORY

Thaumatology features something old, something new,
and quite a lot borrowed. One of the design goals was to
integrate the many magic rules published over the course
of two decades of GURPS and bring them into line with
GURPS Fourth Edition, polishing and enhancing them in
the process. This means the book owes debts to more
people than we can list here - but a few names and titles
really must be mentioned.

The spell-based system described in the current GURPS
Basic Set dates to the earliest days of GURPS. It has been
adapted for specific purposes many times over the years.
Treatments of fictional and mythical sources added and
removed spells, reorganized the college structure, and
imposed special requirements on spellcasters. For example,
Ken and Jo Walton’s GURPS Celtic Myth added powerful
“High Celtic” imagery, while GURPS Religion, by Janet
Naylor and Caroline Julian, refitted the system for clerics
and adopted rules for shamanic spells from Kirk Wilson
Tate’s GURPS Ice Age.
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Spell-based magic has also been subject to more radical
modifications. In particular, S. John Ross’s “Unlimited
Mana” rules - first printed in Pyramid #9, subsequently
reprinted in GURPS Best of Pyramid Volume 2, and
adapted on pp. 76-82 — showed what could be done with a
simple-but-fundamental change to the core system. Later,
Ken Hite’'s GURPS Cabal demonstrated what adding mod-
ifiers from real-world occultism could achieve.

Some GURPS supplements offered completely new
models of magic. Notably, C.J. Carella’s GURPS Voodoo
provided a potent, subtle system of ritual magic (called
“Path/Book” magic in Thaumatology; see pp. 121-165),
which Stephen Kenson subsequently revised and expanded
in GURPS Spirits. Other books developed flexible improv-
isational systems or rules for powers that, while not explic-
itly magical, were ideal for representing particular views of
magic. Numerous Pyramid articles offered further varia-
tions and combinations.

All of these ideas were reviewed, updated, and integrat-
ed to produce Thaumatology. This book simply wouldn't
have been possible without those predecessors. It attempts
to bring the richness and range of options developed for the
first three editions of GURPS into GURPS Fourth Edition,
putting all the material in one place for convenience.

Current Cross-References

As much as possible, GURPS supplements are designed
to stand alone. They never need books other than the Basic
Set to be useful. Because Thaumatology is a tool kit,
though, it involves more cross-referencing than usual.

Much of Thaumatology - notably Chapters 2 and 3 -
modifies the standard spell-magic rules. This system is cov-
ered in adequate detail on pp. B234-253, but GURPS Magic
offers a lot of additional material, especially spells! Thus,
Magic is recommended for anyone planning to use magic,
in particular anything based on the spell system, in a
GURPS campaign.

Thaumatology is also designed to complement GURPS
Powers. Either volume stands perfectly well on its own and
can help you set up magic of various kinds for a wide range
of campaigns, but the two books work well together.
Chapter 7 specifically examines “magic as powers,” summa-
rizing the essential rules while offering specific applications,
but Powers provides many more advantages, enhance-
ments, limitations, and systems.

Finally, GURPS Fantasy is likely to be of interest. It pro-
vides extensive guidelines for setting up fantasy games,
including treatments of magic. Its Magical Arts chapter
offers many good ideas, some of which Thaumatology has
borrowed and expanded.

ABOUT THE AUTHOR

British games writer and notorious Professor-William-
Headley-look-alike Phil Masters tweaked the basic spell sys-
tem when he wrote GURPS Arabian Nights in 1993, and
has barely looked back since. His other GURPS credits
include work on The Discworld Roleplaying Game,
GURPS Castle Falkenstein, GURPS Atlantis, The Hellboy

About GURPS

Steve Jackson Games is committed to full sup-
port of GURPS players. Our address is SJ Games,
P.O. Box 18957, Austin, TX 78760. Please include 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 (www.sjgames.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
Hluminati, Car Wars, Transhuman Space, and
more. Pyramid subscribers also get opportunities to
playtest new GURPS books!

New supplements and adventures. GURPS contin-
ues to grow, and we'll be happy to let you know
what’s new. For a current catalog, send us a legal-
sized SASE, or just visit www.warehouse23.com.

e23. Our e-publishing division offers GURPS
adventures, play aids, and support not available any-
where else! Just head over to e23.sjgames.com.

Errata. Everyone makes mistakes, including us —
but we do our best to fix our errors. Up-to-date erra-
ta 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, and much more. To discuss GURPS
with SJ Games staff and fellow gamers, come
to our forums at forums.sjgames.com. The
GURPS Thaumatology web page can be found at
www.sjgames.com/gurps/books/thaumatology.

Bibliographies. Many of our books have extensive
bibliographies, and were putting them online -
with links to let you buy the books that interest you!
Go to the book’s web page and look for the
“Bibliography” link.

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.

Sourcebook and Roleplaying Game, GURPS Banestorm,
and GURPS Powers, to name just a few items.

Phil has also worked on lines and products such as
Mage: the Sorcerers’ Crusade for White Wolf, Ars Magica
for Atlas Games, Dying Earth Roleplaying for Pelgrane
Press, and Dreaming Cities for Guardians of Order, all of
which involved thinking about magic systems. That said, he
has worked on Transhuman Space material for ST Games
and Champions for Hero Games, among other things, and
had articles in more magazines than he can count. His web-
site is www.philm.demon.co.uk.
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“Consider . . . a simple fire spell, perhaps.” The centaur
snapped his fingers and a flame danced above his hand for a
moment. “Magical, is it not? But I see that two occupants of
the front row are puzzled, which is good, because it suggests
that they not only possess a useful sensitivity but that they are
willing to use it. So consider tool use.” He extended the same
hand and placed a small, glittering object on the lectern in
front of him. “This comes, I'm told, from another reality. It
produces flame at the touch of a finger, so long as it is kept
supplied with a fuel, for which my friends in the alchemists’
quarter charge rather a lot. And yet neither the object nor the
fuel responds to any tests for enchantment that I or anyone
I've met has been able to develop.”

“So you're wasting our time with mundane toys and
trickery!”

CHAPTER ONE

WHAT IS
MAgGIc?

The challenge came from the back of the room, where a
burly, well-dressed lowlander was slouching across two
benches. The centaur raised an eyebrow.

“I'm talking about important distinctions. But if you
think that I'm wasting your time, feel free to leave.”

The lowlander scowled a moment and then shrugged. He
gathered up his slate, rose to his feet, and stalked out of the
nearest door. A fraction of a second later, he reentered the
room by the door on the opposite side, and then stopped in
utter confusion while laughter rippled through the room.

The basic concept of “magic” is ancient, but there are
countless different ideas about what it involves and how it’s
supposed to work. Consequently, you need to decide what
your magic actually is before attempting to represent it
with rules.

WHAT 1S MAGIC?




THE IDEA OF MAGIC

“Magic” typically refers to a method by which sapient
beings can manipulate the supernatural to achieve useful
results. This raises the question of what “supernatural”
means, however: invisible forces, “spirits,” or something
incomprehensible by whatever the world calls “science” or
“rationality.” Moreover, not all magic is controlled and not
all magical results are useful.

MAGIC SEEN AS REAL

Magic emerges out of humanity’s oldest legends, and
some of the most evocative ideas about it still come from
such sources. It represents a way to explain and perhaps
control a vast, confusing universe.

Magic and Religion

Magic is both related to and potentially in conflict with
religion. Originally, the two might have been one and the
same. Humans explained the world in terms of invisible
powers, which shamans, wizards, and priests all claimed to
understand.

Divisions arise from the question of whether the expert
controls otherworldly forces or simply speaks to them —
interceding, negotiating, and/or worshiping. A priest’s gods
are superior beings; trying to tell them what to do is foolish
at best. Hence, if wizards (secular magicians) or shamans
(spirit-workers) exist, they're said to deal with lesser beings:
spirits. This might mean that they're merely “spiritual tech-
nicians,” but there’s often a suspicion that they’re collabo-
rating with demons or other outcast entities, even if they
think they're working with non-sentient forces! As a rule,
priests form part of the social order, wizards work for
themselves, and shamans address individual issues as they
arise.

A wizard’s reply to all this might be that priests lack
courage or curiosity, and are mere lackeys to their gods,
claiming authority over humanity without trying to under-
stand how the universe works. A shaman might say that
priests have too simplistic a view; in shamanic myths, the
gods are often remote and unapproachable, and life
depends on knowing how to work with lower-ranking spir-
its. Shamans might see secular wizards as prideful and
impolite to spirits, while wizards view shamans as being
limited to unreliable haggling when formal magic works
more reliably.

In a fantasy campaign where more than one type of
magic-worker exists, the balance of such disputes is crucial.
It's important to know whether any of the participants are
completely right or wrong, or if each has part of the truth.
If nothing else, such divisions permit some entertaining
roleplaying, with priests, wizards, and shamans bickering
and verbally sniping at each other (it’s less amusing if the
disagreement turns violent, though!).

This three-way division might be too simplistic, however.
In “spiritual” or “mystical” ideas, “magic” and “religion” blur
together; magic is regarded as a personal, quasi-religious

belief system. It might produce practical results, but these
are side effects — the real point is one’s spiritual develop-
ment. Likewise, many conventional religions include
mystical strands whose followers try to gain deeper under-
standing through meditation and prayer, and mystics are
sometimes credited with impressive supernatural powers.
To a priest, though, a mystic might seem to be abusing reli-
gion for personal advantage, while a secular wizard might
see the mystic as importing religious mumbo-jumbo into
practical magic.

Strange: As to how I do
magic, there are many, many
procedures. As many, I dare say,
as for making war.

— Susanna Clarke, Jonathan

Strange & Mr. Norrell

Magic IN FICTION

Folktales and fantasy stories are as likely to refer to
ideas about “real” magic as they are to depict it as having
more straightforward effects — and these approaches
aren’t exclusive. A storybook wizard can hurl lightning
bolts or turn into a wolf because that's simply how his
world works. Magic can serve as a symbol, a metaphor, or
a power fantasy.

Early fantasy either borrows from myth or - like fairy-
tales — uses magic as a plot device with little regard for con-
sistency, portraying it as something that just happens, per-
haps impelled by moral or malevolent forces, or by destiny.
Its magicians are remote and incomprehensible, living in
hidden towers or grottoes and driven by whim. They're
often very powerful, but they aren’t omnipotent. If they
enter mundane society to pursue personal goals, a hero
may defeat them by shrewdness or a surprise attack (most
magic seems to be slower than the sword). Spells often
come with “escape clauses,” allowing a lucky or well-
informed hero to circumvent even the greatest effects.

Imposing Rules

More modern fantasy — perhaps influenced by science
fiction — sometimes tries to depict magic as logical and
coherent. Writers may attempt to derive rules and princi-
ples from old legends, or define magic as the science of a
universe with different natural laws, or simply construct
systems that make for good plots or metaphors. Others
maintain the traditional focus on mystery, however; they
might suggest that magic follows consistent rules, but the
rules aren’t at all obvious.




can do and what his odds of success are . . . although rules
can incorporate elements of uncertainty and give the GM
room to fudge.

Roleplaying games borrow ideas about magic from fic-
tion, and to a lesser extent from myth and history, but must
be more specific about how it works. Games have rules, and
someone playing a wizard needs some idea about what he

Words for Magic

Humanity has used countless words for “magic.”
Some started out with clear, specific definitions, but
meanings invariably blur over time. In RPGs, such terms
are often associated with particular rules and game
mechanics that have only a tenuous connection to the
words’ origins.

In English, most words ending in “-mancy” originally
described methods of divination (for instance, “necro-
mancy’ meant “questioning dead spirits”), but the sense
has broadened to mean “magic” (so “necromancy” could
be any sort of death-related magic). The suffix “logy” or
“-ology” indicates the science or study of something; e.g.,
“astrology” is the study of the stars, although today it
means using the stars for predictive purposes, while
“astronomy” is the modern science.

Widespread terms include:

conjure: Originally, this meant “to make a pact” - and
later, “to call up or invoke.” Spells often invoked
magical names, so it could cover all sorts of magic.
Today, “conjuring” typically means stage magic.

enchantment: Imbuing an object or a person with
magic, originally by chanting. This explains why
GURPS uses the term to refer to the creation of
magic items. In other places, though, it’s used to
mean magically controlling people through their
thoughts or emotions (and an enchantress is a
woman who manipulates others’ minds). The paral-
lel meanings have become quite distinct - take care
to differentiate them!

glamour: A kind of enchantment or spell, and hence,
metaphorically, dazzling or distracting appearance.
As a result, the term has come to refer to a kind of
magical illusion — or possibly mind control with an
illusory/delusional element. Its frequently used in
relation to the magic worked by fairies, which per-
haps consists entirely of powerful illusions.

goety or goetia (adj. goetic): Magic worked by calling
up evil spirits or the dead - or originally, the magic
of illusions and deception. Contrast with theurgy.

mage (pl. magi): An English variant of magus, descend-
ing very indirectly from the name of an ancient
Persian priestly caste, the members of which were
held to be expert astrologers. GURPS uses Magery to
mean personal magical aptitude (required to learn
magic in many settings), and refers to anyone who
possesses this trait as a mage.

magic: Another derivative of magus. The infamous
Aleister Crowley coined a variant spelling, magick,
to distinguish “the true science of the Magi” from

“counterfeits.” Some people think this offers a useful
distinction between stage trickery and the real super-
natural deal; others consider it pretentious. A magi-
cian is anyone who works magic - typically secular
rather than priestly, but the distinction tends to blur.
In Thaumatology, the term often means a practi-
tioner of Path/Book-based magic (see Chapter 5).

mysticism: Formerly a mysterious sort of religious
activity, not necessarily open to rational comprehen-
sion. Still tends to mean something more religious or
spiritual than magical, but some mystics are said to
possess uncanny powers as a result of their studies.

necromancy: Traditionally “divination by communica-
tion with the dead.” The meaning has broadened
over time to cover any kind of death-related magic —
including the creation of undead and dealings with
demons (either because demons are powerful in the
afterlife or just because both demons and undead are
evil). Some people call all magicians “necro-
mancers,” as an insult or an accusation. While necro-
mancy is often classed as evil, in some belief systems
the dead may provide willing help if approached cor-
rectly, making necromancy lawful or at least neutral
(if frightening). Indeed, necromancy was sometimes
regarded as the last, best defense against truly evil
magic.

occult: “Hidden” or “secret.” The word is associated
with magic because magic is a secret art. The term
arcane has a similar history.

parapsychology: A modern term for the study of men-
tal phenomena beyond the realm of ordinary psy-
chology (formerly known as “psychical research”).
Often relates to psionics, but a parapsychologist
might also investigate ghosts, magic, etc.

shamanism: Spirit-based religious practice. The
shaman generally enters a trance or ecstatic state in
which he communes with the supernatural world.
Most shamans (the correct plural) also act as healers
— perhaps by casting out disease spirits. The word
comes from Siberia but is widely applied to similar
figures in other cultures.

sorcery: Derived from a word relating to fate or luck,
this term formerly referred to malicious magic but
has mostly lost that connotation. In anthropology, it
may imply magic learned through study rather than
being inborn. Interestingly, in modern fantasy, it
sometimes suggests a less formal, more intuitive sort
of magic than “wizardry.”

continued on next page . . .
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Words for Magic (Continued)

spell: Originally a recital or a tale, but nowadays means
something magical — perhaps because words have
power and can control people! In GURPS, its a
magical procedure leading to a standardized result,
especially one of the skills learned by wizards in the
standard magic system.

thaumaturgy: From a Greek word for wonders and
miracles, this could mean either “miracle-working”
or “magic.” Thaumatology was originally the
description and discussion of the miraculous, but
some modern stories and games (including GURPS)
use the term for the theoretical study of magic.

theurgy: A type of magic worked by summoning good
spirits such as angels — often the opposite of goety.

voodoo (also voudoun): Refers to a magical religion
evolved from African beliefs among slaves and their
descendents in the Americas. Sometimes seen as
sinister, but voodoo has a benevolent aspect.

warlock: May derive from an Old English word mean-
ing “oath-breaker,” which was subsequently applied
to the Devil, then to any demon or monster, and
hence to a demon-summoning or shape-changing
wizard. Alternatively, it may come from a Norse
term meaning “spirit-singer” — a shamanic sort of
wizard. Today, it typically means a man who uses
the same magic as a female witch. Notions such as
warlocks having something to do with preventing
wars, or being wizards who are immune to metal,
are modern confusions.

witchcraft: Another old term that came to be associat-
ed with secret factions of malicious spellcasters,
who were sometimes hunted down by religious
witch-hunters. Those who feel that the hunters

persecuted innocent victims — perhaps secret rural
pagans — have changed the meaning, and as witch
may derive from the Old English Wicca, the latter
term is used for more-or-less-traditional pagan reli-
gion. Witch often means a fermale magic-worker, but
this isn't a firm rule. For historical reasons, witches
are often assumed to be rural figures using “primi-
tive” or “intuitive” magic.

witch-doctor: A Western term for a magical healer or a
benevolent magician - perhaps one who helps
against evil witchcraft — in a non-Western, non-
literate society. Modern anthropologists regard it as
imprecise and impolite.

wizard: Once simply meant “wise man” but came to
refer to a magic-worker. Sometimes specifically
masculine, whence the occasional use of wizardess
as a feminine equivalent. Thaumatology and other
GURPS books use wizard to mean a competent
practitioner of magic — usually a secular one (in con-
trast with shamans, miracle-working priests, etc.) —
who needn'’t possess Magery.

Academic Terminology

Anthropologists and students of folklore use many of
these terms, sometimes with their own specific defini-
tions. “Sorcery” is more likely to retain its old meaning of
malevolent magic, and “witchcraft” often means magic
seen as evil and persecuted by society. In some cases, the
difference is said to be that “sorcerers” deliberately study
magic, while “witches” are born with their power.
Academics who distinguish between “magic” and “witch-
craft” define the former as manipulating external pow-
ers, the latter as based on innate abilities.

CONCEPTIONS OF MAGIC

Fiction often describes magic vaguely. The wizard does
something, which achieves a result, but how it all works is
unclear. Still, there are several common conceptions.

Magic As A COOKBOOK

Magic might consist of a fixed list of well-defined spells.
These may vary within limits — a fireball might do more or
less damage for more or less effort, a scrying spell can have
variable range — but the system is essentially rigid. This
approach is popular in RPGs, as it's simple to implement;
the standard GURPS system is but one example. It can be
a little short on flavor, although that depends on the details
of the spells.

It may be possible for wizards to invent new spells, but
this is a lengthy, expensive, and unreliable process - fine for
academics, but not much fun for adventurers. Or maybe

magic is an ancient, largely lost art; more useful spells were
once known but have been forgotten, so “research” means
archaeological scavenging, and true innovation is beyond
anyone living. Or perhaps spells come from the gods, and
the human mind can’t encompass the complexities of mag-
ical creativity — the only hope for novelty is to persuade
some deity to grant a new trick.

Common Standard Magic Items

A variation on this theme makes magic a matter of stan-
dardized, often commonplace items. Casting spells with
your “bare hands” is impossible - or at least seriously lim-
ited. Items may be the irreproducible legacy of an ancient
Lost Age of Magic, or the product of a straightforward
“Industrial” system that faces practical constraints in com-
ing up with anything new.
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Magical Invention

If magic is a science or a kind of engineering, or
indeed an art, some wizards might seek to innovate;
e.g., to create new spells. One way to handle this is
via New Inventions (pp. B473-474).

The “invention skill” required is generally
Thaumatology for a new spell or nonreligious ritual,
or Alchemy for a new alchemical potion or concoc-
tion. The GM may specify other skills: Ritual Magic
for rituals, Meditation for chi-focusing techniques,
and so on. Innovations involving Herb Lore should
be rare, and mostly minor variations on existing
themes — the field is built on tradition and old
recipes — but they're possible, especially if new ingre-
dients (e.g., medicinal herbs from a newly discov-
ered land) become available. Likewise, Esoteric
Medicine may be used for research in exotic branch-
es of the healing arts.

New procedures and rituals for negotiating with
spirits or gods should be tricky. Spirits are tradition-
ally conservative beings, and extremely touchy about
being incorrectly approached. Nevertheless, new cir-
cumstances — for instance, contact with previously
unknown spirits — can justify such work. In that
case, the invention skill is either Hidden Lore (Spirit
Lore) or an appropriate Theology specialty.

Supernatural or paranormal inventions are
rarely of Simple complexity, and are often Complex
or Amazing. Generally, Weird Science (p. B228)
can't be used to get a bonus - but in settings where
“natural magic” verges on the logical but is always
strange, the inventor might find inspiration by
looking at the point where magic and science meet.
Alternatively, a roll against a more suitable skill
might provide a similar bonus; e.g., Mathematics
could provide a wild insight for numerological
magic, Astrology might reveal how to handle astral
influences, and Psychology may suggest how best
to convince a spirit.

Facilities costs should usually be as given on
p. B474, at least for alchemy or scholastic magic.
Other inventions might require less cash — especial-
ly in low-tech worlds. If so, the GM should substi-
tute more suitable costs: big bundles of herbs for
herbal medicine, profuse sacrifices to appease
gods, and so on.

The operation skill roll used to test for bugs is the
roll required to work the spell or procedure.
Successful invention gives the inventor a point in the
new spell, skill, or technique.

Production (p. B474) is rarely relevant. New
batches of alchemical potions can be created in the
usual way, of course, but production lines aren’t per-
mitted for alchemy or magic unless the setting
explicitly allows them. Should an inventor wish to
copy manuscripts of spells or prayers, the times and
costs should be the same as for any comparable
scribal task.

In such a setting, one must acquire the right item for the
desired result and “push the right button.” A wizard is a
competent tool-user. Wizards needn'’t be dullards, though;
knowing how to use tools properly can be a skill in itself.

MAgGIc AS ENGINEERING

A slightly more complex approach has magic working
like real-world engineering. It includes fixed, documented
“cookbook” methods - spells are the equivalent of off-the-
shelf gadgets and computer programs - but it also permits
improvisation. Standardized spells might be more reliable
than putting something together from first principles, but
more innovative wizards have an edge in complicated situ-
ations; in the long run, deeper understanding and research
are the paths to power. Some wizards are the equivalent of
competent end users, employing a repertoire of standard
spells to good effect, while others are like research scien-
tists or design engineers, working to extend knowledge of
the rules and creating new solutions and techniques.
Innovation in a hurry, maybe even in combat, might be pos-
sible — but if magic is complex, that could be like trying to
design a new gun during a firefight!

This, too, can be compatible with the idea of magic as
the legacy of a Lost Age or as tool use. The research wizard
may dig through past knowledge but also attempt to grasp
general principles, or may seek to create new tools or find
new applications for existing devices.

MAGIC AS ART

Some depictions of magic have it involving too many
conditional subtleties for truly standardized spells to work.
Wizards have to be quick-witted improvisers with broad
knowledge. If each magical working is a unique creation,
magic has something of an art about it. “Art” might be
slightly misleading - not all arts are improvisational, and of
course scientists and engineers can improvise, too - but it
carries many of the right implications.

This isn't to say that magic is totally unpredictable, as
that would make it useless. Wizards might know, for
instance, that certain words or gestures always produce a
flame - but how much flame, and for how long, varies from
case to case. Codified spells might exist, but these are at
most incomplete frameworks, learning aids, or examples of
past accomplishments.

This approach works best in games that focus heavily on
PC wizards. The constant improvisation takes player time
and effort, which tends to draw the spotlight the PCs’ way.
Moreover, versatile wizards can be gratifyingly powerful —
but if magic is slow or unreliable, they won't necessarily be
overly formidable.

MAgGIc AS NEGOTIATION

In some beliefs, magic requires the involvement of
supernatural beings, usually intangible spirits. The magi-
cian’s role is that of a negotiator who not only knows how
to make contact but who can persuade, cajole, bribe, or
coerce these entities into doing his bidding (or to stop what
theyre doing). This description suits classic shamanic
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The Drummer: So you've heard me talking about
cheat codes. Things that I can say to the computer
that alter things in the game environment. Magic words.
Magic is the cheat codes for the world.
Sending a signal to reality’s operating system, see?

magic, which likely dates to the Stone Age. It also fits a
darker, “diabolic” style, while esoteric concepts of
“Christian magic” or Jewish Qabala involve working with
angels - although other branches of these religions see this
as either disrespectful or plain deluded, running the risk of
calling up demons in disguise.

Negotiation-magic is distinct from religion in that the
user doesn’t necessarily have to be worshipful. Shamans
are typically polite, and angel-summoners must certainly
tread carefully, but the relationship is fairly equal. In some
cosmologies, the universe is filled with minor spirits, and
it's perfectly possible to work with them without worship-
ping them; modern fantasy writers depict all sorts of ele-
mentals and beast-kings who'll make tricky bargains or
repay ancient favors. If such a system does overlap with
religion, then “magic” is what’s done to achieve practical
ends, while worship and prayer are directed to higher pow-
ers as a matter of respect.

If the beings involved are basically neutral or friendly to
humanity, magic is a morally neutral art. If many of them
are evil - or just uncaring — magic may be seen as dubious
or intrinsically evil. Even a spirit who doesn’t care about
humanity may do huge amounts of damage if summoned
into the midst of a community and asked to perform some
task by a summoner who doesn'’t take suitable precautions!

This vision of magic is common in myth and folklore,
but rarer in RPGs. It makes work for both the GM (who
must create and depict many NPC spirits) and the players
(who have to negotiate with them). Still, it can be highly
atmospheric. The GM may be able to get away with some
simplification by having magicians mostly use standard rit-
uals and contracts, and deal mainly with well-understood
spirits.

MaAgic As DiIvINE FAVvOR

If magic does overlap with religion, then it’s often called
something else, such as “mysticism.” “Real” magic is about
commanding, whereas a worshipper asks politely. The
priest-mystic may propose, but it’s the gods who dispose.
Descriptions of such magic are hard to distinguish from
divine miracles - at least for outside observers.

— Warren Ellis, Planetary

This kind of magic rarely includes “spells” as such.
Outcomes are determined by the deity’s whims, capabili-
ties, and judgments — not by rote procedures that lead to
predictable results. Still, some divinities seem to limit
themselves to a fixed set of effects, or are willing to respond
to specific requests. Many religions have been quite prag-
matic in their view of worship, seeing it as a contract under
which mortals are fully entitled to stop worshipping if the
gods don't deliver on their side of the bargain, so this atti-
tude needn'’t be seen as blasphemous.

This category also encompasses worshipful invocation
of beings that might not be labeled “gods” but whose pow-
ers are still much greater than human; for example, it cov-
ers some concepts of Satanism. For game purposes,
though, if a being is worshipped and can respond with
power, it's a god. Not all fantasy-game priests use this
approach, however; many gods in RPGs simply plant fixed-
effect spells in priests’ minds, or grant holy folk some other
personal ability to use as they see fit.

Magic like this is more common in stories than in
games. It makes magic-wielders into rule-bound servants, a
role that players often dislike. Miracle-working priests
appear in many RPGs nonetheless — albeit usually with
fixed, spell-like abilities.

MAGIC AS
REALITY-SHAPING

In a subjective or profoundly flexible cosmos, reality
itself might be open to change — and “magic” might be the
art of reshaping it. This can make for games full of varied-
seeming magic, as the techniques required to adjust reality
are themselves determined by whatever “natural” laws
apply locally, but with an underlying deeper logic and con-
sistency. Magic might consist of knowing the “cheat codes”
of reality — perhaps literally, if the universe is really a com-
puter simulation!

Magic in such a setting might well look like one or more
of the previous categories. However, the rules may some-
times change. Magic-workers with radically different styles
might clash on a deep metaphysical level, matching skills
or wills to decide who has supreme control.




SOURCES OF MAGIC

Magic must come from something. Talking about this in
terms of “energy” can be misleading, however. One might
equally ask what permits magic.

THE LAWS OF NATURE

Perhaps magic is essentially a science - a weird science,
but fundamentally a matter of comprehensible systems
derived from fixed natural laws. If so, then it's susceptible
to logical analysis and controlled experimentation.
Principles such as sympathy and contagion (see Laws of
Magic, pp. 14-15) can be stated and documented like gravi-
ty or magnetism. This is largely how Hermetic magic was
seen in the European Renaissance; that tradition was an
ancestor of sorts to modern science, although science has
rejected most of its ideas.

Modern gamers tend to be quite happy with such a sit-
uation. They may not believe in magic, but they believe in
systems. The drawback is that they might approach the
subject foo mechanically, treating magic as a set of
prepackaged solutions. Anyone who prefers the mysteri-
ous, the strange, and the magical will find this frustrating.
Still, natural laws needn’t be fully understood . . .

Ambient Energy

This still leaves the question of where magical power
comes from. One possibility is that magic accesses an ener-
gy field that permeates the universe - essentially, what
GURPS calls mana. (That word originates from the Maori
language, where it means a sort of supernatural prestige.
Other languages have words for relevant concepts: numen,
ka, prana, ichor, etc.) Mana might be “richer” or “denser” in
some places and times than in others, and its stability and
reliability may likewise vary. It might also have different
“flavors” or “aspects.” For a little stylish doubletalk, mana
can be related to ideas like “cosmic energy” or the outmod-
ed scientific concept of the luminiferous ether.

The idea of ambient magical energy is only really
necessary if the setting includes something like the modern
scientific law of conservation of energy. If magic can create
or destroy “energy” as required, it doesn’t require an
external source. The standard GURPS spell system
assumes that wizards tap ambient mana but have to supply
a little personal energy to control it, similar to the effort one
must exert to control a power tool or a gun.

Places of Power

Magical potential might not be evenly distributed
throughout the universe. Magic may work better in some
places than in others — perhaps because more energy is
available or reality is more malleable there. The differ-
ences might be subtle, or supernatural “wonders” and
general strangeness could make “places of power”
instantly recognizable.

Places of power will be of great interest to magic-
workers — to the point that factions will fight over them.
They can be interesting plot devices, but note that
campaigns that emphasize this idea may produce static
wizards who never leave home if they can help it,
because they're so much stronger and safer there. This
could lead to intrigue-heavy campaigns in which the
PCs struggle to take sites away from the current occu-
pants while guarding their own. An interesting twist is
to have heavy exploitation drain an area of power. If this
is temporary, then resident wizards might have to aban-
don the site or refrain from all magical activity while it
recovers, leading to dramatic complications.

Then again, a wizard’s “place of power” might simply
be a home base where he knows the metaphysical condi-
tions perfectly, giving him a small edge in spellcasting.
Perhaps it’s a place where he has many useful enchant-
ments set up. Or maybe it’s just somewhere secure where
he keeps lots of magical paraphernalia!

Ley Lines (and Similar)

Another view of paranormal geography assumes the
existence not of crucial areas or sites, but lines of power.
One version of this grew from a 20th-century theory that
many ancient British sites could be shown to lie on
straight lines, extending many miles, which could be
traced on maps. The original idea was that these ley lines
corresponded to Bronze Age roads or tracks, but they
were subsequently claimed by occultists, who suggested
that they corresponded to flows of mystical energy, that
religious or ceremonial sites marked places where the
power could be tapped, and that they could be identified
by dowsing. Some writers even dropped the idea that ley
lines had to be straight.

Dragon lines in Asian occultism are a much older
idea, forming part of the theory of feng shui: the art of
determining the most auspicious locations and forms for
buildings and activities. Dragon lines are said to corre-
spond to patterns of terrestrial magnetic energy — or per-
haps to underground water flows. They're usually far
from straight. Some writers have suggested that ley lines
were created by humanity in an attempt to channel and
exploit the natural forces represented by dragon lines.

Yet another example is the Australian aboriginal
belief in dreaming trails or songlines: trails used by myth-
ical heroes.




Personal Force

Alternatively, magic may derive very much from the
magician. It might be fuelled by his personal energies or,
more significantly, be empowered by his will.

It's often important to know whether magic represents
mental effort (willpower controlling the universe) or physi-
cal exertion (metabolic energy turned into external effects).
“Magic” might for all intents and purposes be what modern
parapsychologists call “psionics,” a function of the brain . . .
or another word for the feats that advanced students of
meditation and the martial arts are said to accomplish
through what Asian philosophy calls “chi” or “ki.” Then
again, perhaps these details are irrelevant — some schools of
thought don't recognize such distinctions.

If magic uses significant amounts of energy drawn from
the caster’s person - or if it represents a serious drain on
willpower - then the caster’s personal physical or mental
health sets a hard upper limit on how much he can do.
Wizards might also be able to take power from others (as a
voluntary loan, or by theft or sacrifice) or generate it via cer-
tain acts (e.g., prayer, meditation, sex, purification, or delib-
erate immorality). This can create a complex economy of
magical power.

GODS AND SPIRITS

In some accounts - notably those drawing on ancient tra-
ditions such as shamanism - magic is entirely the art of peti-
tioning or coercing spirits (see Magic as Negotiation, pp. 10-
11) or even gods (see Magic as Divine Favor, p. 11). The key
difference is that a god is worshipped, and helps as a favor
or a reward, while a spirit may serve a mortal, whether as a
friend, a hireling, or a slave. (Of course, one mortal’s “spirit”
could be another man’s “god”!) These beings in turn pro-
duce the desired effects, providing any energy required from
their own reserves. They might need their own power
sources, but the magic-worker doesn't have to understand
that part.

ETHICcAL MAGIC

In some metaphysics, ethical categories such as “good”
and “evil” are more than adjectives describing how people
behave - theyre cosmic forces, almost tangible things.
Magic might have a strong interaction with ethical forces,
and even draw power from them. This could be because
gods and demons grant their followers power, or because
the moral force of virtuous acts and/or the psychic signifi-
cance of transgression have power in themselves.

If some spells are objectively “good” and others are “evil,”
then working with such magic marks the user as “aligned”
even if he isn't actually a priest. Wizards might have to pur-
sue particular courses of action or lifestyles (represented by
a Pact limitation on Magery, among other possibilities).
Moreover, being seen to use some magics is liable to earn
the caster an extreme Reputation very quickly. Even if most
magic is morally neutral, anything but the most lilywhite
“holy magic” could trigger reaction penalties if bystanders
are unclear on the details.

Individuals who employ evil magic are traditionally
depicted as pawns. They may regard themselves as

Colors of Magic
Traditionally, if some but not all magic was seen
as evil, the evil kind was called “black magic.” This

term is usually taken to imply dealings with demons
or undead, not merely the desire to cause harm; after
all, good wizards might use magic to harm evil ene-
mies. Inevitably, the opposite — completely virtuous
magic — became known as “white magic.” Fantasy
stories went on to dream up styles or “flavors” of
magic associated with many other colors. One com-
mon example is “green magic” that works with the
power of nature or plant life.

free-thinking individualists, but they often find that they're
literally unable to resist control by dark forces — their power
is strictly a loan, with a huge price. Even if no demons are
involved, “black magic” might draw its power from trans-
gression, and its continued use could require ever-worse
acts until the neighbors come calling with torches and
pitchforks.

Explicitly good magic may seem like a safer bet, but
powers of supernatural goodness are traditionally judgmen-
tal and stern. They might not cut the wizard off at the wrong
moment, but they'll certainly let him know if he lapses — and
unlike demons, most won't tolerate having their gifts used
for trivial purposes. If nothing else, people who witness a
“good” magician behaving badly are likely to suspect him of
lying about the source of his powers.

Magic flowing from such sources may also have other
special features. For example, demonic spells might bounce
ineffectually off a target with True Faith.

Other Opinions

“Good vs. evil” isn't the only ethical system that can be
tied into magic. Modern fantasy stories and games some-
times hinge on “law vs. chaos.” Both a tyrant and a diligent
cop can be “lawful” — and both a free-spirited individualist
and a psychotic killer can be “chaotic.” Magic that disrupts,
confuses, or befuddles might be linked to chaos, while that
which binds and controls relates to law, but things aren’t
always so simple. Offensive magic, which causes disruption,
might seem inherently chaotic but be more neutral, as it can
be used to impose law. Similarly, healing that increases the
orderliness and structure of a body might appear lawful but
be the tool of an individualist saint who rejects cosmic laws
of entropy.

“Stasis vs. change” represents a similar opposition. More
mythically, magic may relate either to the ability to “ride the
wheel” of destiny and karma, or to defiance of this principle.
Undead (especially free-willed types) and necromantic div-
ination would be “anti-karmic” - souls should move on to
new reincarnations after death — while blessings and curses
might represent deft adjustments of karma. “Karmic” magic
should be subtle and balanced; whether healing represents
restoring balance or denies the unfortunate but necessary
state of things would depend on the detailed metaphysics.
Karmic magic-workers often have Disciplines of Faith,
while anti-karmic types tend to Stubbornness.



Lastly, “opposite” principles need not actually be
opposed. Both stability and change surely have their place
in the world, and may be appropriate at different times.
Even demons could be servants of the gods, doing dirty but
necessary jobs such as punishing the wicked and clearing
away “cosmic garbage.” In that case, wizards may work
with all sorts of forces without loss of moral status, if they
do so respectfully - but those who focus on one side and
ignore the other will likely be considered dangerously
unbalanced at best.

SUBJECTIVE REALITY

If reality is essentially subjective and shaped by percep-
tions, then a correctly trained and determined consciousness

might be able to adapt its perceptions and thereby
reshape reality. Such magic stems from insight and
willpower, and renders questions of energy and power
sources largely irrelevant. It can produce, channel, or
negate energy in arbitrary amounts — but that energy is
really just a surface phenomenon, along with life, matter,
and so on. Limited strength of will or imagination might
impose constraints that look similar to limited energy,
however.

This approach has obvious links to Magic as Reality-
Shaping (p. 11). A sufficiently determined will might well
shape truly subjective reality. But reality-shaping magic can
exploit whatever rules apply locally, and its users may oper-
ate in whatever ways work for them - as engineers, as
artists, or even as priests.

LAwS OF MAGIC

Theories of magic sometimes claim to identify simple
underlying principles, while anthropologists and folklorists
find consistent patterns in beliefs. Practicing magicians
may or may not recognize the various “laws of magic”
described by such sources. (In a fantasy world, scholarly
mages might employ such terms while “hedge wizards”
don't.) If there are magical laws, they might influence actu-
al game rules or merely be a handy source of metaphysical

doubletalk.

The Law of Contagion

“Once whole, always whole,” “once together, always
together” . . . two things that have been in close contact are
magically connected thereafter, particularly if they were
formerly part of the same thing. To harm an enemy, burn a
piece of his hair. To gain a maiden’s love, steal her scarf and
sleep on it. Such magic uses the Law of Contagion at its
most basic. If this law holds true, cautious wizards will take
care with their own hair, fingernail clippings, excreta, etc.
Blood is often especially important, as it's intimately asso-
ciated with “life force.”

The Law of Sympathy

“Like affects like” — that is, things that look (or act) alike
are alike, and can affect each other magically. For example,
a doll resembling a person can be used to cast spells on
him. This principle may be seen at work in “astrological
correspondences”; e.g., gold aids solar magic because gold
is the color of the sun. (Academic magicians might say that
both gold and the sun comprise very similar proportions of
the same “decanic energies.”) Sympathy’s most common
uses are bluntly practical: the shaman clutches eagle feath-
ers as his spirit flies.

The Law of Sympathy is sometimes known as the Law
of Similarity. In fact, similarity and contagion together may
be referred to as “sympathy,” and the distinction between
the two can be vague. For example, hair clippings from a
spell’s target may exploit contagion, sympathy, or both.

Words and Names

Symbolism is extremely important to magic; symbols
are seen as resembling the objects they represent. Words
and numbers are crucial symbols, and archaic and ritual
languages are often regarded as especially powerful, being
mysterious to ordinary folk. Written texts, too, have special
power, as writing is another intellectual mystery — one that
allows the thoughts of the living and the dead to travel the
world.

Using someone or something’s name may thus invoke
the Law of Sympathy, as the name has a close symbolic link
to the thing. Some theories say that to reduce anything to
syllables and letters is to control it. Christian occultists
point out that when God gave Adam dominion over the
birds and beasts, He told Adam to name them.

More Magical Laws

The above laws underlie much magical thinking, but
others might hold in particular settings. Some examples:

® “As Above, So Below.” A cosmic version of the Law of
Sympathy, this statement comes from the “Emerald Table”
- a key text of Western occultism. Whatever happens in the
universe at large is reflected on a smaller scale, notably in
human life, and vice-versa. This is the basic justification for
astrology, and one explanation for how a magician can con-
trol vast cosmic powers through relatively small actions.

® The Doctrine of Signatures. Medieval religious think-
ing saw the “signature” of God in symbols throughout cre-
ation. Following this, the 16th-century physician
Paracelsus held that, when God designed the world, He
incorporated plants with useful medicinal qualities as a
kindness to humanity - and obligingly marked them in
ways that are clear to the observant. Specifically, plants
that resemble body parts, animals, or objects have uses
related to the things resembled; e.g., walnuts, which
resemble a head with a brain-like nut inside, are useful for
treating head ailments. Other cultures have similar ideas.
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In games where such a principle works, a roll against
Herb Lore or Pharmacy (Herbal)-2 might identify medical
plants and possibly magically useful substances, even if the
herbalist is unfamiliar with the specific materials. More
generally, the Doctrine might justify using Naturalist and
lots of Perception-based rolls as a flexible basis for medi-
cine and magic. The world is full of useful ingredients,
clearly labeled for the alert!

® The Threefold Law. Modern pagans often say that
“whatever you do comes back to you threefold.” In other
words, anything that someone does to another person - for
good or for ill — will eventually return in some way, three
times as intensely. This is actually a statement about how
the universe (or the human subconscious) supposedly

works rather than an explicitly magical law, but serves as a
warning against malicious magic. Perhiaps magic that pays
back enemies for their misdeeds simply maintains the bal-
ance without further problems, but it's highly unwise to
rely on this. Many other views of the supernatural include
versions of “karma” or “payback.”

This sort of law can justify building strong “backlash”
and “reward” effects into magic rules. If the effect is strong,
any significant magic - especially magic that twists luck
or fate (such as Bless and Curse spells) — might give the
caster an automatic short-term Destiny. Exactly how the
universe will repay a given good or bad deed should be
unpredictable, though!

MAGIC-WORKERS

To some extent, the nature of magic determines what
sorts of people use it, and for what - just as the nature of
the individual determines what magic he is able and likely
to work. In a few settings, just about anyone can learn
magic, although the time and effort required to master it
might be prohibitive. Typically, though, magic demands
something special.

NATURAL ABILITY

Working magic often requires an innate ability. The
standard way to represent this in GURPS is with the
Magery advantage, which isn't necessarily available after
character creation. In some cases, Magery signifies a sensi-
tivity to magical energies, the idea being that they're easy
enough to manipulate once you know that theyre there,
but someone who lacks the gift can no more become a
“real” wizard than a blind man can become a painter
(although non-mages may be able to work some magic by

following fixed rules). In other cases, Magery is a physical
ability to shape forces. In a few, it corresponds to impor-
tance in the eyes of spirits or gods.

Magic and Genetics

If magical talent is “genetic” - either in strict scientific
terms or in the broader sense of being something inborn -
then it’s helpful to have some idea of how the pattern of
inheritance works. This may be expressed in scientific
terms (“Magery is linked to a recessive gene found in 5% of
individuals.”), or be vague but sufficient to generate plots
and character ideas (“Members of the Trelawney family are
often strong in art, especially second sons, although some-
times it skips a generation.”), or be completely strange in
modern terms (“Anyone born while the sukebind is in
bloom, whose mother has never seen a tiger, and whose
father has blue eyes, will become an elemental adept.”). Any
kind of pattern tends to feel both more logical and more
magical than complete randomness.

Knowledge and human power are synonymous, since the
ignorance of the cause frustrates the effect.
— Francis Bacon, Novum Organum




Dumb Luck

In some settings, magical power isn't about culti-
vated talent, dedication, teaching, or divine favor as
such - it's about sheer chance. It's something that
happens to people out of the blue, perhaps because
they're in the right place at the right (or wrong) time.
It might even be a curse that attracts more problems
than it ever resolves, or that corrupts everyone who
receives it.

This approach can make for interesting PCs who
acquire magic by chance and must work out what to
do with it. It can also produce a range of villains - a
consequence of unpleasant, selfish, misguided, or
easily manipulated people gaining magical power.
Using magic will probably call for at least a mod-
icum of knowledge and judgment, though, and
tools are most effective in determined hands, so
effective wizards will still be good learners with
forceful personalities.

Secret Supernatural
Favor

Just to confuse things, something that looks like
“natural talent” might actually be a gift from gods or
spirits! Indeed, many cultures would draw no dis-
tinction between these possibilities, holding that all
“luck” or “fate” reflects something’s deliberate
actions. The practical difference is that a gift has an
intention, and might be withdrawn if misused, while
a truly random talent comes with no strings
attached.

The snag here is that secret favor typically still
comes with the requirement to please the higher
power, but the recipient doesn’t know how to set
about this. Logically, gods and spirits can’t complain
if someone they haven't contacted doesn’t follow
their wishes. Such entities aren’t famous for their
logic, however. They often reward a mortal with
power because they approve of his fundamental
nature — but even living up to one’s true nature can
be a challenge. In settings where this sort of gift is
known to be fairly common, recipients might
assume that this is the source of their abilities, and
try to live accordingly, but they'll have problems.

In game terms, the chosen one might have advan-
tages with the Pact limitation (p. B113), plus a
Delusion or a quirk reflecting his incomplete under-
standing of their source. Really incomprehensible
gifts can have the Unreliable limitation (p. B116).
Other possibilities include secret disadvantages
(p. B120), a Patron with the Secret limitation, and
some kind of Destiny.

Conversely, someone may believe that an innate
ability is a gift with strings attached. A Pact need be
no less potent for being enforced by his subcon-
scious! Of course, he might simply be a standard sec-
ular wizard with a Delusion.

Of course, “genetics” in a fantasy world needn’t work
like anything in the real world. For example, they could be
strongly Lamarckian; that is, parents’ experiences during
their lives affect their offspring. A mother or a father with a
leg maimed in an accident might produce offspring who
are slow on their feet, while a parent who has been subject-
ed to a lot of spells may have children who are highly sen-
sitive (or resistant) to magic. Magic is often depicted as
strongly mutagenic, with animals and people living in mag-
ical areas producing wondrous or monstrous progeny.

Magical Bloodlines

If magic is “genetic,” in any sense, then some families
will probably be “strong in magic.” This can be important
in play. At the most trivial level, wizards might find them-
selves having to live up to family names, or suffering from
negative reputations attached to their ancestry, or working
to prove themselves because they have no pedigree. More
significantly, the offspring of powerful wizardly clans may
be watched - or hunted down by rulers or archmages who
want no rivals. Real-world aristocracies almost seem to
engage in human breeding programs at times, and if a
“Magery gene” exists, such efforts could become earnestly
serious. Indeed, the genetics of magic could become thor-
oughly entangled with questions of aristocracy, especially
in countries dominated by magical factions; see Mages as
Rulers (p. 218).

Magical Races

Genetic magical talent might produce especially talent-
ed subgroups within a species, which may correspond to
“races” in the colloquial sense - likely with all the variation,
unreliability, and interbreeding that “races” see in real-
world humanity. In RPGs, though, the term “race” general-
ly means a distinct species of intelligent beings, and some
races might be noted for magic. For example, in many
games, elves enjoy exceptional magical talent, and half-
elves inherit some but not all of that aptitude.

Races might be “magical” in other ways, too. For
instance, dwarves are often depicted as expert makers of
magic items with no special interest in spellcasting, which
could be represented by levels of limited Magery. Other
races may have innate Magic Resistance. A few might even
possess seemingly mundane abilities with a magical com-
ponent. For example, a race of winged humans would real-
istically have trouble flying, but the GM could say that they
tap magical forces — meaning that they'd be grounded in
areas that lack mana and possibly be brought down by
anti-magic.

Upbringing and Willpower

Magery could instead be the product of environmental
influences or upbringing. If such factors are understood —
however incompletely — then some individuals will attempt
to secure this advantage for their children, while others will
seek to suppress it. Such efforts are apt to inflate the cash
price of anything relevant to the process and lead to a lot of
social regulation.
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If being good at magic mostly comes down to trying
hard enough, perhaps even shaping reality by sheer deter-
mination, then children who show signs of being strong-
willed are likely to be encouraged to study the subject.
Stories using this idea usually suggest that effective magic
requires truly extraordinary dedication and focus, to a
degree that resembles a special talent in itself. “Failed wiz-
ards” - people who studied magic but couldn’t exert enough
will — might be viewed with sympathy or contempt, or may
find positions as academics or administrators.

Most stories seem to assume that magic runs off a com-
bination of genetic talent, education, and will, however.
There’s no point in trying to educate the magic-blind, but
learning trumps all but the most extraordinary innate abil-
ity — and great archmages combine both with intense focus
and determination.

SUPERNATURAL
INSPIRATION

Some or all magic could be a gift from unearthly pow-
ers, or the product of special insights into the supernatural
realm. It might not be the province of secular scholars, but
an outgrowth of prayer or meditation - part and parcel of
a life devoted to a higher principle. Practitioners may even
avoid the word “magic” as suggestive of worldly vanity, but
also deny that theyre working miracles, regarding their
abilities as arising naturally from correct behavior. Not
every faith necessarily has such magic-workers, even in
settings where some do; this is a question of attitude and
theology.

If magic comes to those who - by luck, position, minor
talent, or timing — happen to please a higher power, then
most users may be priests or “holy men.” Other factors
could be at work, though, such as family pacts or lucky
meetings. If magic comes from deep insight, then it would
be associated with intelligence or at least “spiritual wis-
dom,” or perhaps simply with a fanatical pursuit of holi-
ness. Whatever the case, the gift might be fragile, vanishing
if the recipient loses the patrons’ favor or the required tran-
quility of spirit; see Power Investiture (p. B77) and Pact
(p. B113) for ways to represent this. Then again, a gift from
the gods might be less vulnerable to random effects or bad
luck than magic that’s a purely natural force.

A significant distinction is between power as a gift from
spirits and from gods. In the former case, it tends to be
depicted as “coming to” the recipient in a very personal
way, the spirits often forming a continuing relationship
with the mortal. A wizard with such a spirit-guide must
avoid alienating it, as it can be a dangerous adversary; even
the most benign examples may nag and pester. Wizards
might even steal power, tearing it from spirits in contests of
will or tricking gullible beings into helping them - an inter-
esting, chancy sort of magic. “Vision quests” can fit well in
games; theyre adventures that effectively grant character
points in proportion to their difficulty (possibly alongside
the occasional new disadvantage). However, this can lead to
problems if wizard PCs stop participating in other adven-
tures because of their obsessive questing, or keep dragging
their companions off on personal missions.

With truly divine favor, the relationship tends to be
much more hierarchical. The god who grants the gift may
continue to watch over the mortal, but in the role of mas-
ter or employer rather than guide or teacher. The deal usu-
ally requires the chosen one to act as his deity’s agent . . .
and he may discover that he shares some of his patron’s
enemies. Such an arrangement implies a variety of obvious
disadvantages and limitations!

EDUCATION

If magic needs or benefits from something more than
natural talent and intuition, then an education system is
likely to emerge. This can range from totally disorganized
to highly formal. It might also teach a moral code, in which
case self-taught or independent magicians are liable to be
seen as loose cannons . . . unless “might makes right” is part
of the accepted philosophy. See also Apprenticeships,
Schools, and Colleges (pp. 220-221).

10 earn the words of power
he did all the witch asked of
him and learned of her all she
taught, though not all of it was
pleasant to do or know.

— Ursula Le Guin,
A Wizard of Earthsea

Oral Traditions and Mentors

In low-tech societies, especially preliterate ones, educa-
tion is normally very personal, involving a single mentor
and a student or two. Even in literate societies, certain
“craft secrets” may never be written down - at least, not in
full - in order to prevent discovery and misuse by enemies
or incompetents, and to preserve the specialists’ privileged
standing in the community. And some things can only be
taught by supervised personal experience regardless. In a
medieval-style society, magical education might take the
form of apprenticeship, whether informal (any wizard can
teach the occasional pupil in exchange for help around the
lab) or overseen by a guild (complete with examinations for
would-be journeymen and masters).

Someone educated in such a tradition may have his
mentor as a Patron — possibly along with a Sense of Duty to
that tutor, or a Code of Honor or an Obsession inculcated
by the training. Conversely, a rebel student might have
deadly Enemies, notably his angry teacher and/or more
conformist peers. Because all of the wizards training
comes from one source, it may incorporate peculiar flaws
such as aspected Magery, Incompetence with certain skills,
and Vulnerability to specific types of magic. Lucky students
might learn valuable secrets (an Unusual Background) or
simply receive superior instruction.



Education by Spirits

In some traditions, supernatural entities may instruct
magic-workers. Such beings typically provide a combina-
tion of “spiritual initiation” (p. 91) and tutoring in magical
skills, infusing the student with power and then telling him
how to use it. Even if teachers of magic are mortal, they
could be nonhuman or uncanny: “high elves,” “centaur
sages,” etc.

The drawback is that superhuman teachers can produce
even weirder peculiarities in their students than do human
ones. They're also liable to show up just about anywhere, at
almost any time, in pursuit of their nonhuman agendas, and
expect their students to drop everything on command. They
don't always understand human needs or society, and may
refuse to accept that things have changed in recent centuries.

This sort of education can be difficult to distinguish
from brilliant intuition. Someone who “communes with
the universe” might be communicating with a cosmic
spirit or “merely” using natural insight. It's hard for out-
siders — and perhaps even the individual himself - to tell
the difference!

Book-Learning

Many stories feature texts as repositories of magical
knowledge. Individuals might even learn magic entirely
from written sources, sans instructor. Fiction often depicts
this as risky — books tend to be incomplete and short on
warnings of dangers, and can't tailor their lessons to the
student — but sometimes required for serious research into
obscure lore. Especially talented wizards may even be able
to improve their understanding of magic by reading non-
magical works such as theological studies, scientific
research, and poetry!

In some settings, certain “books of magic” are intrinsi-
cally magical. Perhaps theyre simply protected by enchant-
ments, or detectable as weakly magical items. Alternatively,
magic might be so powerful that merely writing about it
makes the text enchanted. Such writings could inflict curs-
es or destinies on readers, or subtly influence their minds.

Given the tendency of power to corrupt and the likeli-
hood of strong-willed wizards including forceful personal
opinions in their writings, though, any magical text is liable
to be known for having strange effects on its readers. If
magic requires understanding frightening things - such as
the power of chaos or the subjective nature of truth - then
learning about it might truly damage one’s sanity. And if
magic involves subtleties that are difficult to put into
words, book-learning may involve lots of experimentation
and leaps of logic, with quite a few accidents.

If such works are deliberately made impenetrable, then
their notoriety as dangerous or mind-twisting will grow.
Magical texts are often written in archaic languages, or
include references to nonmagical secrets. Wizards might
try to hide secrets from “the unworthy” by writing in code
and omitting details that “the worthy” would already know.
Modern electronic texts could feature brain-twisting levels
of security.

Magical Schools

If education in magic occurs on a large scale, and if
magic can be taught on a one-to-many basis, then a
school/college system might emerge. This isn't a sure thing,
though. Several factors militate against it — the most obvi-
ous being that if magical talent is rare, there might not be
enough students! Formal academies are also dangerously
easy targets for those who dislike what they teach, from
witch-hunters to rival schools.

There’s also the matter of whether formal magical col-
leges suit the setting. They're more a feature of modern fan-
tasy than of myth, and universities in the present-day sense
are a relatively recent development. Advanced magical edu-
cation may differ considerably in settings based on earlier
cultures. A magical “academy” might be a circle of students
clustered around an admired teacher, or an appendage of
an institution such as a temple (if the formal religious bod-
ies don’t disapprove of magic) or a court (if a ruler wants to
control the supply of wizards).

Finally, there are financial considerations. Independent
schools need a way to pay the staff, feed the pupils, and
maintain the buildings. Possibilities include sponsorship by
the state, a wizards' guild, or a private benefactor; prof-
itable investments; stiff tuition fees; and turning magic to
the task.

PHYSICAL INITIATION

Magical initiation sometimes has a physical component.
The would-be wizard not only has to learn but must per-
form a great task or suffer some trauma. Like other initia-
tions (e.g., entry into adulthood), this could be harsh and
painful, even dangerous - a test of courage, endurance, or
worthiness. For example, like Odin mastering the runes in
Norse myth, the initiate may have to hang from a tree for
days. He might emerge physically changed; in game terms,
he acquires specific disadvantages.

Scarification and tattoos are common in the real world,
but some stories tell of shamans being physically dismem-
bered and reassembled, even losing body parts, during ini-
tiation. An anthropologist would ascribe such extreme
claims - and the initiate’s ensuing belief that he has special
insights into the universe - to hallucinations induced by
pain, deprivation, disorientation, and/or consumption of
drugs or poisons. In a world with working magic, though,
it could all be true. Successful candidates might be left with
spectacular physical and mental scars. For those who fail,
death is a possibility — an unpleasant necessity if individu-
als with magical potential but insufficient willpower are too
easily drawn to black magic or possessed by malevolent
spirits.

Dangerous tests could also involve limited resources,
which might restrict magic to a brave, lucky, or obsessive
minority. “Want to be a mage? No problem. Eat the entire
heart of a dragon. The bigger the dragon, the mightier your
powers will be.”
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MINOR SPEIL
VARIANTS

The winged cat hurtled screaming toward Frangois. He
swung sword and shield up to meet it, hoping that his thrust
would penetrate its diabolically tough hide before its claws
met his flesh.

But the creature never reached him. Ten feet away, its
screech stopped abruptly, and it flopped to the ground, its
wings fluttering in confusion. Frangois and his first mate, the
big, slow Robert de Mallory, reached it at the same moment.
Frangois carefully drove his sword into its eye, while Robert's
heavy boarding axe sliced into its spine.

“My thanks, Father . ..” Francois began as he turned back
toward the man who had commissioned this voyage, but
then he stopped, seeing that the little Jesuit was pale and
gasping.

“Are you unwell, Father?” he asked.

“I'will be . . . recovered . . . in a moment.” The priest smiled
feebly. “Magic is as unpredictable as a mad goblin in this

New and variant magic systems are fine, but the system
described in Chapter 5 of the GURPS Basic Set and great-
ly expanded in GURPS Magic is an excellent starting point,
thanks to its extensive spell lists and detailed balancing
mechanisms. A lot can be done with just those rules and a

place. One moment, I have the power of an archmage. The
next, the slightest spell leaves me exhausted.”

“Rest, then, Father. I doubt that there are any more of
these creatures.” Frangois wiped the blood from his sword
and sheathed it as his crew looked around cautiously. “Even
in these islands, a predator needs enough prey to eat.”

“I hope that you are right, my son.” The priest leaned on
his staff as the color returned to his cheeks. “But if they were
bred by the unlamented heretic wizard, well, who can say?”

“You cannot tell us more about him, Father?”

“All that I know — all that my Order knows - is that his
grasp of magic was as peculiar as these islands themselves. It
is said that his perceptions of spell-craft were utterly unortho-
dox and yet perfectly internally consistent. Who can guess
what he accomplished before his death?”

If he'’s dead. Who can tell with wizards? Francois kept
the thought silent — after all, the priest was also a wizard him-
self, whose spell had quite likely just saved his life.

little flexibility. What follows are some suggestions for
minor changes to standard, spell-based magic, many of
which can be combined with each other and with more
radical ideas from elsewhere in Thaumatology.
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LIMITED AND
MOoODIFIED MAGERY

Magery is always useful as a way to augment a wizard’s
magical abilities. Depending on the local mana level, it
might even be required to work magic. The basic advantage
is perfectly serviceable in this regard, but modifying it a lit-
tle can add flavor and allow for more distinctive PCs.

It's important to realize that modifications that cause a
mage to “lose” his Magery temporarily are a different
prospect in normal or lower mana than in high mana. In
high mana or above, they're mostly an inconvenience - the
wizard can still cast spells, just not as well. In normal mana
or below, though, they mean that he periodically stops
being a spellcaster! Since limitations are priced generically
and don't vary by setting, the players and GM should dis-
cuss such modifiers and determine whether they'd be too
crippling for PCs before using them.

Finally, note that if a limitation prevents Magery from
working some of the time, the Magery only reduces the
time needed to learn spells (see Learning Magic, p. B235) if
it can conveniently be kept active throughout the entire
study period.

Maximum Magery

A cap on the number of levels of Magery available is an
effective way to keep magic under control. Such a ceiling
might be unconditional or apply only at character creation,
with players being permitted to save bonus character
points so that PC mages can “grow in magic” or perhaps
even train their ability. This somewhat curbs the general
power of wizards by making high skill levels harder to
attain (although raising 1Q while reducing Per and Will has
a similar effect to increasing Magery) and by restricting
spells that rely on Magery to set the maximum energy used
for casting, notably Missile spells and spells covered by
Magery and Effect (p. B237). This especially limits “war-
mages,” since high Magery lets them hurl numerous devas-
tating attacks, provided they have the FP.

A common cap is three levels, which permits wizards to
learn nearly any spell while restricting their raw power. A
four-level maximum (exactly as for Talents; see p. B89) has
similar effects. Setting the ceiling at two levels is slightly
more restrictive, locking out potent specialist spells such as
Alter Terrain, Great Wish, and Instant Regeneration —
although the GM may feel that these are too powerful for
starting PCs anyway. A one-level limit is severely restrictive,
excluding many spells that even beginners might reason-
ably possess, such as Lockmaster and Shield. Allowing only
Magery 0 precludes access to offensive spells such as
Fireball and Lightning, the much-loved Recover Energy,
and utilities such as Major Healing and Magelock; starting
wizards will be the equivalent of hedge magicians and
apprentices.

A compromise is to require mages to buy Unusual
Background (Archmage) if they desire extreme levels of

Magery. For example, GURPS Banestorm sets the require-
ment at 10 points of Unusual Background per level of
Magery beyond 3. This distinguishes high Magery as the
mark of the truly extraordinary being. Players of combat
mages will probably buy as much Magery as they can
afford, but wizards with impressive amounts of Magery will
normally find better things to do with their time than get
into fights.

Hellboy: He doesn't utter so
much as a squeak, but the air
rings like some great frozen bell
... and I feel for all the world
like somebody just
swatted me with a submarine.

— John Byrne, Hellboy: Seed
of Destruction

Partially Limited Magery

Another possibility is to apply limitations to some but
not all of a wizard’s Magery levels. This makes for interest-
ingly complex magic-workers — never entirely useless, but
much more powerful in restricted circumstances. When
this option is combined with a cap on unlimited Magery,
players who want to play the most powerful wizards must
take personal restrictions.

Example: The GM permits PCs to purchase up to
Magery 1 without limitations, but requires at least a -30%
limitation on any levels beyond that. One wizard buys
Magery 1 for 15 points and a further two levels of Magery
with the Solitary limitation for another 12 points. He can
learn and cast Lightning, Major Healing, and Recover
Energy. He can also learn Stone to Flesh and Lockmaster,
but to use them, he must tell his friends to back away a few
yards. His colleague, who buys Magery 0 for 5 points and
another level with the One College Only (Fire) limitation
for 6 points more, develops a broad repertoire of petty mag-
ics but will never get very far with anything but flame
effects.

An interesting alternative here is to limit the total
number of points that anyone can spend on Magery. This
permits wizards with limitations to buy more levels than
those without. Specialists can thus be more powerful than
generalists, in their limited fields.
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Limited Magery 0?

The standard rules for Magery (pp. B66-67) imply that
one cannot apply limitations to Magery 0. This stipulation
exists because simply having Magery — however limited —
can be useful. Notably, the rules assume that even under
conditions that prevent the mage from casting spells (e.g.,
at night if he has the Day-Aspected limitation), he can
detect enchantments and use mage-only magic items.
Thus, it follows that limitations might reasonably reduce
the point cost of Magery 0 if they restrict these abilities as
well as spellcasting.

This is certainly true for the One College Only limita-
tion, which limits the mage to sensing only magic items
that contain at least one spell of the relevant college - and,
by extension, to using mage-only items only if they include
such spells. Since this does affect the utility of Magery 0, the
-40% for One College Only should apply to its cost. Other
limitations that extend to the abilities granted by Magery 0
should likewise affect its cost. For example, someone with
the Song limitation who can't detect magic items or use
mage-only devices unless he’s singing ought to pay less for
Magery 0.

Even with this rule, fine shadings can get tricky. Mages
who have limitations on all of their Magery, including
Magery 0, cannot cast spells, detect items, or use mage-
only items when their limitations apply; they're effective-
ly non-mages some of the time. Those with limitations
only on Magery above 0 can always cast spells and sense
and use items normally, but can only unleash their full
power in restricted circumstances. But what about those
who can detect and use items but not cast spells while
their limitations apply? Optionally, the GM may allow
such mages to take limitations on Magery 0, but at half
their usual value.

Example: Lysimachus the Dancer buys Magery 0 with
the Dance limitation, -40%, for 3 points, plus another two
levels of Magery, also with that limitation, for 12 points.
Total cost is 15 points. Not only must he dance to cast
spells, he cannot detect magic items or use some of them
without dancing.

Aufidius the Dark-Master buys Magery 0 with the Dark-
Aspected limitation at half its usual value, or -25%, for 4
points. He buys two more levels of Magery with the full -
50% version of that limitation, for 10 points. Total cost is 14
points. Aufidius can sense and use magic items just like an
unlimited mage, but he can only cast spells in the dark.

Roxana the Sun-Witch buys Magery 0 with no limita-
tions, for 5 points, plus three more levels with the Day-
Aspected limitation, -40%, for 18 points. Total cost is 23
points. She can detect and use magic items, and cast spells
that don’t have Magery 1+ as a prerequisite, whenever she
wants; when the sun is in the sky, though, she casts at +3.

Remember that applying or not applying limitations to
Magery 0 will result in at most a difference of 4 points for
the buyer, so the GM might not want to worry much about
such things. Still, it can be useful to preserve fine distinc-
tions. The GM should monitor PCs with limitations on
Magery 0 and make sure that they get 1o use of magic when
their limitations apply.

Mixed Limitations

Some mages might have complex mixtures of limita-
tions on their Magery, with their Magery level varying with
combinations of circumstances. This can make them more
or less powerful in ways that are difficult for others to com-
prehend. The GM is welcome to permit this if he doesn’t
mind keeping track of fluctuating abilities — possibly for
several PCs.

This does raise the question of whether the mage can
learn a spell that has a specific Magery level as a prerequi-
site. In general, he can —if he possesses the required level at
some time during the year. For example, a wizard who has
two levels of Magery beyond Magery 0, one with Night-
Aspected and the other with Only Under a Waxing Moon,
could learn a spell with Magery 2 as a prerequisite, as there
are nights when he could practice casting it. If his limita-
tions were Day-Aspected and Night-Aspected, though, he'd
be out of luck, because there would be no time when he has
two functioning levels.

The GM is free to make special rulings here, especially if
some combinations are possible but rare. Someone with
three levels of Magery — one that applies in January, one
that works under a new moon, and one that’s good within
an hour of midnight - could in theory have Magery 3 some-
times, but those moments would be so rare that the GM
could reasonably question how he could ever master a spell
that required it. Strict GMs might rule that different types
of limited Magery are functionally distinct, and that two
minor qualifications never add up to a major one.

The GM might also wish to put a limit on the total num-
ber of levels of Magery of any kind, to keep rules lawyers
from creating bizarre combinations in an attempt to get
cheap power without actually being restricted. A reason-
able overall limit is three to five levels. Finally, the GM
should simply prohibit abusive mixtures; in particular,
nobody can have One-Spell Magery (p. 25) for more than
one spell.
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Wizardly Weaknesses

In some stories, even the most powerful adepts have
areas of magical weakness. This could be because they
dislike or neglect certain fields of study, or because their
fundamental abilities have flaws that no amount of
training can repair — much as, in the mundane world, a
talented scientist and poet might be tone deaf. The One
College Only limitation on Magery represents strength
in a single branch of magic, but weakness can take
many forms.

Flaws sometimes extend to actual vulnerability. The
adept might become vulnerable to a particular form of
magic by attuning himself too closely to its opposite — or
to that selfsame magic! For example, a “water wizard”
might be not only incapable of casting fire spells but also
particularly vulnerable to fire attacks, a necromancer
could be so steeped in death that he cannot benefit from
the powers of healing, and an expert mind-reader may be
wide open to incoming mental assaults thanks to his
hypersensitivity.

College Incompetence

The GM may let wizards take the Incompetence quirk
(p. B164) with respect to a whole college of spells (but not
for a single spell - that’s far too narrow to be meaning-
ful). This should be limited to individuals with Magery,
and nobody can have Incompetence with more than one
college. Moreover, it's only permitted for a college that
the mage would otherwise be reasonably likely to study.
A priest-wizard who serves a god of life would probably
avoid Necromantic spells anyway, so Incompetence with
that college wouldn't be meaningful. (On the other hand,
this might be a valid disadvantage if he’s a pragmatic
sort; his god might even have afflicted him with it!)

If a spell also falls under another college, then the GM
decides whether the wizard can learn it. This depends
mostly on the extent to which it fits with the prohibited
college’s “style.” Learning a spell should usually be possi-
ble if it's part of several other colleges.

Magicians who use Ritual Magic (pp. 72-76) can also
take college Incompetence. In that case, default use of
the college suffers the standard -4 Incompetence penalty.

Total Spell Incompetence

Certain people might have a glimmer of magical tal-
ent but no ability at all to learn or cast spells. One way to
represent this is using Magery with the limitation Cannot
Learn Spells, -60%. This is gives a bigger discount than
Untrainable (p. B116), because Magery is usually all
about spell use. Someone like this gains only the basic
ability to sense magic items and changes in local mana
level (see GURPS Magic), his Magery level as a bonus to
his Thaumatology skill, and an aura resembling that of a
mage. For an individual who has a reliable sensitivity to
magic and no special spellcasting ability, however, some
version of Detect (p. B48) is often a better choice.

Weaknesses to Attack

Magic Susceptibility (p. B143) gives a general vulner-
ability. If it applies to just one college, apply a -80% lim-
itation. Reduce the limitation by -5% per additional col-
lege, to a maximum of five colleges (-60%). Only colleges
that contain at least two spells affected by Magic
Susceptibility are valid - and remember that Missile
spells and magic weapons don't count. A spell is consid-
ered to belong to a given college if it's listed under that
college, even if learned as part of another college!

For physically damaging spells, the alternative is
Vulnerability (p. B161). The rarity of magical attacks is
setting-dependent, but in general: “all magical attacks” is
Very Common, “all magical missile attacks” is Common,
a single college that includes more than one damaging
spell is Occasional, and a single spell is Rare at best. If
magic increases the damage of an otherwise mundane
attack (e.g., Icy Weapon cast on an ordinary sword), then
the multiplier applies to all damage from the enhanced
attack — not just the magical bonus.

Someone who takes damage from the presence of
normally non-damaging magic has a Weakness
(p. B161). For rarity, use the guidelines give above for
Vulnerability. Even brief contact with the relevant type of
magic (e.g., being the target of an instantaneous spell) is
enough to trigger a cycle of damage. Actually consuming
a magical or alchemical potion is good for at least a cycle
of damage with doubled effect — perhaps more, at the
GM'’s option.

Lastly, someone who has Magic Resistance — with or
without the Improved enhancement — may take limita-
tions on it to represent specific weaknesses in his defens-
es. See pp. 62-63.

“Polarized Magery”

Some colleges or forms of magic have “opposites.”
Fire vs. water and earth vs. air are standard, while others
are campaign-specific. The GM who wants metaphysical
oppositions to feature in his game can encourage players
to take Magery (One College Only), balanced by a flaw
related to an opposed college. Perhaps those who buy
Magery with One College Only (Water) must also take
Vulnerability (Fire Spells x2) with Magery 1,
Vulnerability (Fire Spells x3) with Magery 2, or
Vulnerability (Fire Spells x4) with Magery 3.

Alternatively, such Magery might render mages sus-
ceptible to their own college. Perhaps Magery with One
College Only (Communication and Empathy) always
comes with an equal number of levels of Magic
Susceptibility limited to that college.

The GM should usually define such polarizations at
the start of the campaign. They might be widespread, in
which case wizards will probably be aware of their rivals’
flaws! On the other hand, they could be personal peculi-
arities displayed by only a few mages.
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SPECIAL LIMITATIONS

As explained on p. B67, Magery can take a variety of spe-
cial limitations, becoming “aspected.” Below are some new
possibilities. See GURPS Fantasy for more!

Note that if all spellcasting in a setting is subject to
restrictions equivalent to a given limitation, then that limi-
tation isn't available. For example, in a game world without
Powerstones or anything similar, Can’t Use External Energy
simply isn't valid. On the other hand, particular limitations
may be mandatory for some mages; e.g., if every wizard
taught at a certain academy has song-based casting drilled
into him, then all graduates of that school will share a well-
known weakness.

Can't Maintain Spells
-30%
You can't maintain spells past their initial duration.
You're fine at casting, but some flaw keeps you from feeding
energy into spells that you've already cast. You can't use
Maintain Spell (see GURPS Magic) or anything similar to
get around this.

Can't Use External Energy
-15%

You must tap your own inner resources to work magic;
you can't use Powerstones, paut (p. 52), energy-granting sac-
rifices (p. 58), or anything similar for additional energy. You
can assist in and even lead ceremonial castings, and high
skill with spells does reduce casting costs for you, but you
can't use energy provided by spells such as Share Energy
and Draw Power (see GURPS Magic) - although you can
cast Share Energy to assist somebody else, and can use
Lend Energy, Recover Energy, etc., to recover lost FP after
casting. Whether personal energy reserves purchased with
gadget limitations count as “external” is up to the GM.

This limitation isn’t necessarily a great problem for a
beginning wizard, but becomes serious as the mage
acquires greater resources and seeks to cast larger spells. If
the GM permits characters to buy off limitations with bonus
character points, he might rule that its impossible to
remove this one that way. Thus, “free points” early in a wiz-
ard’s career will be balanced against a genuine long-term
drawback.

If the campaign makes heavy use of external energy
sources — for example, if large Powerstones are easily avail-
able or wizards frequently cast Draw Power on high-tech
electrical supplies — the GM may wish to increase the limi-
tation value. It may be open to abuse if it's made too large,
however.

Ceremonial Magery
-40%
You must cast all spells using Ceremonial Magic
(p. B238). This is hopelessly restrictive for adventuring bat-
tle wizards, but quite appropriate for enchanters who never
leave home (at least, not without their personal magical
armory!), talented part-timers who use mundane skills
when adventuring but cast the odd Knowledge or Healing

spell when time permits, and so on. If all of your Magery has
this limitation, you can only sense magic items by perform-
ing a minor ceremony, taking at least 10 seconds, before
touching them.

In a mostly high mana setting, you'll be less restricted.
You'll often be able to cast quick spells - just without your
Magery bonus. If the world only has a few small high mana
locations, “ceremonial-only” mages may regard them as
places to have fun and cut loose.

This is often combined with the Solitary Ceremonial
enhancement (p. 28), for a net -30%.

Cyclical Magery
Variable

The Day-Aspected and Night-Aspected limitations can be
treated as examples of a broader category of “cyclical”
Magery. The limitation should be roughly proportional to
the fraction of the time the advantage is unavailable, slight-
ly reduced because the mage can often plan his activities to
fit with his powers’ availability. For instance, Day-Aspected
and Night-Aspected, each giving 50% availability overall, are
worth -40%. If the Magery switches on and off often, then
the limitation is more serious - it’s hard to fly long distances
if one must land every minute, or to fight magical battles if
one’s spells switch off every few seconds!

If a PC’s cyclical Magery has a long cycle time, then the
GM or the player will need to keep a calendar or log for the
campaign - or perhaps determine the cycle’s state random-
ly whenever a scenario starts. The GM may prohibit or dis-
courage PCs who are seriously weakened too much of the
time, or whose powers are just too variable, if this makes it
hard to concoct interesting plots.

Some possible cycles:

Astrological: This can be simple (Magery only available
for one month of the solar year, when a given constellation
is correctly positioned, for -80%) or extremely complex
(Magery waxes and wanes as different astrological align-
ments and configurations form and disperse, in a pattern
that appears almost random — and that can even be deter-
mined by rolling dice for game purposes - but that a com-
petent astronomer can calculate years in advance).

Ill-Omened Dates: The Magery is unavailable on a few
specific dates. Friday the 13th (or any 13th day of the
month) or the Ides (the 15th of March, May, July, and
October, and the 13th of the other months) would be easy
options, but there should be others to give the limitation
bite. For example, a calendar might be full of holy days that
disrupt “ungodly” magic. If some or all mages find their
magic failing on their birthday, then theyll want to keep that
date secret! This is worth only -5% or -10%, unless the dates
are very frequent and/or the wizard’s permanent magic is
temporarily suppressed on such days, too. The GM should
make sure that this limitation becomes a significant prob-
lem - perhaps by having enemies exploit it ruthlessly.

Lunar Magery: Magery that ceases to work around the
time of the new moon or the full moon (say, for three days
and nights, or about 10% of the lunar month) has a -5% lim-
itation. If it only works while the moon is waxing or waning
(half the time), that's -40%. Magery that’s only available for
two or three days per lunar month has -80%.
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Personal: The GM can let players declare that their
mages have completely arbitrary “power cycles” unrelated
to anything identifiable in the outside world (“My powers
rise and fall every three days, seven hours, and 22 min-
utes. It's a family thing.”), linked to pseudoscientific con-
cepts such as biorhythms, or tied to natural processes
such as a woman’s menstrual cycle. Be warned that this
often means a lot of bookkeeping, which can become a
serious nuisance (that last example leading to added com-
plications with events such as pregnancy!). The GM must
also watch for “limitations” that don't actually limit the
wizard, and is fully entitled to come up with plots (e.g.,
sudden enemy attacks, long sea voyages, and pointed
requests for help from the king) that are inconvenient —
that’s what “limitation” means.

Easily Resisted Magery
-5%llevel

You cast spells normally, but they lack “penetrating
force.” If your target has Magic Resistance, multiply it by (1
+ limitation level) when he resists your spells; if not, he gets
a bonus equal to your limitation level to any roll to resist
your magic. Any magic items you create have the same
problem no matter who uses them - this flaw permeates all
of your magic. The GM sets the maximum level; four to six
levels are recommended.

The GM should restrict this limitation to mages whose
magic will face resistance rolls a significant proportion
of the time. If a wizard focuses on fireballs and healing,
it won't actually limit him and so shouldn’t be worth
anything.

Enchantment-Only Magery
-30%
You may learn spells, but you can'’t cast them in the nor-
mal way. You can, however, enchant them into items. This
differs from One College Only (Enchantment) in that you
can learn spells from any college - even those with Magery
prerequisites — if you have enough levels of (limited)
Magery. This limitation is more appropriate for static mag-
ical craftsmen than for wandering adventurers, but it suits
some impressive and significant NPCs very well!

External Sources Only

Variable
This is a whole category of limitations for mages who
must draw on something, not necessarily “energy,” to work
magic. A classic example is the wizard who's completely
ineffective without his staff. Such drawbacks are particu-
larly useful when creating powerful antagonist NPCs; the
search for a wizardly villain’s Achilles” heel can become an
adventure in itself. Since heroes can traditionally always
draw on their inner resources as a last resort, these limita-
tions aren’t as appropriate for PCs — but they can still make
for interesting characters, especially if the heroes have
alternative options when their Magery is taken away.
Some examples:

External Energy Only: You can never use your personal
FP for magic. The energy you use must come from external
sources: Powerstones, allies and familiars lending you
power, etc. This may force you to rely on expensive tools to
work significant magics, although you can avoid being
totally crippled without equipment by learning spells at a
sufficiently high skill level that they cost no energy. The GM
sets the limitation value in accordance with the availability
and cost of suitable power sources in the campaign, but -
60% is usually appropriate. This is mutually exclusive with
Can't Use External Energy (p. 23).

Item Magery: A mage who depends on an item of power
uses Gadget Limitations (pp. B116-117). Having all of one’s
Magery come from a Breakable, Unique gadget makes for
an entertaining one-use villain but is usually a bad idea for
a PC, because if the GM exploits the limitation - as is his
right — he risks permanently crippling the PC.

Extravagant Rituals

-10%/1evel
You can cast spells effectively, but you really have to
work at it! When using Magic Rituals (p. B237), each level
of this limitation — to a maximum of three levels — makes
the ritual requirement one category worse (that is, more
complex). Time and energy cost are unaffected. For exam-
ple, if your Magery has two levels of Extravagant Rituals
and you want to cast a spell you know at skill 16 in an area
with normal or better mana, then you must have both
hands and both feet free, and speak in a firm voice while
casting, although energy cost is still reduced by 1. No mat-
ter how skilled you are, you can never cast a spell without
at least speaking a word and making a small gesture.
This cannot be combined with the Easy Casting
enhancement (p. 28).

Fading Spell Effects
-20%

You can work any spell, but none of your magic lasts.
Injury from damaging spells, and the effects of instanta-
neous spells that cancel other magic or restore things to
their normal, stable state (heal a wounded friend, mend a
broken vase, restore a petrified ally, etc.), are unaffected,
because there’s no ongoing magic; e.g., a fireball persists for
mere moments, leaving behind mundane burns. But spells
with nominally permanent or long-term effects end as
though reversed or dispelled after 1d hours, regardless of
how much energy you spend. For example, created food or
drink seems satisfying enough, but while it may keep the
recipient going for a while, his hunger or thirst will return
in 1d hours, as debilitating as ever. If the GM can’t work out
how this reversal would function, you can't cast the spell!

You can enchant items, but these aren’t permanent
either - although they last a little better than your other
magic. A limited-use creation, such as a magic potion or a
scroll that would fade after being read, loses its magic after
2d days. A supposedly permanent item with unlimited uses,
such as the typical magic sword, lasts 2d weeks.

See also Impermanent Magery and Faerie Glamour in
GURPS Fantasy.
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Injurious Magic
-30% or -50%

This limitation is only available if
standard magic uses FP rather than
some other energy source. Your
magic is painful and debilitating.
Some or all of the time when you cast
spells, you must spend HP instead of
FP - exactly as described in Burning
HP (p. B237).

If the first energy point you spend
on a casting, and the first point when-
ever you maintain a spell, must come
from HP - but all further points can
come from FP - then the limitation is
-30%. If all of your magical energy
expenditures must take the form of
HP, that’s -50%. In either case, you
may have to injure yourself physical-
ly, spilling your own blood; this is a
special effect.

To make this limitation more
effective, the GM may rule that First
Aid and magical healing can’t restore
HP used to power spells. The injury
takes the form of internal bleeding,
muscle spasms, etc., that can’t simply
be bandaged - and life energy spent
on magic can't be replaced by magic.
In that case, you must heal naturally,
although you can claim the usual
benefits to long-term recovery for
being under the care of a skilled
physician.

Limited Colleges

Variable

This works exactly like the One
College Only limitation (p. B67), but
allows access to more than one col-
lege. Two colleges is -30%; three,
-20%; and four (the maximum), -10%.

One-Spell Magery
-80%
Magery that only applies to a sin-
gle spell has a -80% limitation.
Optionally, the GM may allow multi-
spell Magery, reducing the limitation
by -5% per spell after the first; e.g.,
four-spell Magery would be -65%.
However, nobody can buy One-Spell
Magery multiple times for different
spells or sets of spells, and the GM
should probably only permit One-
Spell Magery in conjunction with a
limit on the total number of levels of
Magery allowed.

Visible Magical Gifts

Some wizards might be obvious to those with suitably attuned senses - or
to everyone. Maybe their eyes glow, their hair swirls around even on calm
days, or they shed sparks. Perhaps they radiate an indescribable sensation of
wrongness. Any such trait could qualify as Unnatural Features (p. B22); it
might be the standard mark of magical talent, but it's still distinctive!
Alternatively or additionally, apply one of these new forms of Supernatural
Features (p. B157):

Flagrant Aura: Your magical power is instantly recognizable to individuals
who can sense such things. Anyone using the Aura spell will see your aura
flare or glow with unusual colors. Those with the ability to discern supernat-
ural beings (e.g., through the Detect advantage) get a Per roll to notice that
you're a wizard, although theyll also realize that you're human (assuming
you are!). Your aura won't mislead observers about your power level, but it
stands out. The GM should prohibit this disadvantage in settings where rele-
vant detection abilities are rare or unknown. -/ point, plus -1 point per +3 to
rolls to sense your aura or recoghize your magical status, to a maximum of +12
(-5 points total).

Unmistakable Power: You have one or more clearly identifiable magical
features that tend to unnerve people. You must take Unnatural Features,
which gives +2 per level to all rolls to identify you as a wizard. In addition,
you suffer -2 on reaction rolls made by those who notice this effect (except
perhaps other wizards or supernatural beings). -5 points if you can avoid the
reaction penalty through subtlety (e.g., by wearing a hooded cloak and not
speaking much or casting spells in sight of others), or -10 points if the effect is
impossible to conceal when you're in plain sight.

In all cases, other wizards may be mildly impressed . . . or regard you as
sloppy or undisciplined: +1 or -1 to reactions, at the GM’s whim.

Spell Signatures

Magic use might produce minor side effects that are unique to each cast-
er; e.g., one wizard generates the sound of phantom laughter, another leaves
the scent of flowers, and a third’s eyes glow as he casts. A wizard’s “signa-
ture” may even become a permanent feature of any magic items he creates
(GM'’s option).

This is usually just a colorful but trivial special effect — but if it’s inconven-
ient, it qualifies as a quirk or a variant Trademark (p. B159). In the latter case,
the fact that the Trademark is completely involuntary and unpreventable bal-
ances the fact that the wizard needn'’t put any time or effort into leaving it. If
the effect makes the caster as easy to trace as a “complex” Trademark but
demands less effort than even a “simple” one, split the difference and call it -
5 points.

For other side effects, see Temporary Disadvantage (p. 27).
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Unusable
Prerequisites

Certain combinations of limitations and cam-
paign options can put a wizard in the situation
where, to acquire a useful spell, he must learn pre-
requisites that he can’t cast. For instance, one has to
know two “Seek” spells in order to learn Seeker - but
in a strictly normal or lower mana world, someone
who has Magery 1 with One College Only
(Knowledge) can't cast those spells, because they're
all outside his college.

The standard assumption is that the wizard can
learn such “useless prerequisites.” He studies the
underlying magical theory and knows how to go
through the motions of casting — and on a good day,
might even be able to create ineffective, sputtering,
partial effects — but can'’t actually cast those spells.
The points they cost do him no direct good. That’s
just the downside of limited Magery.

This may cause suspension-of-disbelief prob-
lems, though. How can a wizard be said to know or
understand a spell that he has never cast? Hence, the
GM may prefer to handle things differently.

One option is to rule that this problem simply
locks limited-Magery wizards out of some spells
within their college. This can be deeply annoying,
and makes the limitation slightly more restrictive . . .
but life is harsh.

An alternative is to say that the world includes at
least a few tiny areas of higher mana, and that any
wizardly mentor or academy of magic worthy of the
name has access to them. Students are occasionally
taken to these places in order to practice spells in
relative ease, which lets limited mages cast spells
outside their normal range a few times, to get the
feel of them. The GM will have to watch out for PCs
seeking access to such “places of power” for other
purposes, although that could be an entertaining
plot! The existence of the Mana Enhancer advan-
tage in the setting could simplify things — and guar-
antee any Mana Enhancer a decent job as a teach-
ing assistant, when not being kidnapped by wizards
who don'’t feel like paying him. Having to find and
hire such help may make wizard-teachers rather
cranky, though. Note also that the Mana Enhancer
who lacks the Area Effect enhancement will have to
physically carry the student.

A radical solution is to adjust the prerequisite/col-
lege structure. This makes work for the GM and can
have unexpected consequences for the campaign, but
is sometimes worthwhile; see Changing Prerequisites
(pp. 32-33). To keep things balanced, the GM should
establish different prerequisites that are at least as
stringent as the standard ones; e.g., Seeker might
have Magery 2, Detect Magic, IQ 12+, and Per 13+ as
an alternative prerequisite set, indicating exceptional
magical and general sensitivity rather than specific
experience with “find stuff” magic.

Radically Unstable Magery

Variable

Any spell failure you experience is likely to be a critical
failure! This limitation comes in three versions:

® You can try to “stabilize” the magic by making an
immediate second roll against the spell skill, without range
penalties but with all other applicable modifiers. Success
turns the result into a normal failure. You don't get a stabi-
lization roll if the spell would have been a critical failure
without this limitation, though. -10%.

® You get no stabilization roll. Every failure is a critical
failure. -30%.

® You get no stabilization roll. Moreover, the GM rolls
three times on the critical failure table and chooses the
result he considers worst. -50%.

In all cases, you can't cast spells (or make stabilization
rolls) with an effective skill of better than 15 - although you
can learn spells at higher levels in order to compensate
for penalties. As well, you suffer significant critical
failure effects even in low mana areas, where other wizards
wouldn’t. These may be slightly reduced, but not by much,
and you always pay the full energy cost.

This limitation cannot be combined with the Stable
Casting enhancement (pp. 28-29). The GMs should prohib-
it it if he feels that frequent critical failure results would
damage the campaign.

OTHER APPROPRIATE
LIMITATIONS

Magery can also take several of the general limitations
on pp. B110-117.

Accessibility

see p. B110
Accessibility can represent a broad range of drawbacks,
including new varieties of “aspected” Magery. It’s also use-
ful for magic that doesn’t work in the presence of certain
materials (e.g., a specific herb). The GM might even permit
limitations such as “Only on women” or “Only on
machines.” If so, these limit any of the mage’s spells that
would affect someone else, but not spells that create a dam-
aging force that goes on to harm the target in an essential-
ly mundane way (like Fireball). The GM should prohibit
any such limitation that would impact few or none of the
wizard’s spells.
Detailed notes on evaluating Accessibility appear on
p. 99 of GURPS Powers. If a limitation would be especial-
ly onerous for Magery, the GM may set a higher value. Most
of the special limitations on p. B67 are simply forms of
Accessibility, and serve as useful pricing guidelines.

Costs Fatigue
see p. B111

This limitation means the mage can only use magic - at
least at full capacity — with some effort. Paying the FP cost
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activates his Magery for one minute, after which he can
keep it active for half as many FP (round up) per minute.
Maintaining Magery in this way isn't restful; therefore,
Costs Fatigue is incompatible with anything that requires
rest, notably the Recover Energy spell.

Pact

see p. B113

This is a good limitation for the magic-worker who falls
somewhere between “secular wizard” and “cleric” (see
Clerical Spell-Magic, pp. 65-71) — someone whose Magery is
a gift from a higher power, meaning it can go away if he
fails to show proper reverence, but who otherwise func-
tions like an ordinary mage. It’s also useful for defining a
mage whose talent is entirely mundane, but who has come
to the attention of a greater being who doesn’t trust him
and who might take his power away if he breaks some rule
or code. Finally, it suits those who are subject to taboos
because that’s just how magic works, or because they have
weird subconscious issues.

The key difference between Magery with a Pact and
Power Investiture (pp. 66-67) is that the former requires the
mage to acquire and learn spells normally, following the
rules for prerequisites and so on, while the latter implies
that a higher power grants the spells directly, with no pre-
requisites but a greater need to respect that being’s rules.
See also Power Investiture as Modified Magery (p. 67).

Preparation Required

see p. B114
Applied to Magery, this yields a wizard who must spend
time preparing before each spell but who can then cast it at
normal speed — possibly after a delay to do other things.
The preparation might involve studying and reviewing the
spell; assigning energy of some kind to the appropriate spell
or college; or actually performing a complex ritualistic cast-
ing, leaving the magic all but cast and in need of a brief
“trigger” ritual to release it.

Takes Recharge

see p. B115
Once Magery with this limitation has “recharged” and
become active, it remains functional for one minute.
Maintaining spells requires still-active Magery, unless the
local mana level is high or better; thus, this limitation can
be seriously restrictive for some wizards. A spell with dura-
tion remaining doesnt vanish just because the caster’s
Magery went away, though.

Temporary Disadvantage

see p. B115
Use this for mages whose magic use temporarily
afflicts them with some physical or behavioral oddity.
Examples include a ringing in the ears that drowns out
other sounds (Deafness), a feeling of intoxicating power
(Overconfidence), a demonic visage (Horrific Appearance
and/or Unnatural Features), and a dangerous openness to
supernatural forces (Magic Susceptibility).

Temporary Disadvantage is only possible on Magery
that can be switched on and off. If the Magery lacks other
modifiers that enable this, then it also requires the
Switchable enhancement (p. 29). Applying these modifiers
to Magery 0 means that the mage is only open to sensing
randomly encountered magic items at all times if he’s will-
ing to tolerate his “temporary” disadvantage full-time!

Trigger

see p. B115
This suits mages who have to take a special drug or offer
a sacrifice to activate their powers.

Unreliable

see p. B116
This is good for the classic “promising apprentice, but
unstable and unreliable as yet.” Roll for activation whenev-
er you try to cast a spell. On a failure, your Magery doesn't
work - which often means that the magic doesn’t work at
all. If you apply Unreliable to Magery 0, then when you see
or touch a magic item, the GM will roll secretly to check
whether your Magery functions. If it doesn'’t, he won't even
bother rolling to see whether you sense the magic!

BUYING OFF LIMITATIONS
ON MAGERY

Players will no doubt want to use bonus character
points or points gained by study to “buy off” limitations on
their wizards’ Magery. The GM decides how feasible this is.
The verdict often depends on whether the limitations rep-
resent fundamental flaws in the mage’s relationship to
magic (something in his brain, “the gift the gods gave
him,” etc.) or merely ignorance, narrow vision, or imper-
fect training.

If the problem is fundamental, then any improvement
would be miraculous. Such a change is akin to buying off a
physical disadvantage (see p. B292), and often represents a
deep shift in character concept. If it’s possible at all, it like-
ly implies grandiose magic or even divine intervention.

If the issue is one of understanding, then removing a
limitation is closer to a personal conceptual breakthrough,
like buying off a mental disadvantage (see p. B291). It might
be accomplished through study and training, although
ingrained bad habits and restricted vision are surprisingly
difficult to overcome. A more likely cure is extensive expo-
sure to unfamiliar ideas — perhaps involving some painful
experiences.

Limitations won't be uniformly easy to shed. Some
might disappear with sufficient study; for instance, One
College Only and Extravagant Rituals may require learning
the basic principles of other colleges and taking lessons in
remedial technique, respectively. Others could be harder to
discard; a mage who uses an alchemical drug as a Trigger
may need to cast aside a crutch comparable to an
Addiction. And many are likely impossible to get rid of -
how does one “internalize” gadget-conferred Magery, or
convince higher powers to dispense with a Pact?
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The Unarmored Wizard

A common image in fantasy is the group of metal-
armored, sword-wielding warriors accompanied by a
wizard who wears a lightweight robe and carries a flim-
sy dagger. This could merely be a literary convention,
partly excused by the suggestion that the wizard has
been too busy studying magic to learn to fight. In game
terms, spending many points on magical abilities leaves
him unable to afford much ST, so he’s likely to avoid
heavy equipment that would slow him down.

The problem may instead be social. An armor-clad
wizard might be seen as admitting that he isn't good
enough at magic to defend himself, and be mocked by
other wizards.

There might be other justifications, reflected in
optional rules:

Rituals and Encumbrance: The weight and bulk of
equipment may make the physical process of spellcast-
ing more difficult. If so, apply the caster's current
encumbrance level (p. B17) as a penalty to spellcasting
rolls; e.g., Medium encumbrance gives -2. To make the
problem more severe, double the penalty (so Medium
encumbrance gives -4). Logically, this penalty might
only affect wizards who must make significant gestures,
applying to those with skill 14 or less and perhaps dou-
bling for anyone with skill 9 or less. But in many stories,
even the most powerful wizards avoid armor, suggesting
that the penalty should be universal if exists at all.

Problems With Metal: Tt's sometimes suggested that
metal, especially iron, somehow disrupts magic, perhaps
because of its ability to conduct energy; thus, too much
metal (armor, swords, iron chains or manacles . . .) close
to a caster’s body prevents spellcasting. To simulate this,

MAGERY WITH
ENHANCEMENTS

Magery doesn't generally accept enhancements. If a
mage desires superior magical effects, he should learn
more powerful spells. He definitely can’t use Reduced
Fatigue Cost to lower the energy cost of his spells, or
Reduced Time to shorten casting times - for that, he must
improve his skill level.

The GM might permit a few exceptions, however. These
enhancements concern the nature of the mage’s gift — not
the behavior of individual spells — and apply to all of his
Magery, including Magery 0. Because such modifiers can
make the mage exceptional and/or bypass the rules’ built-in
controls on wizardly power, the GM may link access to a
substantial Unusual Background.

Easy Casting

+40%/level
When using Magic Rituals (p. B237), each level of this
enhancement makes the ritual requirement one category

estimate the total weight of metal within 6” of the wiz-
ard’s skin (count a spearhead as 0.5 Ib., a polearm blade
as 1 Ib.), divide by 5, round to the nearest whole number,
and apply the result as a penalty to casting rolls. A wiz-
ard with pocket change and belt buckles totaling 0.5 Ib.,
alarge knife (1 1b.), and a dagger in his boot (0.25 1b.) has
no penalty — but replacing that large knife with a 2-lb.
shortsword would give him -1, and an 18-lb. breastplate
would give him -4 all by itself. (At higher TLs, firearms
present similar problems.) Of course, this leaves wizards
free to wear heavy leathers and fight with staffs and
clubs; raises doubts about how wizards can enchant
swords, much less armor; and confronts the GM with the
practical problem of keeping track of quantities of metal
in, say, building structures.

Those Without Problems

For a full set of fantasy-game clichés, some spellcast-
ers — notably clerics and members of particular races —
can wear armor, while secular human wizards of the
pointy-hat-and-robe variety must avoid it.

If problems with encumbrance or metal are the rule,
then any exceptions the GM allows have an enhance-
ment to Magery or Power Investiture. “Casts Without
Encumbrance/Metal Armor Problems” is worth +50%. If
the penalty is merely halved, that's +30%. If the standard
penalty is twice encumbrance, these enhancements are
+80% and +50%), respectively.

If such problems are the exception, then they work
better as limitations on Magery or Power Investiture:
-20% for an encumbrance penalty, or -25% if the
encumbrance penalty is doubled, and -20% for a penalty
for nearby metal.

more favorable (that is, less complex). Time and energy cost
are unaffected. For example, if your Magery has two levels
of Easy Casting and you want to cast a spell you know at
skill 12 in an area with normal or better mana, then you
can cast it without any rituals - but it still has its full ener-
gy cost and casting time.

This cannot be combined with the Extravagant Rituals
limitation (p. 24).

Solitary Ceremonial
+10%

Ceremonial spellcasting normally requires at least two
participants. (Enchanting is an exception.) This enhance-
ment lets you cast spells ceremonially all by yourself.

Stable Casting

+40%

Whenever you roll a critical failure with a spell, you can
try to “stabilize” the magic by making an immediate second
roll against the spell skill, without range penalties but with
all other applicable modifiers. Success turns the result into
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a normal failure. Note that this enhancement may make
powerful mages excessively flamboyant about their magic.
It might also drive down the prices of large Powerstones,
which are inflated by the risk of the enchantment process
going disastrously wrong.

This cannot be combined with the Radically Unstable
Magery limitation (p. 26).

Subtle Aura

+20% or +40%

Your aura doesn’t mark you as a mage. If those who can
sense auras are at -5 on all rolls to notice traces of magical

ability, the enhancement is +20%. If such detection can
never discover that you're a mage, it's +40%.

The GM should prohibit Subtle Aura in campaigns
where auras reflect fundamental, absolute truths. It can
never be combined with the disadvantages discussed under
Visible Magical Gifts (p. 25).

Switchable
+10%

You can turn your Magery on or off with a Ready
maneuver. While it’s switched off, you lose all of its benefits,
but you're also undetectable as a mage and unaffected by
any Temporary Disadvantage (p. 27) on your Magery.

MAGIC BASED ON
OTHER ATTRIBUTES

In the standard magic system, spells are 1Q-based skills
(aided by Magery). This implies that magic is a fundamen-
tally intellectual art, dependent on detailed knowledge and
analytical understanding — which agrees with most stories
and legends. For an offbeat variation, though, magic can be
based on other attributes.

DX-Based Magic

If magic is easy to understand, but getting it to work
requires precise gestures and perfect timing, then it could
reasonably be DX-based. However, this will leave every
important adventuring role — warrior, rogue, and spellcast-
er alike — dependent on the same attribute. A party of high-
DX generalists might not be the most interesting group of
PCs.

HT-Based Magic

Magic could be a somewhat stressful overflowing of
sheer “life energy.” In that case, healthier people who can
better withstand the biological strain of spellcasting
would make superior wizards. Such magic will likely
seem even more primal and less intellectual than the
DX-based variant.

Per-Based Magic

Magic might depend on the ability to sense the flow of
mana, making spellcasting a delicate act of juggling forces
and effects. If so, then it would be logical for perceptive
individuals to excel at it. This model retains the link
between magic and mental ability (of sorts), but also makes
alert animals into potentially formidable spellcasters.

Will-Based Magic

This possibility is consistent with the common defini-
tion of magic as the ability to impose one’s will on reality.
The dependency of Will on IQ means that such magic tends
to favor more intelligent creatures — but animals can have

high Will, so they aren’t automatically excluded. Willpower
must be directed by intelligence to look like anything but
stubbornness, though, so the GM could plausibly restrict
Will-based magic to sapient beings.

If Will is key, then advantages that indicate determina-
tion and mental focus — such as Visualization and Single-
Minded — might reasonably grant spells the same bonuses
they give skills. This makes magical power even cheaper,
though, which is already a problem given that Will costs
only 5 points/level.

10+Magery

Perhaps no standard attribute has any impact on spell-
casting. Someone can be more or less smart, deft, alert, or
strong-willed, but none of this affects his aptitude with
spells. Magical ability is effectively a “fifth attribute” that
starts at 10 and increases at the rate of +1 per 10 points,
with each additional level being the equivalent of a level of
Magery. Wizards must still buy Magery 0 in order to work
magic, however.

It isn't usually wise to allow “negative Magery” that
reduces spellcasting ability, as the players of non-wizards
are likely to see this as free points. If resistance rolls against
spells are also based on 10+Magery (rather than on Will,
HT, etc.), though, then negative Magery might be more bal-
anced - few adventurers will want increased vulnerability
to hostile magic! Also, in settings where nearly everyone is
expected to learn and regularly use magic, relative inepti-
tude may be a serious practical drawback.

PROBLEMS AND SOLUTIONS

These variants aren’t without their weaknesses. The
most obvious is that using anything but 1Q as the basis for
spells makes the “scholar wizard” difficult to justify. Such
characters will often cost more points — and if theyre rare
or nonexistent, the campaign won't feel much like tradi-
tional fantasy.
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Critical Successes
With Spells

A critical success when spellcasting elimi-
nates the energy cost and may provide other ben-
efits (see Casting Spells, p. B235). The GM who's
stuck for ideas when this happens can roll 1d:

1, 2 - The spell can be maintained without
energy cost for 3d times its basic duration.
For spells without meaningful duration
(e.g., Minor Healing and Fireball), see 3, 4.

3, 4 — A helpful spell is cast as an Area spell on
any of the caster's companions who are
within arm’s reach. A baneful spell is cast as
an Area spell on all foes currently engaged
with the caster’s party who can be caught by
areasonably simple area effect. If the spell is
already an Area spell, it gets double radius,
provided this doesn’t harm the caster’s allies.
For spells for which area makes no sense,
see 5, 6.

5, 6 — The spell works as a better; more difficult,
and/or more expensive spell, or adds the
benefit of a related spell: Minor Healing
functions as Major Healing, Seeker as
Seeker and Trace, etc.

Critical Magical

Failures and Luck

The various Luck advantages can normally
only affect success, damage, and reaction rolls.
They can't influence rolls on “effects tables” such
as the Firearm Malfunction Table (p. B407), the
Gadget Bugs Table (p. B476), or any critical suc-
cess or failure table. These rolls represent effects
that vary with the situation or that are deter-
mined by the GM’s whim, rather than being truly
random.

All of this extends to magic. A wizard who has
Luck of some kind can use it to avoid critical fail-
ures at spellcasting — but if he does experience a
critical failure, he can'’t change the result rolled on
the Critical Spell Failure Table (p. B236) or on any
table in Thaumatology that serves a similar pur-
pose. Such a result often represents the universe
or the gods punishing the caster for hubris. Mere
luck can't deflect that! And since the GM is free to
improvise a critical failure result instead of using
the result rolled, he could always change back
effects altered using these advantages anyway.

Cosmic Luck: Optionally, the GM may make
an exception for Luck or Super Luck that has a
+50% Cosmic enhancement (p. B103). This rep-
resents luck that dictates terms to the universe;
therefore, it can overrule the gods or reality!

Basing spells on something other than IQ also tends to imply
that nonsapient beings can not merely use spells, if capable of
learning them, but possibly be better at magic than humans,
elves, and the like. Most animals would only use magic instinc-
tively (and 1Q 0 entities, strictly as their physiological state dictat-
ed), but even so, the results could seem odd - especially if they
include wizards habitually teaching magic to trained animals! If
the GM considers this a problem, he can rule that spells, like tech-
nological skills and languages, are among the things that only
sapient (IQ 6+) creatures can learn; see p. B15. Thus, a tree could
only ever “know” a spell as a racial feature or through divine
intervention.

Generally, all spellcasting in a campaign should involve the
same attribute or set of attributes. Radically different styles of
magic might use different scores, but the GM should take care to
keep this balanced, lest one style become dominant by virtue of
being significantly cheaper to master.

On this last point, the GM needs to be aware that some
options are open to serious abuse. For example, if magic is Will-
or Per-based, then it’s cheap to raise the key score — and every
spell along with it. The potential for exploitation is even greater
with HT, if players are permitted to buy down FP and Basic
Speed and take a few levels of Easy to Kill. Strict disadvantage
limits will diminish but not remove this problem. Restrictions
on adjusting secondary characteristics work well but can seem
arbitrary.

Below are a few solutions to these problems.

Calculated Bases

The GM may want magic to be partly tied to intelligence, per-
ceptiveness, willpower, or whatever, but not want everyone who
happens to be good in that one area to be great at magic. He
might envisage spellcasting as a complex art with several facets.
Such goals are easily achieved if the GM doesn’t mind complicat-
ing matters by basing spells on a value calculated from several
scores (plus Magery, of course).

For example, suppose that magic is complex and mentally
challenging, and rewards study and intellectual analysis, but that
getting spells to work requires many complex physical actions
and well-timed sequences of gestures. The base “attribute” for
spells might then be (DX+1Q)/2. Intelligence can compensate for
clumsiness, or deftness for slow wits, but the greatest adepts are
smart and dextrous. Or perhaps magical ability is largely unrelat-
ed to anything else, but sheer determination helps. A base of
(Will/2)+5 would represent this nicely. It would also mean that it
costs an equal number of points to improve in spellcasting by
raising Will or Magery, with each option offering its own addi-
tional benefits.

Weirder combinations are possible! For instance, (total
Striking ST+Per)/3 could represent magic that consists of sensing
ambient forces and then forcing them to take a desired form
through explosive release of muscular energy. It would also make
large predators into terrifying spellcasters . . .

Lower of Two Bases

A useful alternative is to base spells on the lower of two attrib-
utes, especially if one of them is 1Q. If spells are based on the
lower of IQ or Per, then good wizards have to be smart - but play-
ers who try to buy IQ cheaply by lowering Per will find it self-
defeating. If the base is the lower of IQ or DX, then mastering
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magic will cost a lot of points. Spells could even be based
on the lower of an attribute without a Magery bonus or
10+Magery; this, too, would make wizards expensive.

Varying Bases

Yet another option is to have spells “float” to various
attributes — like ordinary skills (see Using Skills With Other
Attributes, p. B172) — instead of using the same base all the
time. For example, casting a spell normally might be a mat-
ter of intricate gestures, and hence DX-based, while ceremo-
nial castings are stressful and draining, and thus Will- or HT-
based. Alternatively, to keep an intellectual element, the two
could be based on (IQ+DX)/2 and (IQ+HT)/2, respectively.
This approach has the benefit of preventing any one attrib-
ute or secondary characteristic from becoming the be-all
and end-all of magical competence. “Field wizards” and cer-
emonial specialists would be significantly different sorts of
people. When using varying bases, record spells by relative
skill level (-1, +2, etc.) rather than with a fixed skill number.

A drawback here is added complexity. In a magic-
oriented campaign, everyone might accept that those

playing wizard PCs must track all sorts of calculated num-
bers. In other games, though, it’s liable to seem needlessly
complicated.

Other Issues

Attribute Prerequisites: Some spells have a specific level
of IQ as a prerequisite. It's probably best to leave this as
written, even if the base attribute for spells isn’t IQ; such
spells tend to require detailed understanding and broad
analytical ability to work. The GM is free to change the pre-
requisite to whatever feels appropriate, of course.

Changing Attributes: Shapeshifting, spells, potions, and
many other things can alter a wizard’s attributes. If the
score that governs spellcasting changes, then effective
skill with spells changes by the same amount. This is
mostly fair - after all, a standard wizard whose 1Q
changes already experiences this effect — but physical
attributes are typically more alterable than mental ones,
raising the possibility of abuse. Should this become a
problem, the GM can rule that spell skill doesnt vary with
a particular attribute.

CHANGING THE SPELLS

The GM can adjust the parameters and effects of indi-
vidual spells — or of all spells - to taste. Tweaking one spell
may affect others, though, while wide-ranging changes can
have major repercussions on game balance. Thus, such
adjustments demand a little care.

BANNING SPELLS

The simplest change that the GM can make is to ban
individual spells. He may even ban whole categories of
spells, the most obvious options being specific colleges. For
example, the GM might prohibit Enchantment spells, pro-
ducing a setting where standard magic items don’t exist.
Other criteria are possible, though: banning Blocking spells
fits a background where magic is too slow and complex to
be used for emergency defense; forbidding any spell that
creates or summons a free-willed being suggests a robustly
materialistic universe with little in the way of spirits or
gods; and so on.

Banned spells might “merely” be irretrievably forgotten,
or rendered impossible by some shift in the cosmic bal-
ance. If Enchantment spells were available in the past, then
there may be a finite supply of magic items that can never
be replaced. Of course, if the GM imposes such a ban, he
should be prepared to deal with wizard PCs seeking to res-
urrect lost lore!

The GM must carefully weigh the full ramifications of
any ban, however. A ban could make it impossible to meet
the prerequisites of other spells, unless they're restructured.
It might even affect campaign tone. For instance, banning
healing spells won't just lead to a darker game — it will make
wise PCs less inclined to risk injury, reducing the amount of
actual adventuring that occurs. It's often better to make

spells harder or rarer than to forbid them outright. That
way, wizards who really want to achieve a particular effect
can do so . . . at considerable cost.

SECRET AND LOST SPELLS

In some settings, certain spells may be “secret” or “lost.”
This doesn’t mean “banned” or “impossible.” Knowledge of
how to cast those spells might be restricted to a cabal. Or
perhaps it’s forgotten but was once understood, and now
awaits rediscovery in obscure texts or hidden inscriptions -
or even reconstruction from first principles, although
nobody has managed the trick yet. Lost magic is a favorite
subject of myths, legends, and feverish speculation. Stodgy
old wizards may dismiss such talk as fantastical . . . while
paranoids accuse such wizards of being part of the conspir-
acy that's keeping the secret! This idea especially suits game
worlds with a “Golden Age of High Magic” in their past, but
a few spells could have been discovered and then lost again
in just about any background.

The GM may permit PCs to start play knowing secret
spells. Such wizards will need an Unusual Background - or
perhaps a set of advantages, disadvantages, Hidden Lore
skills, etc., related to the secret faction that controls the
knowledge. If they teach the secrets to outsiders, they can
get into trouble. Acquiring such knowledge in play can be a
significant task: track down the secret experts, persuade
them to let you join (possibly after persuading them not to
kill you), and then study magic on their terms. The GM may
require PCs who do this to buy any Unusual Background or
other requirements with bonus character points, to repre-
sent the effort and commitment involved.
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The GM might even allow PCs to know lost
spells, if they take a large Unusual Background -
in which case theyll soon become the subject of
much interest from other wizards. On the other
hand, such knowledge might be inaccessible with-
out considerable research and effort in play. This
could easily become a subplot in the campaign, or
even a major theme. Information about a lost
spell could have significant cash value, or the spell
might be required to defeat a foe or solve some
important problem.

As with a ban, remember that if a given spell is
unknown, then every spell that has it as an imme-
diate or indirect mandatory prerequisite is also
effectively secret or lost.

CHANGING
SPECIFIC SPELLS

Any spell or small class of spells can have significant
consequences for a game world if it's widespread and used
cleverly. Furthermore, the exact types of magic that are
common can have a considerable impact on campaign fla-
vor. Merely prohibiting inconvenient spells can seem clum-
sy, though, and may have knock-on effects for things such
as prerequisites. The GM may therefore wish to change
individual spells, making them more or less useful, or per-
mitting extra effects with interesting ramifications.

Fearsome Magic
If mastering magic endangers the wizard’s soul or
sanity, then learning a new spell (or gaining skill in
Thaumatology) may require a Fright Check. This
might only arise with certain colleges, such as
Necromantic and perhaps Gate. The effects might be

worse for advanced spells — perhaps the Fright
Check takes a penalty equal to half the spell’s prereg-
uisite count, rounded down. With truly fearsome
magic, casting the spell may trigger a Fright Check!
Such rules will encourage players to create wizards
with several levels of Fearlessness, which does fit
some legendary stereotypes.

An example of a setting that would benefit from this sort
of tweaking is the world of the “Arabian Nights” stories.
Wizards there are nothing if not noticeable, being powerful
and flamboyant. However, those showy wizards don't often
hurl fireballs - fiery blasts aren’t unknown, but they seem
to require magic items. Magicians are far more likely to
change a victim’s shape.

Another category of change that suits some settings is to
make healing spells harder; or to give them unpleasant side
effects. Quick, reliable magical healing can have huge con-
sequences both for adventurers, who might not take injuries
and physical risks very seriously if they have access to a
healer, and for the game world, as magic can have medical
uses far beyond anything promised by mundane medicine.

I put a spell on you

‘Cause you're mine

You better stop the things you do
Lord knows, I ain't lyin’

No, no, no, I ain't lyin’

— Screamin’ Jay Hawkins,
“I Put a Spell on You”

Indeed, given how much healing magic can do, and people’s
natural desire to have injuries and diseases cured, wizards
may hardly be permitted to use magic for much else - or
might be paid so much to take safe jobs as healers that the
idea of becoming adventurers would seem stupid.

Changing Prerequisites

The prerequisite rules give magic a logical structure: a
wizard can't raise a horde of zombies without first learning
how to raise just one, toss huge fireballs before learning
how to create a small flame, and so on. Prerequisites also
provide a balancing mechanism, by ensuring that novice
wizards can't spend a few points to master world-shaking
spells instantly — at least not without specializing obsessive-
ly and spending a lot of points on lesser spells. No one can
hurl even a simple lightning bolt without buying Magery 1+
and spending six points on other spells, or send rooms full
of people to sleep unless they have IQ 13+ and know three
other spells.

These objectives arent sacred, though. In some fan-
tasies, magic is simply irrational and erratic by nature. The
apprentice who digs through a spellbook and finds some
huge spell without first trudging through lots of less inter-
esting lessons might fit perfectly well - especially if each
spell is a unique “package” of standardized gestures and
words rather than part of a complex, integrated field of
study.

Also, the game-balance benefit of prerequisites is actual-
ly rather limited (a 50-point wizard PC can know Wish or
Resurrection, if the player is determined) and generally less
important than other mechanisms, such as energy cost.
The GM could strengthen the balancing effects of prerequi-
sites by ruling that no spell can be known at a higher skill
level than its prerequisites, so that specialists in big spells
can’t skimp on the supporting smaller stuff. However, it’s
equally valid to make some spells much harder to learn,
putting them in the province of the expert rather than the
dabbler.

In other words, the GM can change the prerequisite
structure fairly safely. Abolishing prerequisites is probably
too extreme. If nothing else, it’s likely to lead to wizard PCs
favoring a few handy “adventuring” spells and ignoring all
the other interesting and occasionally useful options. It
would also make wizards look arbitrarily erratic in their
powers. Someone who can hurl fireballs but not light a
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campfire without blowing it apart would be ripe for mock-
ery . .. behind his back!

Simplifying prerequisites is safer. For instance, the GM
might name four or five simple spells required for access to
each college, after which the rest of the college is available.
Minimum levels of IQ and/or Magery may apply in some
cases, though, to emphasize that significant magic requires
talent and intelligence.

The GM can always modify the prerequisites of individ-
ual spells. The most obvious reasons for this are because he
has banned a spell in a prerequisite chain and because he
wants to let single-college mages master a college without
requiring out-of-college prerequisites. Then again, he might
simply dislike the standard prerequisites.

Changes could reflect the setting’s cosmology or meta-
physics. Resurrection might lose Summon Spirit as a pre-
requisite — either because it's a life-oriented spell, utterly
opposed to anything that smacks of necromancy, or
because the setting is a materialist universe in which there’s
no immaterial soul to reunite with the repaired body. In
either case, a few Body Control spells might replace
Summon Spirit, to reflect mastery of the magic of life
forces. Such changes are often systematic, covering groups
of spells. If Air, Earth, Fire, and Water spells embody the
power of the classical elements, then the most powerful
spells in those colleges might have prerequisites from the
other three colleges, and a master elementalist must grasp
all four aspects of his art. If it’s hard to work with complex
machinery unless you know how to put it together and keep
it that way, some Technological spells might require
Making and Breaking spells.

The GM can also give spells tougher prerequisites to
reinforce his views of what those who cast them should be
like. If certain spells have prerequisites from multiple col-
leges, then wizards who want them must become general-
ists rather than specialists. Mundane skill requirements —
e.g., Thaumatology for Enchantment spells, or Lockpicking
for Lockmaster — imply that it's impossible to get magic to
work right without a solid grounding in the associated
mundane theory.

Examples: In an Arabian Nights world, the GM could
control Fireball by changing its prerequisites to Magery 2
and seven spells from each of the four elemental colleges,
limiting it to well-rounded expert elementalists. This would
also make any spell with Fireball as a prerequisite harder.
Shapeshifting has relatively mild prerequisites, and can't be
made much easier. Deleting the Magery requirement would
make it an option for dabblers, which is probably too much
- but lowering it to Magery 0 might be acceptable. Healing
spells could require Magery 3, restricting them to the most
powerful wizards, or call for advantages such as Blessed or
True Faith, making them essentially divine gifts.

The Prerequisite Count

Appendix C (pp. 261-267) lists a “prerequisite count” for
every standard spell, for use with various optional rules.
This measures the shortest chain of prerequisite spells
required to learn the spell in question. For instance, if a
spell has a count of 5, a wizard must learn five other spells
first.

To alter a spell’s prerequisites without radically chang-
ing its difficulty or frequency of appearance, give it require-
ments that add up to roughly the same prerequisite count.
This isn't an exact science! Changing a spell’s count from 14
to 5 might cause problems, but reducing it to 12 is unlike-
ly to ruin the campaign. Remember also that any spell
that’s required as a prerequisite for another, very useful
spell will become popular itself; wizard PCs may seek out
uses for it.

Many spells have prerequisites other than spells, which
prerequisite count doesn’t consider. The GM must take
care when changing these. In particular, deleting a
Magery requirement makes a spell that “should” be limit-
ed to casters who are sensitive to magical forces available

to dabblers.

Casting Time and Energy Cost

)«

Adjusting a spell’s “operational parameters” can make it
significantly easier or harder to use in combat or similar
stressful situations. For spells useful in a fight, increasing
casting time makes battles chancier and more dependent
on direct combat ability.

Examples: Multiplying the time to cast Mass Sleep by 10
would prevent wizards from sending whole swathes of ene-
mies to sleep during a fight — although the spell could still
be useful in subtler ways, and there are many other spells
that can demolish enemy war bands. If adding energy to
Missile spells takes twice as long, or even if the caster mere-
ly has to spend a second or two on initial casting proce-
dures before he can add energy, such spells would be less
effective in combat — but not useless, if the wizard has a
screen of guards to protect him while he prepares. Healing
spells that take much longer would be less useful on adven-
tures but see heavy use “back at base,” and would logically
still have a large effect on society, unless they took months
or years.

Conversely, reducing casting time makes a spell more
tactically useful. Most spells that take a while to cast are
actually non-combat magics, and their long casting times
are largely for appearances; e.g., to prevent magic from
making plants grow so fast as to look bizarre. Still, there
are important exceptions.

Examples: 1f Shapeshifting is intended to be a favored
spell in the campaign, it might be worth reducing the cast-
ing time to two seconds or even one second, enabling wiz-
ards to use it quickly in response to circumstances —
although the standard three-second casting time isn't crip-
pling. A faster Create Door could be used for quick get-
aways. A speedier Plant Form Other would be dramatic
battle-magic!

Energy cost, too, can be changed. Raising a spell’s ener-
gy cost may relegate it to the role of an occasional, special
trick. Even a small increase can make a spell markedly less
appealing, as most wizards have fairly limited FP reserves.
An extra energy point or two might not be missed, but larg-
er expenditures take a long time to recover and eventually
leave the caster disabled.
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Examples: Doubling the energy cost of Missile spells
would mean that they're still useful in combat, but make it
prohibitively tiring to do more than a couple of dice of
damage with them. Weapons would look attractive by com-
parison! Increasing the energy cost more than that would
make such spells fairly pointless — except for casters with
large external energy sources, which is the sort of thing that
megalomaniac fantasy wizards love. Multiplying the energy
cost of Healing spells by 10 would effectively restrict them
to ceremonial use. This would mostly eliminate their use-
fulness for adventurers without powerful external energy
sources, but leave them as a useful option for wizards pre-
pared to stay in secure bases and heal those who come to
them.

Lowering energy costs lets wizards use spells more
frequently - perhaps even turning non-combat spells
into combat options. Take care when significantly reduc-
ing very high energy costs, though! Those costs were set
that way for a reason, usually to force wizards to work
ceremonially.

Examples: The GM could certainly reduce the cost of
Shapeshifting to make it more viable for routine use -
although he should be careful not to make powerful, versa-
tile animal forms too cheap. The ability to set different
costs for different forms is a great boon here. Cutting the
costs of enchantments could lead to a world cluttered with
magic items as adventuring wizards create such things in
the field at whim - but this does describe some fantasy set-
tings. Dropping the cost of Resurrection to something that
an adventurer-wizard could afford in one go is probably ill-
advised. It would lead to wizards learning it as a stock
emergency measure . . . and to many accidental deaths
being reversed.

Casting time and energy cost are interconnected.
Generally, a cost much above 5 — certainly, one of 10 or
more — will oblige a wizard to cast ceremonially, effectively
increasing the casting time considerably. If significant
external energy sources are widely available, though, they
can remove this problem. Indeed, the wizard who obtains
an item that can supply tens of energy points at a time
gains the ability to cast all sorts of spells tactically that were
previously too slow to consider.

Changing Effects

Most spells have fairly precise definitions, and changes
are unlikely to be required. Specific conceptions of magic
sometimes require particular side effects or special effects,
however. For instance, summoning spirits might attract
hostile attention from those spirits’ enemies, magic could be
ineffective on holy ground, or spellcasting may draw ambi-
ent energy, reducing the local temperature. Furthermore, if
the GM regards a spell as disruptive to the campaign’s
atmosphere, he can add limitations to control it.

Examples: The GM could discourage Missile spells by
reducing their range or having failed castings inflict back-
fire damage on the caster. There are many simple but effec-
tive controls on Healing spells. Such spells might only be
able to restore half the HP of injury of each wound, as

Shapeshifters’
Choices

In a game featuring the Shapeshifting and
Shapeshift Others spells, the GM must decide what
animal shapes are available. He may have to create
or acquire details for some forms, but many can be
based on animals in existing GURPS books and a lit-
tle research. Some suggestions:

Arabian Nights: Ape (baboon), ass, cockerel, dog,
goat, small bird, small fish, snake (constrictor).

Aztec: Dog, eagle, jaguar, owl, snake (constrictor
and poisonous are separate spells).

Celtic: Boar, deer, salmon, swan, wolf.

East Asian: Badger, cat, dog, fish, fox, monkey,
raccoon-dog, rooster; small bird.

Fairytale: Bear (10 to cast, 3 to maintain), cat,
dog, donkey, frog, hawk, pig, rat, wolf.

Medieval Europe: Cat, crow, dog, hare, owl, wolf.

Norse: Bear (10 to cast, 3 to maintain), hawk,
raven, swan, walrus, wolf.

Tropical Africa: Crocodile, hyena, jackal, leopard,
lion (12 to cast, 4 to maintain), snake (constrictor
and poisonous are separate spells).

magic can never perfectly repair damaged flesh; thus, mag-
ical healing is useful but serious wounds still require signif-
icant natural recuperation. Maybe they can’t heal injuries
caused by fire or by silver, making those attack forms espe-
cially frightening to wizards. Perhaps they only work if the
recipient has been exceptionally virtuous or is on a vital
mission for his god — mortals must learn that suffering is
part of the divine plan!

Likewise, if the GM wants to encourage a specific sort of
magic, he might wish to remove limitations, increase the
numeric values of particular effects, and so on.

Example: Shapeshifting will be more popular if the GM
eliminates the roll to retain human IQ, or at least makes it
less frequent (e.g., daily instead of hourly) and/or easier
(e.g., at +3). It will also be more appealing if the forms
available include more powerful animals (weaker animals,
for Shapeshift Other as an offensive spell) — especially if
some of these can talk and gesture well enough to cast
spells.

Special Costs

Some spells may require more than time, energy, and a
successful skill roll to work. Instead of creating effects out
of thin air, magic could transform or expand existing mate-
rials. Spells that create permanent changes may require
something to provide a continuing power supply. Those
that alter their subject’s fundamental nature might come
with an extraordinary price. Such special costs make excel-
lent limitations.

Possibilities range from the trivial to the extreme. A spell
might simply require modest “material components,” giv-
ing it the cost of a coin or two per casting. More limiting
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than this are rare but fairly straightforward requirements,
such as valuable items sacrificed to spirits, expensive divin-
ing tools for foretelling the future, or the skin of an animal
needed when shapechanging. The most extreme possibili-
ties are dangerous, unpleasant, or life-changing, such as
sacrifices of sapient beings, body parts of mythic beasts, or
perpetual utter devotion to a deity. In some settings, wiz-
ards spend much of their time hunting for “congealed
magic” that enhances spells and is perhaps required by
some; see The Stuff of Raw Magic (pp. 227-229).

Examples: Another way to discourage Missile spells is to
require complex alchemical ingredients that push the cash
cost far above that of standard missile weapons. The GM
could limit Healing spells similarly, ruling that repairing
something as intricate as living flesh requires the expendi-
ture of permanent resources; e.g., $200 worth of alchemical
potions per HP restored, or a unit of “congealed magic” per
casting. Healing spells lend themselves well to non-materi-
al costs, too. Perhaps theyre painful to cast, because the
wizard must absorb something of the injury - in which case
magical healers will mostly be saintly humanitarians or
hard-bitten professionals. This shouldn’t just cause the
caster to suffer shock effects (not eliminated by High Pain
Threshold - he must fully share the pain), but force him to
make a Will roll to cast the spell and/or a Fright Check
afterward. If professional healers voluntarily subject them-
selves to a wide variety of unpleasant experiences, they'll
probably become a little crazy over time!

MINOR SYSTEM TWEAKS

One step beyond modifying individual spells is adjusting
the spellcasting rules in simple ways that affect how every
spell works.

Speed

Ordinary magic takes as little as a second per spell. This
supports casting in combat, including the sorts of melees
that often occur during adventures. It's hard to make magic
much quicker, but it’s easy to slow it down. A simple way to
accomplish this is to make Ceremonial Magic (p. B238) the
norm. Perhaps the Ceremonial Magery limitation (p. 23) is
commonplace - requiring, for instance, a 50-point Unusual
Background to avoid. Maybe nothing else is even possible!

Ceremonial casting multiplies all casting times by 10,
which means that it isn't fast enough to use in hand-to-
hand combat. It isn't entirely useless in battle, though. It’s
roughly as fast as black-powder firearms, and not much
slower than crossbow fire. Thus, wizards could be effective
in battles that involve full-sized armies and long ranges.
They might remain behind shield walls or pikemen, or in
fortresses. If spellcasting ability is really common, lines of
mages might face off like musket troops in Napoleonic war-
fare, hurling fireballs and lightning bolts. The relatively
short effective range of most magic is the only drawback —
and even that can be remedied (see below).

For a less-extreme increase, double or triple the stan-
dard casting times for spells. For more flexibility, multiply
casting time by 2, 3, or 10 normally, but let wizards reduce

this to the unmodified casting time by accepting a penalty
(perhaps -5).

Long casting times make little difference to the utility of
magic out of combat, provided that they're measured in at
most minutes rather than in hours or days. A wizard who
takes 10 minutes instead of 10 seconds to scry an enemy
strongpoint is still valuable, unless his friends are in a seri-
ous hurry. Thus, increasing casting times is a good way to
deter wizards from getting into fights, while keeping them
perfectly viable if played with a little subtlety. It makes wiz-
ards little use in a combative campaign where every session
features multiple melees, but an interesting option for
games of intrigue and subtlety. It also stops casters from
dominating the battlefield too much if they’re common in
the setting.

Range

Most combat magic is short-ranged compared to missile
weapons. Fireball has Max 50, Lightning has Max 100 . . .
but even a ST 10 warrior with a regular bow can outrange
these spells, while firearms leave them far behind. And this
assumes that Missile spells are what's needed; Regular and
Area spells lose effectiveness much more rapidly with dis-
tance. Thus, wizards can look weak on the battlefield. They
can do a lot of damage, but they risk being picked off by
enemy skirmishers as they close, or charged by enemy cav-
alry if they're careless. Missile Shield or Reverse Missiles can
help with the former, but that’s extra complication and
effort. Wizards also tire quickly — and in most settings, they
cost a lot more than a competent infantryman to train.

This fits many traditional images of “war wizards.” They
aren't supposed to form up in large blocks on the battlefield,
although they're a terror in a medium-range fight when they
have the drop on a foe. What makes them useful is
Information spells, which only suffer serious range penalties
beyond a mile or so, and which can be used out to a good
100 miles by a competent specialist. Thus, “war magic” may
mean espionage and logistics rather than killing.

If the GM wants effective “missile magicians,” though, he
can always increase the range of Missile spells. Doubling
1/2D and Max puts wizards on a par with light archers and
pistol users; multiplying by 10 makes them comparable to
modern riflemen. Of course, casters may have difficulty hit-
ting individual targets at those distances. Raising the Acc of
Missile spells by a point or two can help.

If the GM wants Regular or Area spells to be useful at
great distances, he can reduce their range penalties. A way
to do this without making wizards into lethal snipers with
every spell is to allow casters who are working ceremonial
magic (only) to use the Size and Speed/Range Tuble (p. B550)
or even Long-Distance Modifiers (p. B241) for such spells.
Wizards can then illuminate areas, read minds, heal
friends, or inflict pain on enemies that they can see at fair
distances, with relatively little trouble - but every casting
takes at least 10 seconds, and some will take minutes. Even
this can make well-played wizards quite formidable.
Opponents should quickly learn to duck, hide, and dodge at
the first sign of magic - or even better, to retaliate in kind.
Indeed, magical combats may end up resembling chancy,
dangerous artillery duels.
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Conditional Negation

In the standard magic system, the simplest way to get rid of
many unwanted spells is to use Dispel Magic — or Remove Curse,
for especially potent magics. The subject spell can resist the
attempt, but multiple castings from a competent wizard will usu-
ally succeed in the end. However, this doesn't accord with many
stories, in which the way to remove troublesome magic isn’t to
find a more powerful wizard, but to accomplish some heroic quest
or to burrow through texts and discover the secret solution.

The GM may rule that any magic with a permanent effect — or
perhaps any spell defined as requiring Remove Curse in the stan-
dard rules — must be given a “negating condition” when cast. This
condition should be something that a mortal hero could accom-
plish or bring about, and knowledge of what it is should be acces-
sible to opponents — although either might require some effort.
Alternatively, the condition can be secret, but the universe will set
up circumstances that make it possible, much like a Destiny being
fulfilled.

Such rules are good for a fairytale feel: the way to lift the curse
is to find the right princess to kiss the frog. They also suit myth-
ic games with a strong sense of destiny: “Only a hero born
beneath the amber star can pass this cursed portal and live.”
Indeed, a Destiny advantage may be linked to a great magic with
such a condition.

Some degree of control is required, however. Casters shouldn’t
be able to name totally impossible conditions, or to set whole
webs of mystic destiny into motion every time they cast a petty
spell. In general, a spell must have no time limit on its effect to
have a dispelling condition. Another possibility is to permit wiz-
ards to cast restricted-duration spells with simple, easily identified
conditions in exchange for a reduction in energy cost (say, 25%).
This will encourage wizards to make their magic breakable, and
make conflicts with magical foes more interesting.

For a simpler approach to making spell removal tricky, the GM
may allow only one Dispel Magic or Remove Curse attempt per
caster per subject spell. Alternatively, if the target spell’s skill level
exceeds that of the removing spell by 5 or more, perhaps the
attempt cannot succeed. Or maybe a wizard trying to remove a
spell has a large penalty unless he first spends hours, days, or
weeks researching and analyzing the problem. In all cases, “con-
ditional negation” may also be possible; it might be the only way
to deal with spells cast by very powerful wizards.

Duration

Most spells list a specific, restricted duration,
even if they don't require a significant continu-
ing energy input to maintain. There are various
ways to rationalize this. If magic represents a
departure from normal reality, then reality may
eventually reassert itself. If magic always uses
energy or mana flow from somewhere, then at
some point, the supply will surely run out.

Duration also represents a crucial game-
balance mechanism. If magical effects were
longer-lasting, then wizards would be forever
casting spells to make themselves, their friends,
and their possessions stronger, faster, and better.
The mortal world would be saturated with
magic. Individuals with more mundane powers
would be overwhelmed, while the setting would
change in ways that are hard to assess.

Making spell durations shorter, on the other
hand, would weaken magic without necessarily
crippling it. It would force wizards to make snap
decisions, casting spells purely for immediate
use — or, conversely, to plan carefully, casting
only when and where they really need to. Still, it
would have little effect on “instantaneous” spells,
including most attacks.

One way to permit indefinite-duration magic
without unbalancing matters too much is to
make it “fragile” and highly likely to be dispelled.
Spells such as Dispel Magic might be quick and
easy, enjoy long ranges, have broad areas of
effect, and/or be resisted at a large penalty, if at
all. More radically, contact with something com-
mon - such as pure iron or the sound of devout
prayers — might cause magic to dissipate. People
would be cautious about boarding flying ships if
an enemy wizard or priest could bring them
down with a few words, and would avoid
enchanted armor that crumpled at the touch of
an iron mace! Extended spell durations com-
bined with easy dispelling could result in a world
where magic is common and sometimes won-
drous, but weak and transient . . . just as reduced
durations could give magic a reputation as a
source of sound and fury, flashes and blasts, but

Bear in mind that the dramatic point of range limita-
tions is to allow contests between adventurers and their
foes. Striking down an enemy who can't hit back is mere
target practice for the attacker and a horror story for the
victim. Modern war movies focus on fighter duels or
infantry combat, even though artillery and bombs kill the
majority of soldiers, to keep things interesting. Substantially
increased spell range turns wizards into artillery, while
forcing spellcasters to focus on nearby opponents main-
tains excitement by giving the foe a chance to shoot back,
mount a hasty charge, or sneak in close. Well-played wiz-
ards who sensibly prefer to avoid such things can still be
useful in combat by focusing on Knowledge spells and
other subtleties for which long-distance modifiers are the
norm.

not of reliable protection or detailed information.
Incidentally, many spells with restricted duration just
happen to last for roughly the length of a short dramatic
scene, or a little longer than most personal combats. This is
convenient for practical purposes: players don't have to
worry much about spells turning off in the middle of play,
but also don't need to track active spells from scene to
scene. Thus, changing durations significantly may lead to
more bookkeeping.

Alternate Magic Rituals

When using the standard Magic Rituals (p. B237) rules,
spellcasting involves words, gestures, and possibly other
movements. High skill can reduce these requirements, but
they're hard to eliminate altogether. The usual explanation
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for rituals is that they're a way for the wizard to focus his
mind and will on the task of casting magic. Alternatively,
they might be mechanically necessary to manipulate raw
magical energies. Whatever they represent, the GM may
wish to modify them for flexibility and flavor.

No Rituals

Rituals don't just make for more dramatic descriptions
of events - they represent a game-balance limitation on all
but the most powerful wizards. A spellcaster can be dis-
abled by binding and gagging, and gives himself away as
being up to something whenever he starts casting.
Eliminating this requirement makes low-skill wizards sig-
nificantly more powerful, and may give magic-heavy games
more of an air of intrigue - invisible spells and counter-
spells could be flying in any scene where a group of people
are seemingly walking around and chatting quietly. This in
turn could lead to the heavy use of spells or devices to
detect magic use.

Cultural and Personal Ritual Styles

The GM can vary the descriptions of rituals slightly to fit
the campaign. For instance, in a game set in Japan, skill 9
or less might require singing and dancing like a Shinto
priest, skill 10-14 could require a few quietly sung words
and a couple of dance steps, and skill 15-19 may require
either a line of a song or a dance-like motion.

Rituals can even vary somewhat between individual wiz-
ards in the same setting, as long as the general levels of dif-
ficulty and inconvenience are the same. This can make it
slightly harder to disable a caster, as his opponents might
not know exactly what he needs to do to work magic. In
general, though, binding his hands and feet — and gagging

him, or holding a knife to his throat and threatening him
with death if he says anything that sounds at all odd -
should be enough, unless he’s uncommonly skilled.

Flexible Rituals

For slightly more complexity, instead of automatically
reducing the rituals required for spellcasting with higher
skill, the GM can apply the following rules. These give all
wizards more flexibility in their spellcasting, but deny pow-
erful wizards the ability to forget about rituals entirely.

By default, all spells require subtle foot motions (like
dance steps), gestures with both hands, and a clearly spo-
ken incantation. However, the caster may choose to omit
parts of the ritual by accepting skill penalties:

Foot Motions:

No foot motions: -2

Hand Gestures:

Gestures with only one hand: -2
No gestures: -4

Incantation:

Softly spoken incantation: -2
No incantation: -4

On the other hand, if the wizard makes the effort to be
especially precise with his movements, and speaks the
incantation loudly and articulately, doubling the casting
time, he gets +1 to effective skill.

These modifiers don't affect energy cost or casting time
reductions. For example, if a wizard knows a spell at skill
20, but chooses to cast it with no foot motions (-2), one
hand (-2), and no incantation (-4), his effective skill drops
to 12, but the energy cost for the casting is still reduced by
2 and the casting time is still halved.

When he the moon's first mansion thus had found,
The rest proportionally he could expound;
And knew the moon's arising-time right well,
And in what face and term, and all could tell;
This gave him then the mansion of the moon —
He worked it out accordingly right soon,
And did the other necessary rites
10 cause illusions and such evil sights
As heathen peoples practiced in those days.
— Geoffrey Chaucer, The Canterbury Tales,

“The Franklin'’s Tale”
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Applying these rules makes it very hard to deprive wizards
of magic entirely. Smart opponents will therefore keep wizard
prisoners tightly bound, well-gagged, and blindfolded.

When using these rules, the Easy Casting enhancement
(p. 28) functions differently: each level removes -2 from the
penalties for less-flamboyant rituals. Likewise, the
Extravagant Rituals limitation (p. 24) changes: each level
adds -2 to those penalties. These modifiers only apply when
the wizard is taking penalties for omitting rituals in the first
place, however.

This GM might limit this feature to certain wizards or
schools of magic, while others use the standard rules. If so,
the benefits and drawbacks roughly balance out. There’s no
need to treat it as an enhancement or limitation to Magery.

MINOR SYSTEM ADDITIONS

Finally, the GM can add new elements to the way wizards
learn and/or cast spells while keeping the standard rules
essentially intact.

Grimoires

In some game worlds, wizards are restricted to the spells
they have in spellbooks or grimoires. This is particularly like-
ly if the campaign uses Spell Slots (p. 56), or if certain spells
are secret (see Secret and Lost Spells, pp. 31-32) and can only
be learned from suitable tomes. Thus, it can be important to
know what spells are in wizards’ grimoires when the
campaign starts.

Cost

If magic is rare, and often secret, then every spell in a gri-
moire might count as a perk (p. B100). The GM may wish to
be slightly less restrictive and have each point provide half a
dozen spells. The simplest approach, though, is to treat the
grimoire as equipment bought with cash (or that has a nom-
inal cash value, subtracted from the wizard’s starting funds).
In that case, wizards may still opt to spend points on gri-
moires, but as Signature Gear (p. B85).

Cash prices for grimoires can vary enormously depending
on technology, how well-presented the texts must be, the
social position of magic, the demand for these and other
books, and so on. A suggested rule: each spell costs 2% of the
campaign’s average starting wealth, and the wizard must
have all of the prerequisite spells for that spell in the same
grimoire. If grimoires don’t have to contain full sets of pre-
requisites, then the price might become 2% of starting
wealth plus 1% x the spell’s prerequisite count (pp. 261-267).

If the GM wants to make certain spells relatively rare, he
can increase their price. He may even require a small
Unusual Background for wizards who want such spells in
their starting grimoires. For extra complications, some ver-
sions might be flawed or unreliable. A Thaumatology roll
might identify such problems - although the GM may make
the roll in secret, and have subtle flaws give a penalty.

Weight

The weight of a typical book varies enormously with TL,
paper, binding, and so on. Furthermore, each spell could
require anything from a half-page of notes to a chapter or
more of technical discussion. If this becomes important,

then the GM should estimate weight on the basis of what he
thinks fits the campaign. For reference, a paperback novel
weighs about 0.25 Ib. to 1 Ib.; GURPS Basic Set: Characters,
approximately 2.5 lbs.; and a one-volume encyclopedia,
around 8 Ibs. A substantial medieval-style volume could
weigh substantially more.

Gaining New Spells

Wizards will want to add new spells to their collec-
tions, and may trade knowledge or even steal books.
Certainly, spellbooks make interesting loot! Magical
libraries might permit study and even borrowing - and
doubtless charge a stiff membership fee. In a party con-
taining several wizard PCs, the players may collaborate to
minimize overlap between their grimoires, on the grounds
that they can simply copy everything from each other. If
the GM wants to avoid this, then he can start the cam-
paign in the middle of dramatic action that leaves no time
for immediate cross-copying.

The GM can also introduce rules that make it difficult to
copy magical knowledge. Perhaps copying a new spell to
one’s grimoire requires 1d-2 days, minimum a day, plus a
successful Thaumatology roll. To keep magic especially
sparse, the GM may increase the time and/or add a cash cost
for extra pages and special inks.

If every wizard has his own personal shorthand, and must
adapt the basic principles of each spell to his own casting
style, then “copying” becomes a serious academic project,
taking weeks or months. The wizard studying a spell might
roll against Thaumatology weekly and record his margin of
success, and when the total of these margins equals the
spell's prerequisite count, he understands the spell well
enough to add it to his grimoire. Such requirements are like-
ly to increase the cost of starting grimoires substantially —
they're the product of months or even years of intensive and
uncertain effort.

Lastly, wizards who use spell slots might not be able to
use spells out of each other’s books directly. At minimum,
they should have to spend 1d hours studying each spell, and
then make a successful Thaumatology roll to commit it to
memory well enough to count as “knowing” it for the next
few weeks.

Spell Defaults

If the GM wants to give wizards more flexibility than a
fixed list of known spells grants, then he may allow spells to
default to other spells (see p. B173). Each spell defaults to
every other spell in the same college. A spell unknown to the
wizard defaults to one that he does know at -4, plus an addi-
tional penalty equal to its prerequisite count (pp. 261-267).
However, if the known spell is in the prerequisite chain of the
unknown one, add a bonus equal to the known spell’s prereq-
uisite count. A wizard can't cast a spell at default if it requires
an advantage (most often a level of Magery) that he lacks.
Spells cast at default have double their usual energy cost and
casting time.

Example: Madame Francesca wants to cast Fog to baf-
fle the gendarmes, but the only Water spells she knows are
Seek Water-16 and Purify Water-16. Fog defaults to Purify
Water at the base penalty of -4, plus an additional -4 for
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its prerequisite count. Purify Water is part of the prerequisite
chain leading to Fog, though, so Francesca may add its pre-
requisite count, giving +1. (She could have defaulted to Seck
Water, but the bonus would have been smaller.) Her effective
skill with Fog is thus 9. Even if she succeeds, creating a mere
one-yard-radius fog will take two seconds and 4 FP to cast,
and 2 FP per minute to maintain.

Allowing wizards to cast spells at default, while not as cin-
ematic as some options, substantially increases their flexibil-
ity. The GM shouldn’t allow it if he doesn’t want wizards to
pull off unexpected effects from time to time.

Adjustable Spells

The following optional rules are designed to add more
flexibility to standard spells - at a cost. They make attack
spells much more versatile, and can also be applied to other
magic. Being almost open-ended, though, theyre not for
everyone. The GM needs to know the rules in sufficient detail
to spot abuses and prohibit applications that produce weird
or excessive results. The players require similar knowledge to
prevent play from bogging down.

Trading Energy for Enhancements

The basic principle is that wizards can add enhancements
to spell effects — as if to an advantage — by spending addition-
al energy and taking a penalty to effective skill at the time of
casting. Each +1 energy and -1 to skill allows +5% worth of
enhancements; e.g., by spending +4 FP and taking -4 to his
spellcasting roll, a wizard could cast Lightning with the No
Signature enhancement (+20%), enabling him to shoot invis-
ible bolts. The extra energy cost counts as part of the spell’s
cost. The total cost is reduced normally by high skill, and can
be paid by any energy source permitted in the campaign. The
wizard can use options such as Trading Energy for Speed and
Skill (see boxed text) to improve his skill roll. If the spell is
given the Rapid Fire enhancement, the caster must pay the
standard casting cost (reduced by skill) for each shot, plus
the extra cost for the enhancement (once).

The GM decides which enhancements from pp. B102-
109, pp. 28-29 and 200, and GURPS Powers suit a given
spell. Not all of these are valid for all spells. Extended
Duration, Reduced Fatigue Cost, and Reduced Time are
completely prohibited — always use the standard magic rules
to adjust duration, energy cost, and casting time. Side Effect
and Symptoms are also off-limits; they change a spell’s
nature too much and are open to serious abuse. Cosmic is
permitted to make defensive magic effective against cosmic
attacks, but not for other purposes.

Techniques

The GM may opt to let wizards improve each combina-
tion of spell and enhancement as an Average technique. Such
techniques have a maximum level equal to the underlying
spell skill. Improving a technique doesn't affect energy cost
in any way.

Example: Fireball with the Guided enhancement (+50%)
is a technique that defaults to Fireball at -10. Raising
Fireball/Guided to skill-4 would cost 6 points. The maximum
level equals Fireball, for 10 points. Regardless of points
spent, guided fireballs always require an extra 10 energy.

Trading Energy for
Speed and Skill

One way to introduce more flexibility into stan-
dard spellcasting is to allow casters to exchange
extra energy for special benefits. Below are two
examples; see Adjustable Spells (this page) for an
additional option. All such rules give magic-workers
who have lots of spare energy (high personal FP,
piles of Powerstones, etc.) a considerable advantage.
The GM should avoid them if he wants wizards to be
wrinkled old men who value skill above physical
conditioning and magical toys.

Faster Casting: Wizards can reduce casting time
by one second per 4 extra energy points spent. This
option can'’t reduce casting time below a second, and
isn't available for ceremonial magic.

Increased Effective Skill: The energy-for-skill
tradeoff of Ceremonial Magic (p. B238) applies to all
castings: +1 to skill for 20% extra energy, +2 for 40%,
+3 for 60%, +4 for 100%, and another +1 per addi-
tional 100% of the required energy. Such skill
increases affect the roll to cast the spell and the
Power of enchanted items, but they don't reduce
casting time, energy cost, or ritual requirements. A
further option for Missile spells is to give +1 to the
attack roll per extra energy point spent.

Some enhancements come in levels, in which case the
wizard may choose how many levels he uses when casting.
He can never cast with an effective skill higher than the
underlying spell, however.

Example: A wizard with 5 points in Fireball/Increased
Range could cast a Fireball with 2x range (+10%, -2) or 5x
range (+20%, -4) at his full Fireball skill; one with 10x range
(+30%, -6) at a net -1; one with 20x range (+40%, -8) at -3;
and so on.

In all cases, the technique modifier still applies if other
enhancements are added to the spell.

Requirements

The GM may give all spellcasters free access to these
rules, but this will make them significantly more powerful
for no point cost. A better option is to require wizards to buy
perks — either one per spell to which they can apply these
rules (“Spell Variation”) or one per enhancement that they
can apply to any spell (“Spell Enhancement”), at the GM’s
option. The latter may be preferable, because it lets the GM
explicitly state which enhancements are available. For a
more limited version, the GM could require one perk per spe-
cific variation applied to a particular spell (e.g., “Enhanced
Spell: Armor, Cosmic”). A more generous approach would be
to permit any variation if the wizard purchases a single
Unusual Background (“Trained to Vary Spells”), priced as the
GM sees fit. In all cases, there may be additional prerequi-
sites, such as a minimum level of Thaumatology skill.
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Example: In a campaign that requires one perk per spell,
Xavier Smythe-Brown has the perk Spell Variation: Ice
Sphere. He finds himself in combat with a gunman at a
range of 150 yards, and casts Ice Sphere at -7, spending an
extra 7 energy. (Fortunately, he carries a large Powerstone.)
This lets him add Accurate +3 (+15%) and Increased Range
5x (+20%) to his spell.

Implications
The effects of this option essentially overlap with a num-
ber of existing spells. For example, Fireball with Explosion

(p. B104) is much the same as Explosive Fireball, while
Meta-Spells such as Penetrating Spell and Throw Spell
have effects similar to various enhancements. To give wiz-
ard PCs distinct personal styles, the GM may let them
decide to use a few spells plus Spell Variation or a wide
range of different spells - their choice. It's equally reason-
able to tell players not to bother taking any spell that can be
effectively emulated by applying these rules to another
spell, to keep things relatively simple.

CAPPING SPELL SKILL LEVELS

An effective way to put a constraint on magic and oblige
wizards to display a little more complexity is to have an
advantage, skill, or other trait impose an upper limit on
spell skill levels. A given spell can't exceed the limit that
applies to it, no matter how many points the wizard spends
on it. If a single point would normally buy the spell at a
higher level, then reduce the spell to the limit.

SKILL-BASED LIMITS

The simplest option is to rule that all of a wizard’s spells
are limited to his level with a particular skill. This doesn’t
change things much - the point cost for a useful repertoire
of spells will dwarf that of raising one skill - but it helps
define the setting: all magic is intimately coupled to compe-
tence in something seemingly mundane. Some appropriate
possibilities:

Alchemy: Magic is built on knowledge of the basic stuff
of physical reality. All wizards must spend “lab time.”

Astronomy: Spells call down the power of the heavens.

Dancing or Singing: Spellcasting must be performed in a
precisely correct form.

Hidden Lore: Magic-working involves deep secrets. The
skill specialty might be in the lore of an ancient cabal of
magicians or a society of magical spirits.

Religious Ritual: Magic has a “priestly” aspect, drawing
on religious procedures.

Symbol Drawing: Magic revolves around symbolism.

Thaumatology: Magic is highly academic and always
involves reference to abstract principles.

Theology: The gods govern magic. Spells invoke their
names and involve countless small sacrifices.

Multiple Bases

and Other Requirements

A slightly more complex approach is to limit each col-
lege with a different skill. For instance:

Earth: Limited by Geology. “Know the names of the
stones before you command them.”

Healing: Limited by Physiology. “You can’t repair what
you don’t understand.”

Meta-Spells: Limited by Thaumatology. “Such magic
requires mastery of underlying principles.”

Alternatively, each magical “school” or “style” might
have its own limiting skill, and perhaps other requirements.
Such details are highly campaign-specific, but here are a
few ideas:

Skills to Salvage Critical Failures

For a wizard who knows the Physician skill at 15+,
critical failures with certain Healing spells usually only
count as ordinary failures (p. B248). In some settings,
though, Esoteric Medicine is as valid and effective as
Physician, and might even be more closely related to
magical theory. In that case, it should work as well as or
instead of Physician for this purpose.

To encourage wizards to generalize and study more
than just magic, the GM might extend this principle to
other spells, assigning a different “stabilizing skill” to
each college, or even to individual spells, as he sees
fit. These should usually be Hard or Very Hard,

making them fairly expensive to learn at level 15+.
Some possibilities:

Animal: Naturalist

Body Control: Physiology

Earth: Geology

Plant: Herb Lore

Technology: Engineer (with an appropriate specialty)
Weather: Meteorology

The one category of magic that should never enjoy a
safety net is Information spells for which the GM rolls
secretly. Wizards can't stabilize mistakes they don’t know
they've made!
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Song-Shapers: Limited by Singing; must have the Song
limitation on their Magery.

Theurgic Wizards: Limited by Theology; require
Disciplines of Faith.

Will-Workers: Limited by Mental Strength; need High
Pain Threshold.

The possibilities are endless!

MAGERY-BASED LIMITS

A more radical change is to modify the very nature of
Magery: the wizard’s Magery level sets an upper limit on
spell skill instead of giving a bonus to IQ for the purpose of
learning spells. The suggested limit is 10 + Magery; e.g.,
someone with Magery 3 can learn spells up to skill 13. This
makes powerful wizard characters more expensive. A limit
of 10 + (2 x Magery) allows a bit more flexibility and power.

The other roles of Magery are unchanged. Magery con-
tinues to add to Sense rolls to recognize magic items, give
a bonus to Thaumatology, act as a prerequisite for certain
spells, and govern how much energy can be put into spells
such as Fireball. Whether it still reduces the time needed to
learn new spells is up to the GM.

Capped Spells and Enchantment

This rule means that generally, only wizards with
Magery 5+ will be able to enchant magic items. If the GM
wants more widespread item-making, he can remove the
cap for enchantment purposes only; e.g., someone with
Magery 2 could have spells at skill 15+ for use when
enchanting, but would perform all other workings at an
effective skill of 12. Wizards with high IQ but modest
Magery would then do better as enchanters than as
“battle-mages.”

CHANGING THE COLLEGES

The standard spell-college structure is quite clear, and
should seem fairly plausible to gamers. However, it draws
on a mixture of relatively modern concepts (e.g., the divi-
sion between the animal and plant kingdoms, and the
implicit idea that humans are a type of animal) and specif-
ically “classical Western” mysticism (particularly the four
elements). By completely rewriting the college structure,
the GM can create a setting-specific vision of magic that
conveys a different worldview.

The nature of the new colleges is up to the GM. They
might involve mystical ideas drawn from real-world
beliefs or from the setting concept. They can also use

familiar-but-interesting categories, such as the colors of
the rainbow or a pantheon of gods. For extra detail, differ-
ent schools of magic in the background might have their
own unique college structures — and perhaps limited spell
lists, so that each can accomplish things that the others
cannot.

Of course, any change to the college structure involves
revising the entire prerequisite system, since many spells
require certain numbers of spells from particular colleges.
For guidelines, see Changing Prerequisites (pp. 32-33). All
in all, this can be a lot of work for the GM - but the pay-
off is a richer setting.
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One-College Magery
With Variant Colleges

If the number of colleges increases or
decreases substantially due to reorgani-
zation, then the GM should adjust the
One College Only limitation (p. B67).
Appropriate values are -10% if there are
two colleges, -20% if three to six, -30% if
seven to 14, -40% if 15 to 30, or -60% if
more than 30. If the GM allows the
Limited Colleges limitation (p. 25), then
he should scale it proportionally.

EXAMPLE:
TREE MAGIC

This section demonstrates a complete
reorganization of the college and prereq-
uisite structures. The colleges are based
on the “Ogham” script and symbolism
said by some to lie at the heart of ancient
Celtic magic. Each Ogham letter is asso-
ciated with a tree — more precisely, with
some kind of plant - and so each college
is named for both a plant and a letter.
(Different sources give different lists of
symbols and plants that don’t always
agree with those used here.)

See also Celtic Tree Talismans (p. 97),
The Ogham Alphabet (under Symbol
Magic, pp. 170-171), and Ogham Verbs
and Nouns (p. 185).

The Ogham Alphabet

The version of Ogham used here has
18 letters: 13 consonants and five vowels.
Most spells are associated with a specific
letter, although some “mixed tree spells”
are linked to multiple letters. “Vowel
spells” are harder and generally more
powerful than “consonant spells.”

Mixed tree spells are especially com-
plex. To cast them, a wizard must have
access to all the colleges involved.
Magery with the One College Only limita-
tion can't help with them. They count as
being in all of their assigned colleges for
purposes of prerequisite requirements.

Requirements for Knowledge

Tree magic is mainly the preserve of the mystical
Druidic Order. The Order has a rigid teaching system and is
particular about who it will teach. As a result, while spells
in this system have relatively few prerequisites, it’s hard to
learn them without satisfying strict requirements.

All members of the Order must be literate in the Celtic
tongue, and can learn Thaumatology (called “Tree Lore” in

/T he Ogham Alphabet\

Beth | B
Luis ——— L
Fearn —— F
Saille — S
Nion —— N
Uath

Duir JE— D
Tinne — T
Coll — C
Muin \\ M
Gort \\ G
Ngetal § P

§§
Ruis \ R
u §

Ailm A
Onn

Ur U
Eadha E
Idho I

AN /

this setting). The Order has a Rank sys-
tem (see p. B29), and special rules
apply at each level:

Initiate (Rank 0): An Initiate can
learn consonant spells if he has at
least one point in Thaumatology. He
can't learn a consonant spell from the
Order at a level higher than his
Thaumatology skill (see Skill-Based
Limits, pp. 40-41).

Bard (Rank 1): A Bard must have at
least one point in Thaumatology (as a
theoretical subject, if he doesnt use
spells). He can study Hidden Lore
(Vowel Spells): the secrets of higher
magic, and how Ogham vowels relate
to it. His Hidden Lore skill can't exceed
his Thaumatology skill. If he has at
least one point in Hidden Lore, he can
study vowel spells. These can't exceed
his Hidden Lore skill.

Ollave (Rank 2): An Ollave must
have Clerical Investment (p. B43) and
at least one point in Hidden Lore
(Vowel Spells). He will also have
passed many other studies and tests.

Druid (Rank 3): Progress to this
level demands years of study and
secret ordeals. Only affer achieving this
Rank will the Druid learn of the exis-
tence of another skill: Hidden Lore
(Mixed Spells). Studying this lets him
learn mixed tree spells — but Hidden
Lore (Mixed Spells) can't exceed his
level in Hidden Lore (Vowel Spells),
and the mixed tree spells are them-
selves limited by the new Hidden Lore
skill. As Druids are sworn to keep
mixed tree spells a secret, they'll usual-
ly be circumspect about casting them.

Members of the Order also master
many other skills, including Law,
Poetry, and Theology. None of these
are absolutely required, but an Ollave
or Druid who isn't an expert on such
things will be regarded as eccentric at
best.

Non-Druids
A small number of non-druids
know a few spells — usually but not

always consonant spells. These are often

secrets of a family or a profession, handed down through the
generations and taught by rote. A non-druid with a 10-point
Unusual Background (“Rote Magical Training”) can know up
to four spells, even if illiterate, without needing to know other
spells as prerequisites. However, if a spell has Magery as a
prerequisite (as all non-consonant spells do), he does have to
meet this requirement; thus, a non-druid who knows vowel or

mixed tree spell also needs Magery to cast them.
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The Consonants
These are the consonant “colleges.” Druidic teachers

suggest advancing through the colleges in the standard
order of the Ogham alphabet, but this isn't required.

Birch (Beth)

Beth is the first letter of the Ogham alphabet, and birch is
the tree of beginnings, controlling illusions and simple cre-
ations. Druids use bundles of birch twigs in ritual cleansings.

Spell Prerequisites
Seek Earth -
Spell Shield Magic Resistance, Scryguard

Summon Shade
Summon Spirit

Alder (Fearn)

Alder, which burns hotter than any other wood, is the
tree of fire. It opposes water, controls the wind, and is asso-
ciated with oracles and resurrection. Because it produces

Summon Spirit
Two other Rowan

Spell

Clean

Complex Illusion
Create Food
Create Plant
Great Voice
Hideaway
Musion Disguise
Tllusion Shell
Knot

Odor

Perfect Illusion
Phantom Flame
Rejoin

Repair

Restore
Shapeshifting
Sharpen
Silence

Simple Mlusion
Sound

Stench

Stiffen

Voices

Prerequisites

Restore

Sound, Simple Ilusion
Create Plant

Three other Birch
Voices, three other Birch
Two other Birch

Simple Musion

Stiffen

One other Birch
Complex Tllusion

Simple Musion

Restore, four other Birch
Rejoin, six other Birch
Simple Mlusion

Any eight other spells
Repair

Sound

Odor
Rejoin
Sound

Rowan (Luis)

Rowan (mountain ash) is the tree of magical protection.
Its virtues focus on its berries, while its wood is used in
some divination-related workings, and to compel ghosts
and demons.

three different dyes, it also governs color magic.

Spell Prerequisites

Colors Light

Continual Light Light

Cook Heat

Distill -

Divination (Pyromancy) Ignite Fire, three other Alder

Dye Light

Heat Shape Fire

Ignite Fire -

Light -

Light Jet Continual Light

Melt Ice Heat

Shape Fire Ignite Fire

Wind Ten other Alder

Windstorm Six other Alder
Willow (Saille)

Willow is associated with death, the moon, the feminine
aspect, and female spellcasters. It also governs magic that’s
favorable to water, rather than controlling it.

Spell Prerequisites
Banish Five other Rowan
Conceal Magic Five other Rowan
Hide Thoughts -

Magic Resistance -

Scryguard -

Scrywall Scryguard

Spell Prerequisites
Cold -
Death Vision =
Final Rest Magery 0 or Spirit Empathy
Freeze Cold
Purify Water -
Sense Spirit Death Vision
Ash (Nion)

Ash controls and dominates water (whereas willow
loves it). It's also the tree from which broomsticks are
made, and relates to flight spells.

Spell Prerequisites
Apportation Flight

Breathe Water Shape Water
Flight -

Levitation Apportation
Lighten Burden Apportation
Manipulate -

Melt Ice -

Poltergeist Apportation
Resist Water -

Shape Water Three other Ash
Slow Fall Apportation
Swim Levitation, Shape Water
Umbrella Shape Water
Undo Manipulate

Hawthorn (Uath)

Hawthorn is the tree of bad luck and curses (although
it’s also said to have associations with cleansing). It's very
bad luck to bring hawthorn blossoms indoors.

MINOR SPELL VARIANTS




Spell

Avoid

Blur
Clumsiness
Curse
Darkness
Glue

Hide

Itch
Nightmare
Pain
Paralyze Limb
Sickness
Spasm
Strike Blind
Strike Deaf
Strike Dumb
Strike Numb
Stun

Total Paralysis
Wither Limb
Wither Plant

Oak (Duir)

Prerequisites

Hide, Curse, three other Hawthorn
Darkness

Spasm

Curse, three other Hawthorn
Curse

Blur

Ten other Hawthorn
Spasm

Pain, six other Hawthorn
Pain

Itch

Spasm

Spasm

Spasm

Pain

Pain

Paralyze Limb

Magery 1, Paralyze Limb
Curse

Oak is widespread in the lands of the druids. Its roots
are said to stretch as far below the earth as its branches
reach above, so it governs spells of both earth and air.
“Duir” also means “door;,” and this tree governs spells that
grant movement between worlds.

Spell

Control Gate
Create Gate*

Prerequisites

Create Gate
Magery 1, five other Oak

Divination (Augury)f 1Q 13+, four other Oak
Earth to Air Shape Air, Shape Earth
Earth to Stone Shape Earth

Purify Air -

Shape Air Purify Air

Shape Earth

Stone to Earth

Walk Through Earth

Earth to Stone
Stone to Earth

* The spell can only be used to open gates to planes of
existence known to the druids.
1 By watching birds in flight.

Holly (Tinne)

Holly is the tree of good luck and of all blessing spells.
It's also the tree of weather prediction, because examining
its berries can reveal a coming hard winter.

Spell
Alertness
Bless

Bless Plants
Bravery
Climbing

Divination (Augury)*

Great Haste
Haste

Keen Sense
Might

Monk’s Banquet
No-Smell
Predict Weather
Purify Food

Prerequisites
Any two versions of Keen Sense

Bless
Alertness

1Q 13+, three other Holly
Bless, Haste, six other Holly

Bless

Vigor

Resist Pain
Bless

Four other Holly
Bless
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Spell Prerequisites

Quick March Haste, three other Holly
Rear Vision Alertness

Resist Pain Four other Holly

Vigor Bless

Wisdom Alertness, three other Holly

* By observing the shape of clouds.
Hazel (Coll)

Hazel represents wisdom and knowledge, and governs
information-seeking spells. It's sometimes called the most
magical of all trees, as it’s found growing in many magical
sites and realms.

Spell

Alarm

Analyze Magic
Ancient History
Aura

Beast Seeker
Beast Speech
Borrow Language
Borrow Skill
Dark Vision
Detect Magic
Earth Vision
Far-Hearing

Find Direction
Find Weakness
Glass Wall
Hawk Vision
History
Identify Plant
Identify Spell
Infravision
Invisibility
Know Illusion
Know Location
Know True Shape
Mage Sense
Mage Sight
Measurement
Night Vision
Pathfinder
Plant Sense
Prehistory
Scry Gate

See Secrets
Seek Coastline
Seek Food
Seek Gate
Seek Plant
Seek Water
Seeker

Sense Danger
Sense Emotion
Sense Foes
Sense Life
Sound Vision
Tell Time

Test Food
Trace
Truthsayer
Water Vision

Prerequisites

Tell Time

Identify Spell

History

Detect Magic

Four other Hazel

Beast Seeker

Five other Hazel

Infravision or Night Vision

Five other Hazel

Not deaf, Keen Hearing,
two other Hazel

Six other Hazel
Ten other Hazel
Keen Vision
Trace

Seek Plant
Detect Magic
Keen Vision
Five other Hazel
Five other Hazel
Magery 0, one Birch spell
Detect Magic
Detect Magic
Keen Vision
Seeker

Six other Hazel
Ancient History
Analyze Magic
Seeker, Aura
Seek Water

Pathfinder

Seek Water, six other Hazel
Sense Foes

Sense Emotion

Keen Hearing
Seeker

Sense Emotion
Seek Water




Vine/Bramble (Muin)

Vine, in the form of grapevine, is associated with intox-
ication and joy - and also with control and madness.
Because grapevines only grow in warmer parts of the
druids’ territory, bramble takes the same role elsewhere.

Spell Prerequisites
Animal Control Beast-Soother
Beast Link Beast Summoning

Beast-Soother -
Beast Summoning Beast-Soother

Berserker Drunkenness
Charm Loyalty
Compel Truth Forgetfulness
Control Hlusion Five other Vine
Daze Foolishness
Dispel Illusion Control Tllusion
Drunkenness -
Emotion Control Loyalty
Enthrall Daze, two other Vine
Fascinate Daze
Fear Drunkenness
Foolishness Drunkenness
Forgetfulness Foolishness, five other Vine
Glib Tongue Fascinate
Hinder Tanglefoot
Hybrid Control Two Animal Control spells
Independence Control Tlusion
Loyalty Persuasion, 10 other Vine
Madness Forgetfulness
Mass Daze Daze, five other Vine
Mass Sleep Sleep, five other Vine
Master Beast-Soother
Mental Stun Daze
Panic Fear
Persuasion Compel Truth
Rider Two Animal Control spells
Rooted Feet Hinder
Roundabout Tanglefoot
Sleep Daze
Tanglefoot -
Terror Fear
Ivy (Gort)

Ivy relates to mental skills, languages, and extracting
truths.

Spell Prerequisites
Divination (Extispicy)  IQ 12+, Per 12+
Lend Language -

Lend Skill -

Memorize IQ 11+

Recall Memorize
Remember Path Memorize

Reed (Ngetal)

Reed relates to bonds and made things. Its roots knot
together as it grows, binding the damp soil. It grows quite
profusely, and its stems have various uses.

Spell Prerequisites

Conceal -
Cornucopia -
Fasten -
Purify Earth -
Shatterproof =
Toughen Shatterproof

Elder (Ruis)
Elder governs healing and control over illness. Its flow-
ers and berries are used to make healing draughts.

Spell Prerequisites
Awaken Lend Vitality
Heal Plant Lend Vitality
Lend Energy -

Lend Vitality Lend Energy
Minor Healing Lend Vitality
Peaceful Sleep Awaken

The Vowels

All vowel spells require at least Magery 0, in addition to
any listed prerequisites. Each vowel governs one of the
great days of the Celtic year. On those days, all spells from
the corresponding college are cast at +1 to effective skill.

Silver Fir (Ailm)

Silver fir is the “birth” tree, governing enchantment and
creation. When it occurs as part of a mixed tree spell, a
strong creative effect is usually involved. Ailm governs the
feast of Imbolc: February 1.

Spell Prerequisites
Animate Plant Enchant, two other Silver Fir
Delay Enchant, 15 other spells
Enchant -
Great Hallucination =~ Magery 2
Great Shapeshift Enchant, four versions
of Shapeshifting
Limit Enchant
Link Delay
Name Enchant
Password Enchant
Shapeshift Others Magery 1, Shapeshifting
for that form
Staff Enchant
Water to Wine Create Water, two other Silver Fir

Gorse (Onn)

Gorse is regarded as the most powerful tree of magic,
especially of protection. In a mixed tree spell, it amplifies
the power of the consonant involved. Gorse governs the fes-
tival of Beltane: May 1.

Spell Prerequisites
Magelock -

Mystic Mist Ward, two other Gorse
Reflex Ward

Remove Enchantment Ward, one other Gorse
Suspend Enchantment Ward, one other Gorse
Ward —

Heather (Ura)

Heather is another “tree” of blessing and generally
favorable effects, and also of personal control. It governs
the festival of Lughnasadh: August 1.

Spell Prerequisites

Delayed Message -

Remove Curse Magery 1, Suspend Curse
Suspend Curse One spell from each consonant

Aspen (Eadha)

As the tree from which shields are usually made, aspen
governs physical protection. It also governs the festival of
Sambhain: November 1.
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Spell Prerequisites

Armor Shield

Deflect Shield

Forest Warning Magery 1

Fortify Shield

Hide Path Tangle Growth

Iron Arm DX 12+, Fortify

Nightingale -

Shield -

Tangle Growth Forest Warning

Watchdog Nightingale
Yew (Idho)

Idho is the last letter of the Ogham alphabet, and yew is
the tree of death. It governs weapon and death spells, as
well as magic concerned with both decay and preservation.
Finding a tutor for this college can be difficult, as few
druids will teach it to all comers. Idho governs the eve of
Samhain - the fearsome night of October 31.

Spell Prerequisites
Accuracy Magery 1
Dancing Weapon Quick-Draw
Decay -
Disintegrate Ruin, Shatter;, two other
spells from each tree
Loyal Sword Quick-Draw
Poison Food Decay
Preserve Food Decay
Puissance Accuracy
Quick-Draw -
Ruin Weaken
Shatter Weaken
Weaken Decay
Mixed Tree Spells

Like vowel spells, all mixed tree spells require at least
Magery 0, in addition to their listed prerequisites. If they're
learned systematically from the Druidic Order, rather than
by rote, each also requires at least six spells from the rele-
vant consonants and three from the applicable vowels.

Spell Prerequisites
Alder + Aspen

Fireproof Ignite Fire

Resist Cold Heat
Alder + Aspen + Yew

Dehydrate Destroy Water
Alder + Silver Fir

Create Fire Enchant

Essential Flame Create Fire

Flash Continual Light, Create Fire
Alder + Silver Fir + Oak

Lightning Magery 1, Flash, Rain
Alder + Silver Fir + Yew

Breathe Fire Flame Jet

Explosive Fireball Fireball

Fireball Magery 1, Create Fire

Flame Jet Fireball

Flaming Missiles Flaming Weapon

Flaming Weapon Fireball

Ash + Heather

Hawk Flight Magery 1, Levitation

Spell

Ash + Silver Fir
Walk on Water

Ash + Yew
Water Jet

Aspen + Elder

Prerequisites

Enchant, Shape Water

Magery 1, Shape Water

Suspended Animation Minor Healing, Peaceful Sleep

Aspen + Gorse + Silver Fir

Utter Dome

Aspen + Holly
Weather Dome

Aspen + Ivy + Oak
Ethereal Body

Aspen + Oak
Body of Air
Body of Stone
Entombment

Aspen + Reed
Missile Shield
Reverse Missiles

Aspen + Silver Fir
Force Dome

Aspen + Willow
Body of Water
Resist Fire

Birch + Yew
Sound Jet

Elder + Heather
Major Healing
Regeneration

Force Dome, Ward

Fortify, Predict Weather

Body of Air

Earth to Air, Fortify
Fortify, Stone to Earth
Body of Stone

Shield
Missile Shield

Enchant, Shield

Fortify, Purify Water
Fortify, Freeze

Great Voice

Minor Healing
Major Healing

Elder + Heather + Ivy + Silver Fir

Resurrection

Instant Regeneration

Elder + Heather + Silver Fir

Instant Regeneration ~Magery 2, Regeneration,

Elder + Yew
Cure Disease
Neutralize Poison

Gorse + Hazel
See Invisible

Gorse + Rowan
Counterspell
Dispel Magic*
Great Ward
Reflect

Gorse + Vine

four spells from every tree

Decay, Minor Healing
Poison Food

Invisibility

Conceal Magic
Counterspell and 10 Rowan
Ward

Ward

Permanent Forgetfulness IQ 13+, Forgetfulness

Hawthorn + Silver Fir

Hex
Shape Darkness

Hawthorn + Yew
Pestilence
Steal Energy
Steal Vitality
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Spell

Hazel + Heather
Gift of Letters
Gift of Tongues

Hazel + Silver Fir
Invisible Wizard Ear
Invisible Wizard Eye
Wizard Ear
Wizard Eye

Prerequisites

Gift of Tongues
Borrow Language

Invisibility, Wizard Ear
Invisibility, Wizard Eye
Enchant, eight Hazel
Enchant, eight Hazel

Hazel + Silver Fir + Vine

Mage-Stealth

Heather + Oak
Stone to Flesh
Walk on Air

Oak + Silver Fir
Clouds
Create Air
Create Earth
Fog
Rain
Thunderclap

Hush

Remove Curse, Stone to Earth

Shape Air

Enchant

Enchant, Purify Air
Earth to Stone, Enchant
Clouds

Clouds

Clouds

Oak + Silver Fir + Willow

Frost
Hail

Freeze, Rain
Snow

Oak + Silver Fir + Yew

Air Jet
Earthquake
Flesh to Stone
Sand Jet
Stone Missile

Reed + Yew
Winged Knife

Silver Fir + Vine
Hush
Plant Growth
Reshape
Shape Plant

Silver Fir + Willow
Create Water
Essential Water

Create Air

Create Earth, Disintegrate
Earth to Stone, Enchant
Stone Missile

Magery 1, Create Earth

Dancing Weapon

Enchant
Reshape
Shape Plant
Enchant

Enchant, Purify Water
Create Water

Silver Fir + Willow + Yew

Ice Dagger
Ice Slick
Ice Sphere
Icy Weapon

Vine + Yew
Mindlessness
Permanent Madness

Willow + Yew
Deathtouch
Extinguish Fire
Frostbite

* Considered very dangerous — one never quite knows

Ice Sphere

Enchant, Freeze

Magery 1, Enchant, Freeze
Enchant, Freeze

Forgetfulness
Madness

Death Vision, Disintegrate
Decay, Purify Water
Decay, Freeze

what it might destroy by accident!

ALTERNATIVE ELEMENTS

The view that the universe is made up of four elements
— fire, water, earth, and air - is mostly European, with its
roots in ancient Greece. Other traditions have similar
ideas but identify different elements. Changing the ele-
mental spell colleges to match is a common variation, and
considerably less work than a total rewrite like Tree Magic
(pp. 42-47).

Chinese philosophy recognizes five elements — wood,
fire, earth, metal, and water. Indian-derived thinking also
has five elements: earth (rigidity and permanence); water
(change); fire (transformation); air or wind (mobility and
dynamism); and void, also known as space or ether (dis-
tance and sound). Japanese mystics use the Chinese list and
the Indian list, probably acquired via Buddhism. Southern
Asian traditions sometimes use the same four elements as
Western alchemy.

In the Western view, pairs of elements are opposed: fire
vs. water, earth vs. air. This isn'’t the case in five-element sys-
tems, but these often still describe complex relationships
between elements. In the Chinese system, wood generates
fire and overcomes earth, fire generates earth and over-
comes metal, earth generates metal and overcomes water,
metal generates water and overcomes wood, and water
generates wood and overcomes fire.

The idea of elemental creatures is also Western. There’s
no overwhelming reason why Eastern systems shouldn’t
feature them, however.

Metal College

If metal is an element in its own right, then its college
might encompass spells from the Earth, Protection and
Warning, and Technological colleges in GURPS Magic:

Spell Prerequisites
Bladeturning* Shield or Turn Blade
Body of Metal Magery 2, Shape Metal
Conjure Dartf Shape Metal

Identify Metal Seek Earth

Iron Arm* DX 11+, Turn Blade

Magnetic Vision Magery 1, Identify Metal
Metal Vision Shape Metal

Repair* Shape Metal

Seek Earth -

Shape Metal Magery 1, Identify Metal
Sharpen* Repair

Steelwraith Magery 2, Shape Metal
Turn Blade* Shape Metal

* Can only affect metal items or weapons when learned
as part of this college. This limitation doesn’t apply if the
caster knows all the prerequisites (and their prerequisites,
and so on) listed in Magic.

1 Treat as Ice Dagger - but the missile doesn’t melt, it
shatters.

Wood College

Defining a completely new Wood college is unnecessary.
Simply use the Plant college and delete any spells that don't
fit the setting’s metaphysics.
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Elements and Medicine

Elemental theories (see Alternative Elements, pp. 47-
48) often extend to medicine: the human body is com-
posed of elements, so understanding those elements can
help maintain its health. In backgrounds where such
thinking is valid, invoking or manipulating suitable ele-
ments might provide bonuses to Healing spells — and to
spells that directly harm the metabolism or that manip-
ulate mental and emotional states. Conversely, casting
such spells in circumstances where the wrong elements
predominate may impose penalties.

If elemental balance is necessary for magical medi-
cine, then Healing spells might have elemental spells as
prerequisites. Certain forms of limited Magery may
apply to the Body Control, Healing, and elemental col-
leges. If there’s a skill that covers the underlying theory,
then its likely to limit Healing spells; see Skill-Based
Limits (pp. 40-41).

The Humors

The four elements of Western alchemy are related to
four humors - liquids that are believed to permeate the
body. Fire is linked to yellow bile; water, to phlegm;
earth, to black bile; and air, to blood. If one humor
predominates, it can produce a strong personality
type: choleric, phlegmatic, melancholic, or sanguine,
respectively. Particular diseases are associated with
specific elements on the basis of whether they’re “cold”

Void College

If void is an element, then it should have a strange, mag-
ical aspect. In Japan, it’s associated with heaven, and repre-
sents things beyond everyday experience, including pure
energy, thought, and spirit. The Indian concept relates to
distances and space, and also to sound.

It's simplest to rule that one of the existing colleges rep-
resents void. Gate is a good choice, as it deals with dis-
tances, powerful magics, and spirit summoning. For a
less-powerful option with fewer spells that rely on other
colleges, consider Movement or Sound. If the GM wants
to assemble a college that covers all aspects of this

” o«

or “hot,” “wet” or “dry.” Good health, mental and phys-
ical, requires balance.

In this picture, a wizard might need to know three
spells from each of the four elemental colleges as prereq-
uisites for any Healing spell - and perhaps for Body
Control and Mind Control spells, too. The Alchemy skill
may limit spell levels.

Ayurvedic Metaphysics

The Ayurvedic tradition of India, with its five ele-
ments (earth, water, fire, air, and void), is linked to a
medical theory that recognizes three doshas: vata (air),
pitta (fire), and kapha (water). Vata governs movement,
breath, blood flow, and creativity. Pitta governs metabol-
ic heat, digestion, and ethical judgment. Kapha governs
resilience, strength, healing, and several emotions.

To represent the relationship between elements and
bodily functions, the GM might add extra prerequisites
to certain spells. Cadence, Choke, Clumsiness, Grace,
Hold Breath, Reflexes, and similar spells might addition-
ally require “any five Air spells.” Spells such as Essential
Food, Hunger, Retch, Strengthen Will, and Weaken Will
may need “any five Fire spells.” Debility, Emotion
Control, Frailty, Might, Vigor, etc. — and the entire
Healing college — might call for “any five Water spells.”
The Esoteric Medicine skill could reasonably limit levels
with all of these spells.

element, he might draw from Gate, Movement, and Sound
- and perhaps also from Communication and Empathy
and/or Mind Control.

New Elemental Spirits

If the GM decides that metal, wood, and/or void are ele-
ments, and uses the general system of elemental spirit
spells described in Magic, then he'll need statistics for new
elemental spirits. These quick adaptations should suffice if
he doesn't wish to construct entirely new templates:

Metal Elementals: Start with the earth elemental tem-
plate on p. 55 of Magic, remove ST+1, and increase DR
from 2 to 4.

Void Elementals: Start with the air elemental template
on p. 28 of Magic, lower 1Q-2 to 1Q-3, remove HP+2, delete
the Lighter Than Air limitation on Flight, and eliminate
Vulnerability.

Wood Elementals: Start with the earth elemental
template, remove ST+1, improve DX-2 to DX-1, and delete
DR 2.

Alternatively, the GM can create new elementals from
scratch. Void elementals might be extremely exotic beings
that embody pure energy or abstract measurements — per-
haps summoned from the heavens or the spaces between
worlds!
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ETHICS AND SPELLS

If ethical forces have objective reality (see Ethical Magic,
pp. 13-14), then there may be spells that detect and manipu-
late them. Secular wizards might wield these spells — treating
even morality as just another cosmic force — but such magic
is traditionally associated with clerics empowered by higher
beings (see Clerical Spell-Magic, pp. 65-71). Thus, Power
Investiture is a likely prerequisite for ethics-related spells.

If spells like this exist, then the GM must decide what
sorts of beings, objects, and places have an “ethical charge.”
Gods, demons, angels, etc., almost certainly will, unless the
gods turn out to be amoral agents of rules from a higher
source! Certain supernatural entities, especially the
undead, are prime candidates — and anything that’s repelled
by True Faith is probably evil by definition. Holy relics and
sacred ground (high sanctity areas; see Sanctity, pp. 68-69)
are also likely to have some kind of moral status.

Ordinary mortals are trickier. They might behave in
“good” or “chaotic” ways — but this could be a temporary
expression of free will, not a supernatural alignment. On
the other hand, there are settings where many people are
committed to a particular side in a cosmic confrontation.
In a background like this, nearly everyone will have his eth-
ical allegiance (perhaps determined by the temple he fre-
quents) written on his character sheet.

The best approach may be to say that most people are
only faintly ethically aligned at best, but that a few remark-
able individuals are detectably committed. This can be tied
to traits such as Blessed, Power Investiture, True Faith,
divinely granted powers with the Pact limitation, and
Supernatural Features — and possibly Disciplines of Faith,
religious Fanaticism, and sacred Vows. Clerical Investment
might link the cleric to his religion’s ethics or be merely a
social badge. A dramatic one-off action — such as mass
murder, saving the world, or raising the dead - could also
set a person’s category, at least temporarily.

In most cases, each ethics-related spell is actually a set
of spells, equal in number to the applicable ethical cate-
gories; thus, there could be Sense Good, Sense Evil, Sense
Karmic Defiance, and so on. If the ethical universe isn't
entirely balanced, though, then some spells might not exist
for every category. For example, if supernatural good is
more powerful than evil, then its priests may have access to
Exclude Evil, while Exclude Good is unavailable even to
demons.

SUGGESTED SPELLS

Below are some possible ethics-based spells. Most
resemble specialized versions of spells from GURPS
Magic. Not all need be present in a given setting. The GM
should decide what fits and adjust the effects as appropri-
ate. Prerequisites have been left up to the GM as well.

These spells may belong to the Gate, Knowledge, or
Meta-Spells colleges, at the GM’s option, depending on
whether they primarily interact with extradimensional
influences, simple objective facts, or magical phenomena.
Alternatively, they could be in their own college - or

perhaps in several colleges, with one (often granted to
good priests) giving spells to seek out both good and evil,
and to ward off evil beings, another (mostly for evil spell-
casters) providing only the ability to identify and repel
good beings, and so on. The GM is free to treat other
spells — notably Aura, Pentagram, Planar Summons for
specific “higher” planes, and Seek Gate - as also belong-
ing to these special colleges.

Ethics-based spells can’t wusually be enchanted into
items, but they're sometimes manifested in rare, very holy
relics.

Sense (Ethical Category)

Information; Area
Functions like Sense Foes (p. B245), but detects an eth-
ical category, not hostile intent toward the caster. Thus, it
might work on inanimate objects as well as on thinking
beings if items can be notably “good,” “chaotic,” or whatev-
er. Critical success provides insight into the source of the
ethical alignment: divine/demonic contact, possession,
inborn nature, free choice, etc. As the basic “ethical spell,”
this shouldn’t usually have other spells as prerequisites.

Base Cost: 1 (minimum 2).

Seek (Ethical Category)

Information
Works like Seek Magic (Magic, p. 102), but finds strong
manifestations of an ethical category, not magic.

Cost: 6.
Time to Cast: 10 seconds.

Protection from (Ethical Category)

Regular

This spell acts much like Armor (p. B253) and Magic
Resistance (Magic, p. 123), but only against spells or phys-
ical attacks from entities with a specific ethical alignment,
or from individuals under their complete mental control.
The GM decides whether indirect attacks count as coming
from the being that instigated them. Every energy point put
into the spell (up to 5) grants +1 DR and +2 Magic
Resistance. This spell can only be cast on a willing subject.

Duration: 1 minute.
Cost: 1 to 5 to cast. Half that to maintain.

Repel (Ethical Category)

Regular
This spell works much like Repel (Magic, p. 147), but
only against beings of the specified ethical alignment.

Duration: 1 minute.
Cost: 1 per 3 ST worth of “repulsion.”
Time to Cast: 3 seconds.
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Exclude (Ethical Category)

Special; Resists attempts to cross it
Works like Pentagram (Magic, p. 124), but only bars
creatures of the specified ethical category. The caster must
trace a simple “circle of protection” using a fingertip, staff,
weapon point, etc., but this doesn't have to be drawn, and
can't be physically cut or erased. Excluded entities trying to
force their way in use (ST+IQ)/4, not (ST+IQ)/2. The GM
may rule that Exclude keeps out normal mortals who have
a strong commitment to the ethical alignment - although
these might have a better chance to cross its borders.

Duration: Permanent unless broken.
Cost: 1/2 per square foot protected (minimum 5).

ENERGY

The availability of “energy” is perhaps the most impor-
tant constraint on spellcasting. In the standard system, a
caster pays most of the energy cost for a spell out of his
Fatigue Points (FP). This has many inherent drawbacks
that will drive high-powered wizards to seek alternatives.

Note that the term “energy” is used here only as a con-
venience. It doesn’t necessarily refer to “energy” as recog-
nized by modern physics. Many magic rules make more
sense if it means something very different!

EXTRA FATIGUE

If wizards have to use their own energy, or need to
worry about external sources being lost or stolen (a risk
for everything under Familiars, below, Powerstones, p. 51,
and Alternative Power Stores, p. 52), then they'll seek ways
to improve their personal reserves. They might simply
engage in physical training designed to raise HT and/or
FP. More exotic options exist, however, including magical
training, personal enchantments, and mystical meditative
techniques.

“Magic Only” Fatigue

The GM may permit wizards to buy extra FP solely to
power magic, ignoring any limits placed on normal FP pur-
chases. Such energy points cost the usual 3 character
points apiece but are recorded as a separate “Energy
Reserve” (ER). They can only be used to power spells (and
possibly other explicitly magical powers, at the GM’s
option). Spells can also draw on standard FP - the wizard
chooses whether to use FP or ER when casting, and can
mix the two types of energy in a single spell.

Missed sleep and other things that deplete ordinary FP
don't touch the energy in the Energy Reserve. If ER points
are spent, they recover at the rate of an energy point every
10 minutes, independent of rest. The Recover Energy spell
improves this recovery rate as usual. The Lend Energy spell
and similar means can also recharge the ER.

These advantages and disadvantages roughly balance
out, which is why points in an Energy Reserve cost the
same as FP. For general ER rules, see GURPS Powers.

Time to Cast: 1/2 second per square foot (round up, min-
imum 1 second). High skill can reduce casting time.

Loyalty of (Ethical Category)

Regular; Resisted by Will
This spell works like Loyalty (Magic, p. 136), but only
against beings of the specified ethical alignment.

Duration: 1 hour.

Cost: 2 to cast. 1 to maintain. Dont double cost if the
subject doesn’t know the caster, but guadruple it if the sub-
ject is a foe of the caster.

Time to Cast: 2 seconds.

SOURCES

Increased Recovery Rates

Spells such as Recover Energy enable wizards — who
sometimes spend a lot of FP - to recover FP quickly. If they
have arcane ways to regain FP even more effectively, then
the GM can allow them to buy Regeneration (p. B80) with
either “Fatigue Recovery,” a +100% enhancement that lets
them recover FP at the same rate at which they heal HP, or
“Fatigue Only,” a -0% limitation that means Regeneration
restores FP instead of HP, still at the listed rate. These mod-
ifiers are only available for Fast or better Regeneration.
Additional limitations can reflect special requirements for
recharging, such as meditation or orgiastic dancing.

FAMILIARS

Among other things, magical familiars might be able to
supply FP for spells. The simplest approach is for the wiz-
ard to buy FP with the “Granted by familiar” limitation; see
Familiars (p. B38). Another option is for the familiar to cast
Lend Energy or Share Energy, or for the wizard to use Steal
Energy. Most familiars are relatively small — cats, rats,
birds, monkeys, etc. — which can make the idea of tapping
them for useful amounts of actual energy seem rather
implausible. What they supply might actually be “magical
potential” or “distilled mana,” however. Familiars could
even have substantial Energy Reserves of their own (see
“Magic Only” Fatigue, above).

ENERGY OTHER
THAN FATIGUE

Magic can use “energy” without it being equivalent to
personal FP. For a harsh and limited sort of wizardry, the
GM can require that all energy points come from the cast-
er's HP, using the standard rules for burning these instead
of FP (see also Injurious Magic, p. 25). One or two small
castings will be merely painful and stressful . . . but seri-
ous magic will quickly leave the wizard staggering or
unconscious.
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A subtler but equally unforgiving sort of
magic would take its energy cost directly out of
one of the caster’s basic attributes (ST, DX, IQ,
or HT), or perhaps Will. This can be a nuisance
to administer, since it means recalculating sec-
ondary values (damage, Move, skill levels, etc.),
but the idea of a wizard growing slower, frailer,
or less-assertive with each casting may appeal.
A wizard who must spend IQ to power spells
will have severe problems, as each spell will
make the next casting less likely to succeed!

A somewhat less disabling idea that empha-
sizes the difference between magic and
ordinary physical activities is to use a new
special-purpose score to power magic. The
GM might set this “Base Essence” equal to
(HT+Will)/2, for instance, meaning that both
healthy and strong-willed wizards would have
their advantages. Alternatively, Essence could
simply start at 10. This is essentially “Magic
Only” Fatigue (p. 50) given for free — but with
the drawback that magic can't use ordinary FP.
It should cost the same to buy up: 3 character
points per Essence point. Logically, Essence
might also be bought down, but this represents
free points for non-spellcasters, so it should be
prohibited unless low Essence has severe side
effects (e.g., an increased vulnerability to
magic). Essence might also fuel supernatural
advantages, exotic skills such as Power Blow,
and so on.

Attribute points and Essence spent to power
spells are recovered exactly like “Magic Only”
Fatigue, at a rate of a point every 10 minutes -
or faster, with the Recover Energy spell or
modified Regeneration (see Increased Recovery
Rates, p. 50). Hit Points used for magic must be
healed like any other injury, however.
Especially harsh GMs can rule that magic can't
heal HP spent to power magic — only natural
healing, rest, and medical attention work.

POWERSTONES

Mass Magic

Ceremonial Magic (p. B238) enables wizards to draw on multi-
ple supporters for energy. Below are some optional rules that
expand on this technique. These methods might be widely used -
but they could instead be secrets known only to a few specialists,
requiring a perk or an Unusual Background. They especially suit
megalomaniacal wizards with lots of political power.

The Fanatical Spectator

Enough propaganda (a successful Propaganda roll at -3, using
media that can reach at least a city-sized community) or a suffi-
ciently mesmerizing oration (a critical success on Public Speaking,
or possibly on Religious Ritual for clerical magic) can increase the
amount of energy that spectators can contribute by creating a
quasi-religious atmosphere. For each week of propaganda blitzing
beforehand, or each point by which the Public Speaking or
Religious Ritual roll succeeds, spectators can contribute an addi-
tional FP to the ceremonial casting, to a maximum of half their FP.

The Stadium Ceremony

Mass gatherings might serve as sources of extensive ritual
power, utilized by adepts on the dais or scattered anonymously
through the crowd at key points. The casters must organize or
design the assembly in question, inserting their spells, often subtly,
into the activities. This may require one or more rolls against
Thaumatology (or Theology, for clerical workings). It might be pos-
sible to hijack a preplanned event for magical ends with successful
rolls against Politics, Psychology, Ritual Magic, and/or Artist
(Scene Design).

Each wizard involved in the spell — who must know it at level 15
or better — can either personally contribute energy to the spell or
coordinate up to 10,000 spectators in chanting, marching, or other
ritual actions that will generate one energy point per 100 partici-
pants, up to 100 points total. Such coordination requires a success-
ful Ritual Magic roll (use Religious Ritual for clerical magic).
Failure grants no energy, while critical failure drains 100 points
from the total. Fanatical spectators (see above) grant double ener-
gy. “Unbelievers” still lower the total, blocking one point per 20
actively hostile onlookers or participants.

Powerstones are described in detail on pp. 69-
70 of GURPS Magic, and serve as the “default” external
energy source in the standard magic system. They're often
gemstones, but the GM can let enchanters cast the
Powerstone spell anything. The criteria selected can make
for some interesting campaign-specific details:

® Cash value. If Powerstones must be not just gems but
valuable gems — perhaps with energy capacity dependent on
value - then the most academic of wizards has a practical
reason to seek out mundane wealth. Anyone looking to make
Powerstones will be a good customer for the local jewelers!

® Natural power. If ordinary-looking but relatively rare
natural materials work best, then wizards or their servants
will often be found out in the country, looking at trees or
animals with appraising eyes, and may gain a reputation
for rusticity.

® Personal significance. If value to the wizard is crucial,
then casters will carry “juju bags” full of private junk, and
wear strange charm bracelets.

® Cultural significance. If manmade items with peculiar
qualities are required, then wizards might haunt curio
shops and the corners of great markets. “Curiosity value”
may determine power capacity, thanks to psychic influ-
ences; e.g., modern-day wizards might store power in
Mickey Mouse watches, Betamax videocassettes, 1960s
comic books, and souvenirs from unfashionable holiday
resorts.

® Size. If sheer mass matters, then wizards may have
encumbrance issues. A mage carrying several large lead
ingots might be dangerous . . . but he’s going to stagger a
little.
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ALTERNATIVE
POWER STORES

Portable external energy supplies need not be
Powerstones. Below are some other possibilities.

Power Staff

If the “magic staffs” of fantasy tradition are energy
stores, then that would explain why old, sedentary wizards
seem to hang onto them so hard. One way to represent this
is to make a staff the normal subject of the Powerstone
spell. Another option is to incorporate a Powerstone into a
staff, leading to stylish designs with large gemstones set
into twisted wood. Such a stone can energize any spell
enchanted into the staff. Letting it empower any spell cast
through the staff doubles its effective output, which is prob-
ably too generous — but some GMs might like this way of
boosting wizards’ power.

An alternative is to let wizards buy an Energy Reserve
(see “Magic Only” Fatigue, p. 50) with limitations such as
Breakable and Can Be Stolen to represent the staff. Wizards
presumably learn how to prepare such a staff during early
training. A staff won't usually be Unique, but replacing it is
hard work, and nobody can have more than one functional
staff at a time. There may be limits on how much energy
such a staff can hold - perhaps equal to the owner's IQ +
Magery. See also Gadget Limitations (pp. B116-117).

In all cases, a staff that serves as a power source should
generally be a valid subject for the Staff spell (see Magic
Staffs, p. B240). At the GM’s option, it might even require
that spell.

Paut

Paut, described in ancient Egyptian texts, is a fluid that
functions as a kind of “liquid Manastone.” A wizard can
measure out the precise amount of liquid needed, eliminat-
ing the need to worry about discrete Powerstones of partic-
ular sizes. Drinking paut restores FP depleted for magical
purposes - spellcasting, magical powers, etc. — at the rate of
1 FP per ounce. It has no effect on FP lost to nonmagical
activities. Once the drinker is at full FP, any excess energy
remains available, for magical purposes only, for the next 5
minutes. A wizard can drink an ounce of paut per second,
and up to 6xST ounces in any 24-hour period.

Paut can also be used when making alchemical elixirs
involving life, growth, or the Astral Realm, at the rate of one
ounce per dose; doing so halves the production time for
such elixirs. As well, paut is sometimes required when mak-
ing homunculi or other living and pseudo-living creations,
and as ink for certain important texts. Particularly strong
paut, or paut made from premium ingredients, has a ten-
dency to jiggle and move inside its flask.

Paut is made from silver, pure water, Western emmer,
ibis blood, and other, perhaps less-savory ingredients.
Treat it as an alchemical elixir (see p. 103, and Chapter 28
of GURPS Magic) with a production time of 10 days. The
technique defaults to Alchemy-3. Herb Lore cannot be
used. In some settings, paut-making is a deep secret of
certain magical societies, and knowledge of the technique
requires high Rank in such a society, a substantial
Unusual Background, and/or a costly Security Clearance,
as appropriate.

Costs of ingredients and of the finished product depend
on the nature of the setting. A recommendation is 1/100 of
standard starting wealth (p. B27) for ingredients, and 1/30 of
starting wealth for usable paut, per one-ounce dose; e.g.,
$7.50 and $25, respectively, in a TL2 campaign. Wherever
there are wizards who know of paut, the demand is sure to
be steady.

Raise Cone of Power
Regular

This spell is inspired by claims and accounts from
modern real-world occultists. It creates an immaterial ener-
gy reserve of potentially indefinite size. It's considered a
Meta-Spell.

Raise Cone of Power can only be cast ceremonially
(p. B238). The amount of energy generated depends on the
local mana level. For every hour of ritual, each participant —
regardless of whether he knows the spell - raises 1 point in
low mana, 2 points in normal mana, or 4 points in high
mana. The initial casting takes one hour and raises an hour's
worth of energy. Maintaining the spell requires uninterrupt-
ed ceremonial activity, but continues to increase the energy
accumulated every hour. At the GM’s option, energetic danc-
ing (requires a successful Dancing roll; costs FP as for
Hiking, p. B426) doubles the energy that a participant can
produce in an hour — and a critical success might triple it!

After the first hour, anyone involved in the casting can
drop out of the ceremony (so long as one person who knows
the spell remains involved), and take a Concentrate maneu-
ver and make an IQ roll to draw on the Cone to power anoth-
er spell, which must be cast starting on the next turn. Failure
on this spell draws no energy from the Cone; critical failure
drains the spell’s full casting cost. The Cone cannot be tapped
to power itself. This can continue - for any number of spells
— until the Cone is exhausted or the ceremony ends.

Duration: As long as the ceremony continues.

Cost: 6 to cast. 6 to maintain.

Time to cast: 1 hour.

Prerequisites: Lend Energy and either Pentagram or
Restore Mana.

MINOR SPELL VARIANTS




STATIC POWER SUPPLIES

External energy sources don't have to be portable. Some
may be fixed in place, making specific locations quite liter-
ally “places of power.” Such static sources could be marked
by miracles and wonders, crackling energies, or a feeling of
almost tangible power obvious to everyone . . . or be utterly
unremarkable, needing spells and enchantments to unlock
them. They might also be a mana level or two higher than
their surroundings.

In game terms, a source should be defined by how much
energy it supplies (e.g., “10 points available for castings
every second”), perhaps with a random element (e.g., “1d+7
points”). Some kind of roll - probably IQ + Magery — may be
needed to draw upon the supply, with the option of critical
success gaining more (possibly at the risk of “burning out”
the source temporarily or permanently) and critical failure
making it impossible to tap the site for a while. There could
also be an upper limit on how much energy can be used in
total per hour, day, month, etc.

If two or more wizards try to access a site simultaneous-
ly, then the “flow” might be divided equally between them.
However, it's more fun to have them engage in a magical
struggle for control — perhaps a Contest of Will + Magery,
with long-term residents and those who've analyzed the site
rolling at a bonus. The winner might gain control for an
extended period, or every turn could require its own Quick
Contest.

Ley Spells

A way to make ley lines (p. 12) significant and
interesting without necessarily making them crucial
is to introduce a few spells that exploit them as a use-
ful but subsidiary feature of magical reality. There
could be a spell to locate them, plus spells equivalent
to Mind-Sending, Telepathy, Haste, Apportation,
etc., that only work for communication or move-
ment along them, but at half the energy cost (or less)
of the usual versions. The GM who doesn’t want to
invent new spells might allow the standard versions
to enjoy reduced energy cost when cast along leys.

Another option is to give spells increased range
when cast along ley lines. Possibilities include divid-
ing effective distance by 2, 10, or more before figur-
ing range penalties; assessing a mere -1 per interven-
ing node; and ignoring range penalties. Such effects
will turn a ley network into a useful communication
and transportation system. Any faction that controls
it will wield considerable power. For extra color,
attempts to cast magic across a ley line could suffer
significant penalties.

Finally, ley lines could serve as “power channels”
that can be tapped using appropriate spells (or just
an IQ + Magery roll) for energy to power other
magic. The amount of energy supplied determines
how useful a given line is. See Static Power Supplies
(above) for a related topic.

In some settings, ley lines (p. 12) may serve as the magi-
cal equivalent of electrical power lines, channeling energy
between high mana sites (“nodes”). By virtue of their own
high mana nature, these might delineate the magical geog-
raphy of the countryside and perhaps mark the borders of
areas of differently aspected mana (see Aspected Mana, p.
59). See GURPS Fantasy for further discussion.

MEDITATION,
HOLINESS, OR STUDY

If magic is an outgrowth of prayer, religious study, or
meditation (see Supernatural Inspiration, p. 17), then the
GM can rule that - for practical purposes - these behaviors
provide the equivalent of energy. Optional rules for this
appear below. To use them, a magic-worker must be Very
Blessed (p. B41) and have at least a -10-point version of
Disciplines of Faith (p. B132) determined by his chosen
faith.

Every eight hours (or “working day”) of prayer
or sanctified meditation generates the equivalent of an ener-
gy point that the practitioner can spend to create supernat-
ural effects or items. This makes Devotional Enchantment
(below) roughly as efficient a use of time as
Slow and Sure Enchantment (p. B481). Hours
spent in religious study accrue “energy” at
half speed. The strict conduct of a virtuous
life amasses it at quarter speed. Important
meritorious acts (pilgrimages, joining a
monastery, etc.) might grant the equivalent
of 25 energy points apiece, while lesser acts
(such as sacrificing valuable items or mem-
orizing a sacred text) give a smaller amount
— all at the GM’s option. If evil cults have
access to this process, then especially vile
acts or bloody sacrifices might be considered
“meritorious”; it's the god’s rules that count.
Indeed, vicious deeds that leave the cultist hunted and
despised might be worth even more - evil gods appreciate
the value of incentives!

The practitioner can hold this “energy” in reserve for as
long as he wishes - typically until a specific, usually virtuous
use appears for it, at which time he spends it to perform
magic. However, what's created and held isn't energy as
such, although it uses the same units for game convenience.
It's a backlog of divine favor, temporary insight, or good
standing with higher powers who can be asked for aid.
Thus, it cant be combined with FP, energy from
Powerstones, etc., to cast spells.

The GM may wish to restrict how much “energy” anyone
can hold in reserve; 2 x (Will + Power Investiture) is a plau-
sible maximum. This isn't required or recommended,
though. Divine miracles rarely have size limits!

Learning and casting spells work normally in this sys-
tem. Usually, the holy man uses Clerical Spell-Magic (pp. 65-
71), and so possesses Power Investiture rather than Magery,
and learns spells from a restricted list. Adherents of abstruse
meditational systems, who don't invoke gods, might still use
standard Magery-based magic.
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Devotional Enchantment

Optionally, this sort of magic may be restricted to use
for enchanting items, which represent the benefits of holi-
ness made manifest. After all, holy scholars are rarely very
interested in adventuring, but even they can use special
tools! A typical instance of this appears in legends of
medieval Jewish rabbis of great holiness and learning who
created golems: artificial beings empowered by the secret
name of God. Devotional enchanters shouldn’t have a limit
on how much “energy” they can hold in reserve - they'll
need plenty.

It’s possible to use the standard enchanting system here,
but something akin to the enchantment rules for symbol or
syntactic magic (see Chapter 6) is more flavorful. The sym-
bols involved should relate to the enchanter’s religion. A
Norse rune-master would learn Symbol Drawing and the
futhark runes (p. 170), carving them onto staffs and
weapons. A Jewish Qabalist would use a form of syntactic
magic with Realms based on the sephiroth (pp. 253-254),
although he might still need Symbol Drawing in order to
mark his golems correctly with numerologically significant
words in the Hebrew alphabet (p. 254).

Enchanting an item this way should be a relatively quick
process, usually completed in a day or less. Wizardly
enchanters may be astounded by the apparent effortless-
ness with which devotional enchanters produce items - not
realizing that decades of rigorous practice go into the
preparation. If the practitioner makes his skill rolls for all
of the symbols required, then the “energy” is invested in the
item and it’s enchanted. Failure means the “energy” isn't
spent and the enchanter can't attempt that enchantment
again until he has raised all of the skills associated with the
failed rolls; his knowledge was inadequate to the task.
Critical failure means he may never try that enchantment
again; divine displeasure attended the attempt.

Creating Character Points

This system can be combined with rules that use char-
acter points rather than energy to create items (e.g., Magic
Items as Advantages, pp. 113-115). Every 25 points of “ener-
gy” converts to one character point. For instance, 200 hours
of prayer or meditation, or one very significant act, would
create a character point.

SACRIFICES

Sacrifices are usually seen as religious in nature, but
they're occasionally explained as magical. Magical sacri-
fices might still involve sending something to a spirit or a
god - but as a bargain, in return for which the being aids
spellcasting. Another possibility is that sacrifices release
something that wizards can use directly. Both interpreta-
tions support sacrifices providing energy for spells. The
moral implications depend on the setting!

It's strongly recommended that the GM treat items and
beings created using magic as unsuitable sacrifices. If he
allows them, then they should never supply more energy
than was used to conjure them. Likewise, repairing or res-
urrecting the thing sacrificed should either invalidate the
effect or be impossible - the sacrifice’s “vital nature,” soul,
etc., is consumed by the magic or sent to the relevant deity.

The Process

Any sacrifice involves destroying something, and hence
takes as long as the process of destruction requires. In some
cases, though, the magic-worker may be able to “hold” sac-
rifice energy until he needs it - or at least for a brief period.
In others, he can crush or ignite a prepared sacrifice almost
instantly.

Simple Sacrifices

The simplest option is to permit anyone (or any spell-
caster) to perform sacrifices. The procedure either carries
no significant risk of failure or is part of the spellcasting
process and covered by the spell roll. If the person conduct-
ing the sacrifice is distracted or attacked, he might have to
make a Will roll to continue, as with regular spellcasting.

Skill Use

To make things a little harder, performing a sacrifice
could demand a skill roll. The skill involved might be
Thaumatology if the problem is a technical matter of bring-
ing forces into alignment, Ritual Magic if sacrifices are
highly ritualistic but essentially nonreligious (although
they may involve dealings with minor spirits), or Religious
Ritual if the sacrifice must be formally dedicated to a deity
or a powerful spirit. This adds an extra chance for the
magic to fail — which can be especially frustrating if the
thing sacrificed is destroyed even on a failure. To offset this,
the GM might want to give large bonuses for extra time and
careful preparation, so that well-planned sacrifices almost
always work but hurried emergency procedures are chancy.

Sacrifice Technique: A variation is to make magical sac-
rifice an Average technique that defaults to the relevant skill
at perhaps -5. This means that anyone who studies the skill
has some chance of making useful sacrifices, but only those
who focus on the subject will pull them off reliably. If sac-
rifices are seen as immoral, then only evil individuals will
improve the technique - but the temptation will be present
for others.

Sacrifice Spell

If sacrifices require extremely formal procedures to
direct and focus the energy, or to contact some supernatu-
ral being, then the GM may define a Sacrifice spell. This
should be part of the Meta-Spells college if sacrifices pri-
marily involve inanimate matter, the Necromantic college if
they involve draining life energy from living victims, and
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Sacrifice Values and Character Points

An option for determining the energy value of living
sacrifices is to say that it's related to “personal
dynamism,” “karmic significance,” “cosmic standing,”

etc., as measured by the victim’s character point total.
One energy point per character point might work. If
human sacrifice is permitted, then this could lead to

vicious Aztec-style battle scenes in which fighters struggle
to capture the most-capable enemy warriors (without
inflicting permanent injuries on them, which would
lower their point value!) and drag them back to the
bloody-handed war-wizards. Heroic PCs would have to be
wary, but weak and sickly peasants could hope to be left
alone.

Energy-for-points might also lead to traditions simi-
lar to some found in real history, in which a society
appoints a “Year-King” and gives him wealth, respect,
and everything else associated with Status . . . except for
the freedom to escape his fate as a sacrifice at year’s end!
If the GM permits such tricks, he should insist that the

both if they're versatile. Its spell class would be “Special.” It
might cost a nominal 1 FP to cast. Reasonable prerequisites
would be six other spells from the college(s) to which it's
assigned.

Energy Availability

The wizard should have to use the energy released by a
successful sacrifice relatively quickly. The GM can ban the
use of time-distorting spells to circumvent this limit, ruling
that the magics interfere with each other. If the wizard
must start casting his spell within 10 seconds of the sacri-
fice, and also needs to be the one who performed the sacri-
fice, then it will be hard to arrange more than a couple of
sacrifices to empower a given casting. If casters can “hold”
energy for minutes or even longer, and if multiple assistants
- e.g., every participant in a ceremonial casting - can per-
form useful sacrifices, then extremely large (and perhaps
bloody) workings become possible, and sacrificial magic
may be powerful indeed. The GM might prefer to restrict
sacrifices to one wizard per spell, unless he wants “sacrifice
cults” to dominate magic.

Another important issue is whether wizards can divert
the energy from sacrifices into Powerstones, Energy
Reserves, and similar stores. This might seem reasonable,
but sacrificial magic becomes much more flexible and
effective (and thus tempting) if such stores are widely avail-
able. Allowing wizards to “hold” energy for hours or days
will have similar effects: wizards are likely to turn them-
selves into sacrifice-charged batteries at every opportunity
— although if sacrificial energy carries a “taint,” this may
have an effect on their appearance or behavior (see
Flavored Sacrificial Energy, p. 58). The GM might want to
rule that each sacrifice must be linked to a specific casting
that follows immediately, as discussed above.

If sacrifice-based wizardry demands preparation, time,
and skill, then it will be a cumbersome affair, mostly

Year-King’s position and power be real. The universe
can't fooled by empty titles and hollow respect.

This idea has problems, though. For one thing, char-
acter points aren’t a good measure of anything except
potential usefulness as a PC and effectiveness as an Ally
or an Enemy, leading to oddities such as PCs who've pur-
chased Allies being worth more than otherwise-identical
NPCs (who don'’t pay points for Allies), and disadvantages
that reflect ritual purity reducing value as much as others
that indicate sacrificial unsuitability. Another issue is neg-
ative point totals — especially for animals with low IQ and
limited skills. A further headache is that the GM will need
precise point totals for every possible sacrifice, including
beasts and minor NPCs. And since it's possible to calcu-
late point values for machines such as computers and
cars (which usually have low or zero 1Q), the GM must
decide whether these are valid “living” sacrifices. Thus,
the GM should use this rule only if he doesn’t mind the
consequences or actually wants to explore them.

conducted ceremonially in secure locations. Adventuring
wizards might still manage the occasional improvisation,
though, and even carry around a few potential sacrifices in
case of emergencies. And if they can improvise with life
energy, then battlefields may have their advantages . . .

Inanimate Sacrifices

The point of a sacrifice might be to release the symbol-
ic value of an inanimate object. This offers many
interesting possibilities. Simple options include requiring
spellcasting to consume “material components,” and
activating Magery that has the Trigger limitation (p. 27
and p. B115). Such sacrifices might instead provide extra
energy for spellcasting, however.

Inanimate sacrifices should generally involve rare and
expensive materials. Anything discovered to be magically
important will no doubt rapidly rise in price, though,
thanks to the laws of supply and demand. With a quasi-
religious sacrifice, the usual assumption is that the item’s
“essence” is sent to a higher power — and most gods and
spirits like to receive rare or attractive things.

A simple rule is for an inanimate sacrifice to give one
energy point per (campaign average starting wealth)/250 of
worth. Note that this will make wealthy wizards more effec-
tive than poor ones! Alternatively, the energy released could
be linked to the thing’s value to the caster - perhaps because
the recipient spirits understand intent, or because the
power comes from the psychic stress of giving something
up. In that case, energy output might be a point per (start-
ing cash for caster's Wealth level)/250 worth of goods. It
could instead involve complex subjective judgments and a
lot of carefully assessed roleplaying, as sacrificing a sou-
venir of some great accomplishment, a gift from a loved
one, etc., grants bonus energy. See Inherent Magic (p. 96-
100) for some related ideas.
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Spell Slots

The main game-mechanical purpose of casting costs is to
limit the number of spells that wizards can cast in a short time.
An alternative way to do this is to assume that casters have a
fixed number of “spell slots.” At the start of the day, they “mem-
orize” a collection of spells from their repertoire, which they can
then cast as needed. As each spell is cast, it's “forgotten.” This
concept originated in Jack Vance's Dying Earth stories (and is
often dubbed “Vancean” magic), and appears in many fantasy
RPGs. Below are two ways to adapt it to GURPS.

Modular Abilities

The most straightforward approach uses the Super-
Memorization version of the Modular Abilities advantage
(p. B71), with the limitations Spells Only, Limited Use, and

probably Preparation Required. For
the purposes of Preparation
Required, all Modular Abilities of
the same type can count as a
single advantage. This lets wizards
have multiple spells “in mind”
simultaneously.

Spells Only implies that the wiz-
ard can only memorize spells drawn
from his personal grimoire — or, for
more flexibility, from any standard-
type grimoire, with the assumption
that such books are rare and hence
valuable. See Grimoires (p. 38). This
is typical of Vancean magic. The

GM could require the spellcaster to memorize all of an advanced
spell's prerequisites before he memorizes the spell itself, but
that's rather restrictive. It's usually enough to require him to
meet any non-spell prerequisites (Magery, IQ minima, etc.) and
to have the prerequisite spells in his grimoire.

The GM might wish to replace Super-Memorization with
Cosmic Power while preserving the Spells Only and Limited Use
limitations. This produces a more flexible adept who can whip
up any spell that he’s ever transcribed to his grimoire - for a suit-
ably higher point cost.

Wild Talent

Another option is to use Wild Talent (p. B99), which makes
it possible to pull spells and skills out of thin air. The Focused
limitation can restrict this to spells. The user rolls against 1Q
to cast the chosen spell. A mage may add his Magery bonus. If
Wild Talent is part of a power (see Chapter 7), add the power’s
Talent instead, if this isn't Magery. This handling best repre-
sents a flexible caster who can put together a spell to order,
from first principles, but who’s restricted by the nature of
magic or by his mental capacities from doing so often.

A wizard who can only use spells that he has studied in the
past, in enough detail to transcribe notes and descriptions to his
personal grimoire, has a further -40% Accessibility limitation.
Studying and transcribing spells should be nontrivial but not too
hard. This is especially true if Modular Abilities is also available;
the two approaches should be roughly comparable in cost-
effectiveness.

In some settings, experiences can (in a way) be
sacrificed: following a restricted lifestyle grants
power. Reflect this by applying a Pact limitation to
Magery.

Living Sacrifices: Theory

A darker idea is that a sacrifice steals the life
energy of living things. This usually means animal
life. In most settings, sacrificing plants differs little
from sacrificing rocks or metals — although some
edible matter may have extra symbolic or cash
value.

The amount of energy provided by each type of
living sacrifice depends entirely on the setting’s
metaphysics, and can have a significant influence
on campaign style. If such sacrifices can provide
no more than 10-20 energy, then they aren’t espe-
cially useful - a ceremonial casting with a crowd
of helpful onlookers or a few well-trained and will-
ing assistants can achieve as much, with fewer
social complications. Only desperate wizards, and
those so socially inept that they can't recruit any
helpers, will use sacrifice magic, however cheap or
easy it might be. An important exception would
arise if it’s possible to store the energy from sacri-
fices for long periods and then use it when
required. In that case, sacrifices would be a way
for wizards to “charge up” prior to conflicts.

On the other hand, if sacrifices provide several
hundred energy points, then wizards can use them
for quick enchantments and other vastly powerful
spells that are normally very rare. This makes sac-
rificial magic tempting, no matter how despised or
difficult it is. Wizards will look for excuses and
“disposable” victims whenever the going gets
tough. This can produce epic plots of temptation,
and long debates about means and ends . . . but if
sacrifices don't cause obvious corruption, then
they might become quite common. If the costs and
benefits are more balanced, however, then sacri-
fices are likely to be the province of ruthless or
eccentric specialists - although other wizards
might need periodic reminders of why they aren’t
following this path.

Generally, though, living sacrifices do have
moral implications — especially if they work better
with sapient beings. Any sacrificing-using wizard,
even one who limits himself to nonsapient
options, will probably be seen as a potential mur-
derer. If sacrifices require sapient victims, then this
sort of magic (and maybe magic in general) may
be illegal. A society might permit it “under
license,” especially if it's a ruthless society that’s
prepared to use nonhumans, convicts, prisoners of
war, or other “expendables” - but even there, wiz-
ards are likely to have an image problem. Being
sacrificed might be declared an honor, but that
won't necessarily attract volunteers; self-
preservation is a powerful instinct. If magic
is associated with a particular religion, then
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followers of other faiths may well condemn sacrifices. If
magical adepts make superior sacrifices, then wizardly
rivalries are liable to turn bloody, and wise magical appren-
tices will be careful in their choice of teachers!

Living Sacrifices: Value
Possible ways to determine the payoff from living sacri-
fices include:

® Fixed rate. Each creature provides a flat amount of
energy — be it 10 points or 200. This will make ants, mice,
and other small animals the standard sacrifices. For a
slightly more varied approach, base the value on a multiple
of the creature’s HT.

® Size. Energy is roughly proportional to the creature’s
size, using a simple conversion based on weight or HP;
2xHP gives a modest amount of energy, while 10xHP gives
quite a lot. This will make cows and elephants highly effec-
tive sacrifices. Humans might be worth using in emergen-
cies, but aren’t much more valuable than sheep or pigs.

® [ntelligence. Sapient creatures — defined as those with
IQ 6+ (see p. B15) — may be required for sacrifices, which
otherwise use one of the options above. Alternatively, they
might simply be much better; perhaps nonsapient sacri-
fices yield only half the energy. Extending this, the rule
might be that stronger minds make better sacrifices; ener-
gy = IQ x HP is bad news for intellectuals! A more complex
rule would make energy equal to IQ multiplied by the lower
of HT or HP for creatures of IQ 5 or less, but by the higher
of the two for IQ 6+ beings; “dumb animals” would only be
worth sacrificing if they're large, whereas even a small sapi-
ent being would be valuable.

® Character points. This complex option is discussed in
detail under Sacrifice Values and Character Points (p. 55).

® Other appropriate features. Virginity, purity, youth,
etc., might increase energy by a percentage. Definitions of
such things are left to the GM; for instance, “purity” could
mean moral behavior, a lack of physical scars, or regular
patterns on an animal’s hide. People with particular
features - from red hair to royal ancestry — may need dis-
guises! To make life interesting for wizards, increase the
energy that sacrificing them provides, perhaps by 2% per
spell known or by 20% x Magery level. Combined with
energy based on character points, this could make arch-
mages deeply paranoid! In all cases, “imperfect” sacrifices
could be downright useless.

Living Sacrifices: The Price

Unless the GM wants living sacrifices to become rou-
tine in the campaign, they should involve complications.
Requiring a skill, technique, or spell is rarely enough on its
own; that will merely encourage specially trained wizards.
A simple way to keep sacrificial magicians from dominat-
ing the setting too easily is to impose a penalty to spells or
skills for larger workings — perhaps -1 per full 10 points of
sacrificial energy. This tends to rule out the most interest-
ing plot uses of the idea, however. Keeping suitable sacri-
ficial victims rare can help, but it’s a tricky balancing act.
In any case, the traditional price is more usually moral or
spiritual.

This can be handled entirely through roleplaying and
social effects. Players are likely to accept that killing things
for power makes someone fairly evil. Sacrificial magic may
be seen as an occasional unpleasant necessity at best and
vile demonism at worst, giving anyone accused of it a neg-
ative Reputation and eventually a new Enemy (law
enforcers). However, wizards might still succumb to temp-
tation out of perceived necessity - or try to keep their use of
sacrifice-magic secret. To emphasize the cost, the GM can
rule that the universe makes the latter practice difficult.

If sacrifice is a dark supernatural act, then it may mark
the perpetrator supernaturally. He might soon acquire the
traditional necromancer’s pallor and eventually start losing
Appearance, or emanate an uncanny aura; see Visible
Magical Gifts (p. 25). He could gain Social Stigma
(Excommunicated) — even the supernaturally detectable
-10-point version - if the local religion disapproves of
necromancy. The social problems could go beyond a nega-
tive Reputation to Social Stigma (Monster). Sacrificial
practices might even warp a mage’s “gift,” imposing limita-
tions on his Magery such as Limited Colleges (permitting
Necromantic but not Healing spells; p. 25), Pact (p. 27 and
p. B113), or Radically Unstable (p. 24). Finally, the GM may
have sacrificial wizards use the Diabolic/Horrific Table
(p. 258) for critical failures.

Nonlethal Living Sacrifices

In a few belief systems, a sacrifice can involve a living
thing but not kill it. For example, ancient Mesoamerican
religions sometimes involved sacrifices of blood or pain,
which often had to come from high-status individuals, and
that were not only voluntary but self-inflicted. If this prin-
ciple applies to magic, then wizards will tend to be tough,
iron-willed individuals who value power over comfort. To
make the sacrifice count, it will probably have to involve
expenditure of HP; see Energy Other Than Fatigue (pp. 50-
51) and Injurious Magic (p. 25). This is essentially just an
application of Burning HP (p. B237) that makes HP use
mandatory and adds some lurid special effects.

Lesser versions of this idea might involve relatively
small or easy expenditures; needing a drop of blood drawn
from the wizard’s finger, or even a cupful that could be
taken from a riding horse, would be a moderate limitation
— although it would give magic a slightly dark and primal
look. Self-sacrifice that requires pain would be more seri-
ous, especially if High Pain Threshold didn't protect against
it (because the pain, by definition, has to hurt). Of course,
sacrifices of other beings that have to be painful would
make magic about as blatantly evil as it could get.

Self-sacrifices that inflict permanent injury in return for
major gains (such as Odin’s giving up an eye for wisdom)
can mainly be treated as a justification for wizards having
both physical disadvantages and a lot of supernatural abil-
ities at the start of play. If the former explain the latter, then
they can’t usually be healed by even the most powerful
magic - at least, not without giving up the associated bene-
fits. Making such a trade in the course of the campaign will
usually be an adventure in itself rather than an exercise in
spellcasting.
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Flavored Sacrificial Energy

It's possible that the type of thing sacrificed could “fla-
vor” the ensuing spell effects. This might even be true even
for inanimate sacrifices — although one reason to use such
things even if living things provide more energy, morality
aside, is that magic cast using “death energy” is often taint-
ed and twisted.

This “flavor” or “taint” could be as minor as small sen-
sory clues: a death-powered fireball is dark and smoky,
reeking of decay or brimstone; a spell cast by sacrificing
rare flowers carries a strong floral aroma; and one ener-
gized by a sacrifice of silver jewelry produces a glittering
aura and a faint metallic chiming. More seriously, the
magic’s effects might be slightly but distinctly twisted —

created objects distorted toward the shape of the sacrifice,
illusions that seem to be smeared with blood, telepathic
messages partly drowned out by whispers or moans, and
so on. Sacrificial wizards could be prone to temporary
disadvantages such as Bloodlust and Berserk as they
channel dark energies. Sacrifice-based attribute enhance-
ments or healing may carry distinctly inconvenient side
effects — perhaps temporarily imbuing the recipient with
something of the personality of a sacrificed animal (the
dullness of an ox or the solipsism of a cat) — or simply be
painful and disturbing.

“Flavor” could also be reflected in the selection of suit-
able sacrifices for particular spells. For example, sacrificing
a bird might give extra energy to Air spells, while blood sac-
rifices might benefit Necromantic spells most.

MANA

Mana is another concept designed to help the GM con-
trol the availability of magic. It's based on ideas found in
mythology and fiction - although in practice, few stories
make magic’s power and effectiveness quite as dependent
on geography as it is in a GURPS setting with significantly
varying mana levels. It's sometimes more useful to declare
that the entire game world is at a particular mana level, as
this immediately determines much about the game’s style.

Note that if mana variations are a major feature of the
setting, wizards may regard the Sense Mana spell (GURPS
Magic, p. 101) as absolutely essential.

MANA LEVELS

The mana levels discussed on p. B235 encompass a
range of options, but there are other possibilities.

Very Low Mana

In very low mana areas, only mages can cast spells, all
spells function at -10 to skill for all purposes, and any cast-
ing attempt costs 1 FP extra before the dice are rolled. This
additional cost represents a physical effort, and always
comes from the mage’s personal FP - never from
Powerstones, Energy Reserves, etc. Magic items are affect-
ed similarly; they must have a Power of at least 25 to

Non-Mages Casting in
Lower-Mana Areas
Normally, non-mages — however skilled — simply

can't cast spells in an area with normal or lower
mana. For a slightly more flexible option, the GM

might let non-mages work magic in such areas, but
multiply the base energy cost for all spells by 70.
“Mundanes” casting spells will soon fall exhausted,
but they’ll probably be able to manage one small
effect if they need it.

function, and attempts to activate them cost the user 1 FP
on top of any other cost. Supernatural creatures with a
Dependency on mana suffer effects as if there’s none, but
whenever HP loss would occur, they can avoid it with a HT
roll, and take only half damage if that fails.

If very low mana is the norm in a setting, then magic
will probably be regarded as a minor curiosity or even a
myth. Wizards - if they exist — will generally have to study
one or two carefully selected spells intensively. This could
lead to a melancholy “last vestiges of power” campaign,
intensive research projects that attempt to exploit magic
despite its weakness, and/or wizards laboring night and day
to accumulate all the special bonuses they can.

Continuous Mana

Rather than the standard “fixed quanta” approach,
mana levels could vary in smaller increments. Local mana
might grant anything from -10 to +10 to spells and the
Power of magic items. Below -10 is no mana, while above
+10 is probably an uninhabitable magical furnace (or per-
haps equates to wild mana, p. 59). Geographical variations
may involve smooth “slopes” and “contours,” or abrupt
changes and a “mosaic” effect.

Other effects related to mana level — harm to mana-
dependent creatures, FP recovery rates, critical failure
rules, etc. — might cut in at specific thresholds or develop
gradually across the range where numeric variation is sig-
nificant. In general, treat a level of -10 to -8 as very low
mana (above), -7 to -3 as low mana, -2 to +2 as normal
mana, +3 to +7 as high mana, and +8 or higher as very high
mana. An interesting alternative is to let non-mages attempt
to cast spells anywhere, but at -6 . . . so they're likely to have
severe problems unless they can find a site with a large
enough mana bonus to compensate.

Variable Mana

Mana levels in a given location need not be fixed over
time, even in the short term. For instance, a site could have
low mana by day and high mana by night, or no mana in
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winter and normal mana in summer. Fluctuations might be
cyclical, variable in other predictable ways, completely ran-
dom, or something in between - like the weather, chaotic
but not totally unpredictable. The mana in some places
could even be linked to the weather, dropping under clear
skies, rising when it rains, but falling again if the tempera-
ture goes below freezing. Complex variations might seem
incomprehensible but be understood by experts, who can
roll against a skill such as Astronomy, Mathematics, or
Thaumatology to predict them, given a few minutes (or
weeks) of observation.

Variable mana sites should be interesting to mages, par-
ticularly if they understand them enough to exploit them.
While higher levels are generally more useful, variations
could make things harder for hostile invading wizards -
especially if the defender has analyzed the cycle properly.
Often, though, they'll be a minor nuisance for everyone.

It's possible to combine this idea with Continuous Mana
(p. 58) The level could change by +1 or -1 per second,
minute, or day - or hurtle up and down much faster!

Aspected Mana

The ambient mana level in a region need not be the
same for every college of magic. Mana that varies by college
is said to be “aspected to” the colleges that enjoy higher
effective mana and “aspected against” those that experience
lower effective mana. If a spell falls under more than one
college, it gets the best bonus that applies to any of them,
unless the GM decides that the specific local conditions
make this inappropriate.

The reasons for an aspect are sometimes obscure - but
often, they're related to local circumstances or history. An
old battlefield might be aspected to Necromantic spells, the
immediate vicinity of a volcano could favor Fire magic, and
the depths of an old-growth forest might not only be aspect-
ed to Plant spells but against the Technological college.
Manipulating aspects should be extremely difficult, but not
necessarily impossible as a long-term project. The battle-
field could be exorcised and used as the location of a great
peace conference to purge the taint of death, while a dry
valley aspected to Fire spells, and against the Water and
Plant colleges, could be irrigated by a canal.

It's fairly straightforward to combine aspects with
Continuous Mana (p. 58). If the GM is enthusiastic about it,
he could even assign locations different bonuses or penal-
ties for each college. That’s probably a little too complex to
be fun, however.

Wild Mana

“Wild” mana is a powerful version of mana with a dead-
ly edge of instability. As in a high mana zone, anyone in a
wild mana area can cast any spell he knows — even without
Magery — unless he has Magic Resistance. Any success on a
spellcasting roll counts as a critical success, and costs 0 FP,
while any failure is treated as a critical failure, with the
spell’s full normal energy cost.

These conditions make it tempting but dangerous for
wizards to attempt large spells that they otherwise lack the
FP to cast. If the players abuse this option, then the GM is
free to rule that wild mana gives powerful spells interesting

side effects. Actual rolled critical successes might cause
more-or-less permanent magical wonders: fires that never
die, trees that are permanently in bloom on one side but
leafless on the other, unearthly singing that can temporari-
ly derange the minds of human listeners, or anything else
that the GM likes — although ideally, such effects should suit
the spell involved.

Wild mana areas are extremely unlikely to be more than
about six yards in diameter, and tend to be very rare even
in settings where they appear. Unless the local mana level is
generally low, theyll be regarded as more of a nuisance
than a boon. Magic should always feel worryingly unpre-
dictable there, and the local wildlife can be strange. Even in
the absence of spells, wild mana is often associated with
astonishing phenomena: fires may burn in strange colors
without consuming fuel, trees might grow up overnight or
have bark harder than the strongest axe, and so on. One
noteworthy effect is that animals born under the influence
of wild mana have a disturbing tendency toward exception-
al intelligence and the ability to talk.

Variation

Wild mana is typically a category of its own — perhaps a
level beyond very high mana - but the GM might opt to
combine it with the standard range of mana levels, from
low to very high. In a low/wild mana area, only mages can
cast spells, and do so at the usual -5 to skill, but all success-
es are still critical successes (with no energy cost) and all
failures are still critical failures (although they're usually
less catastrophic). A normal/wild mana area is similar, but
without the -5. High/wild and very high/wild mana zones
work as described above.
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Twisted Mana

Some “mana fields” are so weird that
they cause magic to behave in an unpre-
dictable, even perverse way. Magic isnt
merely unreliable in such mana . . . it seems
to be jinxed, if not downright malevolent.
Any level of mana can be twisted, but in all
cases, spells are cast at -2 in addition to any
other penalties; e.g., in low twisted mana,
castings are at -7.

All failed casting rolls in twisted mana
count as critical failures. The GM is free to
improvise the results, which should #urt.
Killing anyone outright is generally unfair,
but wounding and grossly inconveniencing
them is fine. The universe should seem to
hate the spellcaster!

Even on a success, the spell’s energy cost
increases by 1 and its effect are twisted to
inconvenience the caster. For instance, a
fireball may splash back for a point or two
of damage to the wizard and his allies, or
explode with such a bright flash that they're
temporarily blinded; created matter of any
sort will have a foul smell; and healing
spells will inflict severe pain (p. B428) and
leave lurid scars. On a critical success, the
spell might work right — but it should still
seem to be functioning oddly enough to
make the caster worry that it has done
something strange. In some cases, helll be
right.

Twisted mana zones should be fairly
small and rare. Distorted plant growths,
muffled sounds, and odd light levels might
mark them out to perceptive observers. The
locals will probably consider such areas
cursed. Creatures born or living there are
liable to be either sickly and unhappy, or
savage and unpredictable.

MANA-RELATED

Technology Disrupts Magic?

Some stories treat technology as inherently opposed to magic. The
problem with this is defining “technology” in a way that makes sense.
It's based on careful exploitation of natural laws . . . but the processes
used by machines - electricity, leverage, chemical reactions, etc. — also
occur within any earthly living organism! A workable approach is to
assume that an increasing human focus on materialism, less a cause of
technology than a side effect, weakens the psychic underpinnings of
mysticism. The more people can do with machines, the less they
believe in magic — and magic is sustained by belief.

The GM can use tech level as a yardstick here. At the simplest, an
area’s general TL can act as a penalty to all spellcasting rolls made
there. What counts as “an area” and “general TL” is up to the GM, but
“the standard TL for people born and currently living in this location”
is a handy working definition. This can be good for “real world” games
in which primitive peoples have access to magic, but where the art has
faded almost entirely into myth by the 20th century: the ancient
Egyptians (TL1) felt only a small diminution in magic; by the Middle
Ages, spells were cast at -3; Edwardian-era groups such as the Golden
Dawn were a response to the modifier dropping from a Steam Age -5
to an Electrical Age -6; and most of the West now suffers a -8. But in
TLO areas deep in the jungles of New Guinea, the Congo, or Brazil,
magic remains potent.

For a milder effect, the problem might emerge only with the growth
of the scientific method and technology that can traverse the world and
hurl flaming death at foes. Penalties first appear at TL4, and equal
-(TL-3). In this picture, Renaissance Hermeticism becomes an unsuc-
cessful attempt to make previously secret magic fit with the growing
proto-scientific worldview.

A further variation suggests that as modern technology becomes
increasingly complex, subtle, and frankly incomprehensible to most
folk, the general human acceptance of purely materialist explanations
of the world actually weakens. People don’t believe in magic as such —
but they don’t habitually disbelieve in anything that they can't see,
hear, and touch, either, because their lifestyles depend on microchips,
radio signals, and advanced materials science. Thus, above a certain
threshold, magic might come back. For instance, if the threshold is
TL7, then every TL above that removes -1 from the spellcasting penal-
ty. At TLY, it’s merely -5, and by TL12, it’s just -2 — and wizards rove
the space-ways.

TRAITS

In some settings, certain individuals can influence mana
via supernatural traits. All of the advantages and disadvan-
tages discussed here — particularly Wild Mana Generator
(p. 61) and Twisted Mana Generator (pp. 61-62) — are
optional. The GM is free to forbid them, or to restrict them
to highly magical beings (such as the Sidhe of Celtic legend).

Mana Damper and Mana Enhancer

In campaigns that feature variant mana levels and types,
the GM must decide how Mana Damper (p. B67) and Mana
Enhancer (p. B68) behave. Some suggestions:

® Very Low Mana (p. 58): One level of Mana Damper still
lowers low mana to no mana (skip very low mana), and
also lowers very low mana to no mana. One level of Mana

Enhancer still raises no mana to low mana (skip very low
mana), but raises very low mana to low mana, too - not to
normal mana.

® Continuous Mana (p. 58): Mana Damper generates a
modifier of -5 per level to the effective mana level for any-
thing and anyone it affects. The GM can subdivide it more
finely, so that each level costs 2 points and gives -1.
Likewise, Mana Enhancer gives +5 per level to the effective
mana level, and the GM might allow 10-point increments,
each giving +1. If mana is enhanced above +10, the GM
may wish to treat this not only as very high mana, but also
as wild mana! Alternatively, magic of any sort might go
completely haywire under whimsical GM control - perhaps
in a very dangerous way.

® Variable Mana (pp. 58-59): These advantages modify
the currently prevailing mana level.
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® Aspected Mana (p. 59): Apply the effects of these advan-
tages separately to the mana level for each college. The GM
might even allow “aspected” Mana Damper and/or Mana
Enhancer, represented by giving these traits the Limited
Colleges (p. 25) or One College Only (p. B67) limitation.
This can produce complicated situations, with three or four
different mana levels apparently operating on the same
spot.

® Wild Mana (p. 59): The GM might treat wild mana as
one level above very high and rule that Mana Damper
reduces it to a lesser level. Alternatively, he may simply
decree that Mana Damper prevents non-mages from cast-
ing spells in the wild mana zone while leaving all the other
effects unchanged. A Mana Enhancer in a wild mana area
becomes a walking miracle, swathed in cold flame or
crackling with violet lightning, lighter than air one
moment and rooted immovably the next, soundless or
with a voice of thunder. He shouldn’t usually suffer imme-
diate, permanent harm - but he'd be well-advised to get
out as soon as possible!

® Twisted Mana (p. 60): Mana Damper modifies the
underlying mana level but doesn’t remove the twist. If this
results in no mana, then that’s a temporary mercy. A Mana
Enhancer has the opposite effect, and will also attract the
place’s dark energies. He may suffer auditory hallucina-
tions, double shock penalties from any wounds he suffers
as the twisted energies invade his body, or gain an extra
level in one or two attributes — along with Berserk and
Bloodlust.

New Advantage: Wild Mana Generator

100 points
You generate a permanent wild mana effect (see Wild
Mana, p. 59). This only affects your magic, plus people or
items that you're carrying. It makes magic easy for you —
but also dangerously unpredictable. Modifiers for the
ambient mana level still affect your spellcasting normally.
To make casting really easy and (relatively) reliable for you
in a game world with significant areas of low mana, com-
bine this trait with Mana Enhancer (p. B68).
In many settings, Wild Mana Generator is limited to a
few extraordinary supernatural beings. It's usually inherent

in their nature - they can’t turn it off. Such entities might
be obliged to take one or more levels of Area Effect, too, as
their weird power continually floods out into the world.
Thus, this advantage isn't normally switchable; it's always
on unless the GM allows the Switchable enhancement.

Special Enhancements

Area Effect: The wild mana you generate radiates out
from your body, affecting all magic worked in your vicinity.
The first level of Area Effect gives you a radius of one yard.
Each level after the first doubles this radius as usual; see
Area Effect (p. B102). This makes life interesting for anyone
in your immediate vicinity — and you likely leave a trail of
minor wonders and strange phenomena everywhere you
go. +50%llevel.

Switchable: You can turn this advantage on or off with a
Ready maneuver. +100%.

New Disadvantage/Advantage:
Twisted Mana Generator

-15 or 15 points

You generate a permanent twisted mana effect (see
Twisted Mana, p. 60) that affects magic cast on, by, and pos-
sibly near you. This is in addition to the normal effects of
the ambient mana level. Your aura is twisted, too; those
who can see it will probably find it disturbing, and react to
you at -3.

If this effect interferes only with your spells and with
external magic as it affects you, then it's a disadvantage
that you can’t switch off (if you could do that, you'd never
turn it on!). You probably shouldn’t study magic -
although you can, if you like to take risks — and even the
most innocent healing spell cast on you gets twisted in
ways that are often painful and always inconvenient.
Hostile magic causes further ill effects for you without
causing problems for the caster. For example, if an enemy
wizard reads your mind, then you might suffer a scream-
ing headache, while if someone magically drains your FP,
you might suffer pain and a shock penalty equal to the
number of FP drained. Other casters don’t suffer the -2
penalty when casting on you! -15 points — but 0 points in a
campaign where magic is extremely rare.

Phantom Stranger: Science is a way of
talking about the universe in words that bind
it to a common reality. Magic is a method of
talking to the universe in words that it cannot ignore.
The two are rarely compatible.

— Neil Gaiman, The Books of Magic
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If the effect radiates out from your body, creating a
twisted mana zone around you, then this becomes an
advantage, as it's good for causing trouble for enemy wiz-
ards. It can also disadvantage your friends and yourself - in
particular, you still have problems benefiting from magic —
and wizards and their allies may come to hate you, perhaps
even arranging for you to be assassinated (by mundane
means, if necessary). You're still ill-advised to study magic,
and you suffer the problems described for the disadvanta-
geous form if someone successfully casts magic on you.
This may represent a blessing from a god who condemns
magic (the problems with having magic cast on you being
a punishment for compromising your religious principles)
or just a freakish twist in your aura. The base radius of this
effect is two yards; the Increased Area enhancement can
modify this. 15 points.

Special Enhancements

Increased Area: Advantageous form only. Each level of
this enhancement doubles the radius of the area effect.
+50%/level.

Switchable: Advantageous form only. You can turn this
advantage on or off with a Ready maneuver. +100%.

ELIMINATING MANA

In games that use the standard spell system — including
many of its minor variations — “eliminating mana” simply
means fixing the entire setting at a particular mana level,

plus prohibiting any advantage, disadvantage, or spell that
modifies or analyzes mana. This is a perfectly good simpli-
fying assumption: the GM doesn't have to worry about
assigning each location a mana level, while the players
don't have to sweat the effects of mana. The GM can still
hint that mana variations are possible, or that mana levels
differed in the past, to give the background an extra sense
of mystery or to explain complexities in the history of
magic.

In campaigns that use magic systems that don’t involve
mana, it’s generally possible to ignore mana as a concept,
with even less fuss (although traits and spells that deal with
mana must still be banned). References to mana do occa-
sionally appear outside the spell-magic system, though, so
the GM may have to prepare or improvise answers to a few
questions. In particular, certain magical creatures have a
Dependency on mana, meaning that they sicken and die in
no mana zones. The GM can simply delete this disadvan-
tage from descriptions and templates - or, to keep some-
thing of the same feel, he can identify specific conditions
that make an area “magically dead.” For example, if the
campaign uses sanctity (pp. 68-69), then areas of zero holi-
ness for gods that empower such creatures, or of high holi-
ness for deities that hate and oppose them, might well be
deadly for them. Alternatively, some areas may be cut off
from the “ghost realm,” making spirit-related powers hard
or impossible to use there, and slowly killing intensely mag-
ical creatures that are “part spirit.”

MAGIC RESISTANCE
AND THE MAGE

In some settings, Magic Resistance (p. B67) is the
antithesis of Magery. A person must be open to magic in
order to work spells, and anyone with exceptional resist-
ance to it has no hope of mastering the art. In other worlds,
aptitude and resistance are entirely compatible - or even
associated, because a magic-wielder is well-placed to fend
off supernatural forces (whether consciously or instinctive-
ly). In fact, some kind of superior defense against magic
might be a necessity for wizardly society. If wizards are
mutually suspicious, then theyll only be willing to

associate with each other if they don't have to worry too
much about sorcerous stabs in the back.

The combination of Magery and Magic Resistance
might be a rare natural gift, but it could instead be some-
thing that trainee wizards routinely gain as part of their
earliest lessons . . . or the mark of the most potent and
accomplished archmages. One way to achieve this combi-
nation is to take the Improved enhancement on Magic
Resistance, which renders it compatible with spellcasting.
Alternatively, the GM may permit a new enhancement:
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Switchable: You can turn your Magic Resistance off or
on with a Ready maneuver. You may have Magery, but you
can only benefit from it, or cast spells, when your Magic
Resistance is switched off — which also lets you benefit fully
from helpful spells (e.g., magical healing). +100%.

This is more expensive than the Switchable enhance-
ment for Magery (p. 29) because it grants greater benefits.
It's comparable to the enhancement used for Mana Damper
(p. B67), Wild Mana Generator (p. 61), etc.

Another option is to treat Magic Resistance — at least in
some cases — as a charm or a ritual that can be learned, and
that grants protection for a finite period or with other
restrictions. To represent this, take Improved or Switchable
(for non-mages, this is worth +10% and is incompatible
with Magery), plus a selection of limitations such

Resistance vs.
Magically Based Damage

Magic Resistance doesn't protect against damage that
comes from a magical source but that takes the form of
essentially mundane injury - Missile spells, magic
weapons, etc. Beings with defenses that do resist such mag-
ical harm have Damage Resistance with Limited, Magic,
-20% (see Limited Defenses, p. B46). If an attack is essential-
ly mundane but has been magical augmented, such DR
only stops the magical part; e.g., against a sword that nor-
mally does 1d, with an Icy Weapon spell that raises its final
damage by +2, this form of DR could eliminate only the 2
points of magical damage, reducing damage to 1d but no
further.

as Costs Fatigue, Limited Use, Preparation
Required, Takes Extra Time, Unreliable, and
gadget limitations. Blocking incoming magic
might also shield one against the “ordinary
magic” and general subtleties of the world,
resulting in Temporary Disadvantage limita-
tions that cause Callous, Clueless, Incurious,
Killjoy, Low Empathy, Numb, Oblivious, etc.

If the GM doesn’t want to deal with combina-
tions of Magery and heavily modified Magic
Resistance, he’s welcome to rule that mages
simply defend themselves using the Magic
Resistance spell (GURPS Magic, p. 123).

Flawed Magic Resistance

For mages and non-mages alike, Magic
Resistance might be completely ineffective
against some magic, most often defined as one
or more colleges. This is a limitation worth
-10% for the first college plus -5% per addition-
al college, to a maximum of five colleges in total
(-30%). To qualify, a college must include at
least two spells that can exploit this weakness.
The GM needs to handle this idea carefully. He's
free to make a particular limitation smaller if it
covers many spells that he considers beneficial -
and Magic Resistance that doesn’t work against
the Healing college must take a Switchable
enhancement, not a limitation.

A flaw might instead stop Magic Resistance
from working against things that aren’t defined
in terms of colleges: “priestly magic,” magical
powers (see Chapter 7), magic delivered by
physical contact, etc. The GM should set the
modifier value based on how common the
affected variety of magic is in his campaign
world, and whether it includes many beneficial
effects. Magic Resistance that doesnt work
against alchemical elixirs should probably take
a +50% enhancement — the lack of protection
against offensive elixirs is a small problem com-
pared to the ability to make free use of the many
beneficial types!

Magic Addiction

In some stories, mastery of magic has a drawback: it’s addictive.
This might merely be a metaphor for the corrupting effects of
power. Magic grants a lot of abilities, and it can be terribly tempt-
ing to exploit them. It has built-in costs, too, and using it at inap-
propriate moments can lead to all sorts of social difficulties — but
some wizards think that they can solve any problem with yet more
magic. In games, this is mostly a matter of roleplaying, and of the
GM remembering that actions should have consequences.
Disadvantages such as Bully, Megalomania, Obsession (“Master all
kinds of magic!”), and Overconfidence can reflect the sort of per-
sonality prone to overuse magic, and “Likes to solve every problem
with a spell” is certainly a valid quirk. Of course, some players
seem to be “addicted” to using magic, irrespective of what the
character sheet says.

True Addictions

However, if spellcasting actually causes a physically addictive
“rush” — or if not casting magic for too long causes emotional or
even physical problems - then the addiction might qualify as an
Addiction disadvantage. “Using magic,” treated as a drug, is usual-
ly cheap and legal, giving it a value of 0 points; it only qualifies as
a quirk. It’s possible that the addiction demands the use of expen-
sive spell components, though, or the destruction of valuable prop-
erty using combat spells, increasing the daily expense. Maybe
magic is highly or fotally addictive. Perhaps the use of magic (at
least on a “satisfactory” scale) is illegal. And an addiction to some-
thing like the intensive use of long-duration scrying magics could
be effectively incapacitating.

Addictive magic usually involves psychological dependency,
although it might be physiological - especially if it taps fundamen-
tal “life energy” and the wizard’s body becomes accustomed to a
high level of energy throughput. In either case, it’s hard for magic
to be unavailable to a withdrawing addict, but not impossible; for
instance, the wizard could be imprisoned in a no mana area or
deprived of required spell components. The mental disadvantages
induced by withdrawal from a psychological dependency can be
dramatic and dangerous, including very odd Delusions,
Megalomania, and ultimately a willingness to use magic to cause
all manner of carnage. If the GM wishes, withdrawal could even
induce magical disadvantages such as Twisted Mana Generator
(pp. 61-62)!
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MAJOR
ARIATIONS

Steel crossbow bolts hissed through the warm evening air.
Two slammed into the trunk of the olive tree behind which
Ludovine had ducked. A moment later, she risked a quick
look around it, throwing knife in hand — but the papal
guards, too, were using cover.

“Montmorency,” she murmured, “I think that it is time for
a spell, if you please.”

“I cannot!” Montmorency was huddled behind another
tree, nervously twisting the silver amulet which he normally
wore under his tunic. “I have done far too much already
today . . . the angels permit no more. The blood of Creation
curdles around my power!”

Ludovine sighed. This was ever the way with
Montmorency. One moment he was unleashing hellstorms,
the next he was as fretful as an infant. She glanced to where
Armand lay groaning quietly while Hector attempted to
remove the bolt that was lodged in his shoulder.

“I think that you must, my friend,” she said, “in a
moment, even these Borgia scum will think to outflank us,
and then . ..”

Her sentence remained unfinished, as one of the pursuers,
doubtless emboldened by the price that Pope Alexander had
placed on Ludovine'’s head, broke cover and charged.
Ludovine’s thrown blade skittered off his armor. He smiled as
he raised his sword to strike her down — but then his expres-
sion changed. Ludovine pulled her main-gauche out from the
weak point under his breastplate as he fell dead at her feet.

Now, though, his colleagues were charging in a mass, and
she cursed, drawing another blade. But before she could
throw, fire blossomed among the attackers. Those worst
burned staggered back, screaming in agony and shock. The
charge faltered, battle-cries fading. In a moment, those who
had not been struck down were fleeing in terror.

However, their screams mingled with a howl of agony
from behind Ludovine, and her heart was sinking even before
she saw Montmorency, or the livid scar that had suddenly
appeared across his face.

The standard magic system can be radically reworked to
yield a diversity of flavors and styles of magic without los-
ing sight of familiar rules concepts.
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VARIETIES OF MAGERY

Some variant magic systems involve entirely different
versions of Magery. Even the Power Investiture (p. B77) that
priestly spellcasters possess can be reclassified as such (see
Power Investiture as Modified Magery, p. 67). If multiple
magic systems coexist in the campaign, then Magery might
go from being a single advantage to an entire category of
advantages. An individual may be able to have several types
of Magery and use the magic associated with each.

The GM might prefer to have just one variety of Magery
even when several different magic systems are available.
However, this will make mages significantly more powerful
unless other controls exist. One possibility is to have differ-
ent styles taught by mutually antagonistic factions or
schools. If the Northern Shamans teach ritual magic while
the Southern Philosophers teach spell-based magic, and the
Shamans view the Philosophers as atheistic meddlers while
the Philosophers regard the Shamans as mad cultists, then
learning both styles would require great cultural adaptabil-
ity. Alternatively, it might need incredible mental flexibility
- a capacity to bend one’s mind around the hallucinogenic
rituals of shamanism while preserving the mathematical
rigor that formal spells demand. This could translate into a
large Unusual Background, or perhaps high IQ and Will
plus several Cultural Familiarities. Double training may
also lead to serious disadvantages, as each side suspects the
mage of spying for the other, or as his mind cracks under
the strain of maintaining two different worldviews.

Quirk: Restricted Casting Style

If more than one style of magic is generally available, all
the available styles use the same type of Magery, and many
mages actually use more than one style, then a wizard

Clerics and Magery 0
In addition to providing the ability to cast spells
in normal or lower mana, Magery 0 gives several
subsidiary benefits: the facility to detect magic items
on sight or contact (p. B66), and to sense changes in
mana level (GURPS Magic, p. 6). Clerics might not
really miss all this, as they're in the business of work-

ing divine miracles and don't have much interest in
the concerns of “mere wizardry.” Some deities may
confer awareness of “secular” magical forces, how-
ever — either as a convenience or because the powers
that their faithful wield are closer to wizardry than
the clerics themselves would ever admit. Such gods
might bestow Magery 0 with limitations such as
Cannot Learn Spells (see Total Spell Incompetence, p.
22) and Pact. They're more likely to grant their cler-
ics some variety of Detect (p. B48) with Pact, though,
or simply knowledge of spells such as Detect Magic
and Sense Mana.

who's incapable of doing so — who chooses a single style at
character creation — may take this inability as a quirk.

Multiple Magery 0

A compromise might be to have each style require its
own version of Magery 0 — a different gift or way of perceiv-
ing the supernatural — but to let all styles benefit from the
same extra levels of Magery (that is, Magery 1+). This pro-
duces a clear distinction between mages working in differ-
ent styles, while not making generalists too expensive.

CLERICAL SPELL-MAGIC

“Clerical” or “priestly” magic is popular in RPGs, and
can be handled in GURPS as a variant of the standard
spell-based system. The basic idea is that certain individu-
als who serve their religion in some capacity — known as
clerics — are favored by their gods with the ability to cast
spells, perhaps even having the required knowledge
implanted directly in their minds. Clerics therefore have no

need for Magery and can ignore mana levels; the forces
with which they work aren’t impartial natural energies, but
the power of borrowed divinity. Of course, this may have its
own limitations. Moreover, it leaves the cleric dependent on
his god for magical effectiveness — although the devout cler-
ic has no problem with this.

Their knowledge of our prayers is due to what we may call an enlink-
ing, a determined relation of things fitted into a system; so, too, the ful-
fillment of the petitions; in the art of magic all looks to this enlinkment:
prayer and its answer, magic and its success, depend upon the sympathy

of enchained forces.

— Plotinus, The Enneads
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CLERICAL SPELLS

Clerical spells have no prerequisites. A priest may
acquire a new spell simply by praying for it whenever he
has points to spend. Teachers and study are thus unneces-
sary, although the GM might permit a priest to gain a point
in a new spell after 200 hours of devout contemplation - or
require such meditation before spending an earned point.

However, each god’s priesthood is restricted to an
abbreviated spell list, tied to the god’s portfolio; see Priestly
Spell Lists (pp. 69-70). For instance, fire gods don’t
usually grant Essential Water. A patron deity may also
decide to alter the effects of the magic he grants — or
suspend a priest’s spellcasting abilities altogether — for inef-
fable reasons.

Thus, the GM must give each deity with empowered
clerics enough personality and background that the players
of cleric PCs know what to expect in play. He should also
create some kind of spell list - although this can be more of
a set of guidelines and examples, open to negotiation and
improvisation. As well, a god may grant some spells in spe-
cific circumstances, or if the cleric can make a logical case
for needing them; e.g., a god of death may not generally
give out healing spells, but might make an exception when
his followers are about to go to war on his behalf.
Remember, though, that gods dont have the
same priorities as humans. Better a few lost wor-
shippers than violation of their fundamental
nature!

doesn’t make clerical magic a free gimmick for everyone
who's vaguely religious, though. On the contrary, it's given
out by gods, who are notorious for being whimsical or inef-
fable, who have agendas of their own, and who can and will
take the power away if they don't approve of how it's used
- and quite possibly follow up with a curse or a thunderbolt
for emphasis. The GM should set a specific set of strict con-
ditions for PCs who use clerical spells, and enforce them in
the persona of the deity.

Power Investiture

Power Investiture (p. B77) replaces Magery for clerical
magic. It improves skill with clerical spells in the same way
that Magery aids secular ones. When casting spells that
restrict the amount of energy that can be put into the cast-
ing each turn (such as Fireball), Power Investiture — not
Magery - determines the limit. In this context, it represents
the degree to which the cleric can control raw energy, both
personal and divine. Magery is irrelevant to these functions!

Clerical spells don't generally have prerequisites, but
spells that normally require a particular Magery level typi-
cally require the same level of Power Investiture when
granted by a god. The GM may choose to relax this rule on

Power Investiture
(Shamanic)

REQUIREMENTS

Clerics must possess some kind of qualifica-
tion for their role. This is usually defined in
terms of advantages and/or disadvantages.
Clerical Investment (p. B43), likely with
Religious Rank (p. B30), is extremely common.
In some worlds with highly active gods, almost
everyone with those advantages will know a few
spells. In other settings, only truly dedicated
priests — those with traits like Code of Honor,
Fanaticism, and Vows — qualify.

Alternatively, the gods may favor whomever
they please, regardless of the formal priestly
hierarchy - perhaps to the annoyance of the
ordained priests! Those chosen tend to be quite
special. They often have advantages such as
Blessed (p. B40) and True Faith (p. B94).

In many backgrounds, clerical spellcasters
must have Disciplines of Faith (p. B132), regard-
less of whether they possess Clerical Investment.
Indeed, those disciplines might be what’s needed
to make contact with the deity and hence to
request magical power. Another common
requirement is at least one level of Power
Investiture (see below), reflecting a minimum of
enhanced power that all deities give those to
whom they grant spells.

In short, if clerical magic exists, then the GM
decides who qualifies to wield it — and almost
anyone could in theory know clerical spells. This

Magic-wielders who employ spells to control spirits can be con-
sidered a type of priest: they deal with conscious supernatural pow-
ers, and their magic is built around that as opposed to following the
lines of the standard spell system. This in turn justifies giving them
Power Investiture instead of Magery. Figures such as shamans dif-
fer from clerics in that their magic is used to contact mystical beings
rather than being granted by such entities, but they fill a “priestly”
role in many societies, and using the mechanics of clerical magic to
represent their powers is simple and effective.

Whereas most clerics with Power Investiture have to follow
some kind of self-imposed mental disadvantage to avoid alienating
their deities, shamans who have Power Investiture (Shamanic)
must simply avoid annoying the spirits with whom they deal. No
single entity can withdraw the Investiture, but gaining a bad name
among spirits (who surely communicate with each other!) makes it
worse than useless. Summoning and petitioning spirits who dislike

or mistrust you is dangerous — especially if other spirits take an
interest and turn up, too.

The following spells are suggested for individuals with Power
Investiture (Shamanic):

Sense Life

Sense Spirit
Summon Demon
Summon Elemental
Summon Spirit
Turn Spirit

Affect Spirits
Astral Block
Astral Vision
Banish

Beast Summoning
Bind Spirit

Command Spirit
Control Elemental
Entrap Spirit
Pentagram

Planar Summons
Repel Spirits

Shamans with restricted fields of operation should use only a
subset of this list. Conversely, some might add more Necromantic
spells relating to spirits and ghosts, while flamboyant “world-
walkers” could have additional Gate spells.
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occasion, but deities will usually be very selective about
granting substantial powers. An ambitious GM could even
give each god’s spell list its own alternative prerequisite
structure that incorporates levels of Power Investiture
(which is associated with a degree of divine favor).

Power Investiture and Limitations

Power Investiture shouldn’t generally have enhance-
ments or limitations. It's a divine gift, and while it comes
with conditions attached — something akin to Pact is built
into it already - it doesn't tend to have arbitrary flaws. The
GM may relax this rule if a player comes up with a good
explanation, though. For example, if the deity only grants
power when the cleric specifically requests it via a lengthy
prayer, then Power Investiture might take Preparation
Required on the same basis as Magery (see Other
Appropriate Limitations, pp. 26-27), while a cleric who has to
work with fellow worshippers or holy symbols could have
some form of External Sources Only (p. 24).

If Power Investiture is classed as a modified form of
Magery (see below), however, then it comes with a whole list
of built-in enhancements and limitations. With the GM’s per-
mission, those playing cleric PCs can vary these. Note that
Power Investiture includes a “Limited Spell List” limitation
that serves the same purpose as One College Only or Limited
Colleges; thus, those limitations are always off-limits.

Power Investiture as Modified Magery

Power Investiture functions a lot like Magery — so much
so that gamers who prefer to keep things elegant may prefer
to treat the former as a modified version of the latter. In that
case, apply these modifiers to Magery to get Power
Investiture:

Functions as a Different Talent: In some campaigns,
Magery and Power Investiture may function as Talents of a
sort, giving bonuses to things other than spells. If so, then
they each aid different activities. +0%.

Inspired Learning: Power Investiture benefits spells that
can be “learned” without the difficulties that secular wizards
sometimes suffer. There’s no ferreting out obscure texts, hir-
ing teachers, etc. - just a good relationship with the deity,
plus prayer, which can be attempted anywhere. Some peo-
ple without Power Investiture may acquire magic on these
terms, but Power Investiture makes that magic more potent,
so it takes an enhancement. This modifier is generally
restricted to clerical spellcasters, but if the setting includes
wizards who can somehow learn new spells out of the blue
on a regular basis, it applies to their Magery as well. +20%.

Limited Spell List: Power Investiture only benefits spells
granted by the cleric’s deity — and clerical spell lists are
invariably less comprehensive than the full set available to
secular mages. However, theyre generally more well-
rounded than the restricted set accessible to mages with
One College Only, so this is priced as being as good as access
to two colleges. -30%.

No Magic Item Sensitivity: Power Investiture doesn't
grant or enhance the capacity to recognize magic items on
sight or contact, or give the ability to use “mage-only” items.
The rules governing holy items - if they exist in the setting —
tend to work differently. A secular mage whose magical

sensitivities happen to be slightly flawed could apply this
limitation to Magery. -20%.

No Spell Prerequisites: The ability to use spells without
knowing prerequisite spells is a significant benefit, which
Power Investiture compounds. The GM should definitely
limit this enhancement to clerics, unless he replaces the
need for prerequisites with a set of restrictions that’s as good
for keeping mages under control as prerequisites or divine
supervision. Mages who can pull new spells out of the ether
in a more restricted way should take Modular Abilities
(Cosmic Power) or Wild Talent. +30%.

No Zero-Level Requirement: Unlike mages, who must pay
5 points for Magery 0, clerics don't have to buy “Power
Investiture 0” before they can start buying higher levels of
the advantage. Power Investiture may have other effective
prerequisites, but they're handled separately. This benefit is
usually limited to clerics. +10%.

Pact: As noted on p. B77, beings who grant Power
Investiture generally require some kind of self-imposed
mental disadvantage. This could vary in point value — and
the acts required to prove repentance if the pact is broken
can be quite diverse (see p. 202 for more on this) - but for
simplicity, assume a -10-point disadvantage. See Pact (p. 27)
for notes on applying this limitation to Magery. -10%.

Sanctity Replaces Mana: Standard clerical magic doesn’t
have to worry about mana levels but does depend on sancti-
ty. These concerns are roughly equally restrictive, so this is
considered neither an enhancement nor a limitation. If
ambient sanctity is very low in general, then this might
become a limitation, while if clerics can work effectively
almost everywhere (except perhaps in shrines to enemy
deities, a rare few sites cursed by their god, etc.), then it
ought to be an enhancement. In either situation, the GM
should set the modifier value and recalculate the cost of
Power Investiture. +0%.

The GM can adjust these modifiers without necessarily
affecting the price of Power Investiture. For example, a tol-
erant but not highly interventionist god could grant access
to a very short spell list, changing the value of Limited Spell
List to -40%, but require only nominal services and respect
from his mortal representatives, eliminating Pact. Of
course, even such a laid-back deity is likely to attach some
restrictions to Power Investiture — perhaps only giving it to
priests with Clerical Investment.

CEREMONIAL CASTINGS

Clerics can and often do use Cerenonial Magic (p. B238).
The rules for assistants contributing energy differ, however:

Each participant who has any of Blessed, Power
Investiture, or True Faith directed toward the deity who has
empowered the lead caster — o, at the GM's option, toward an
allied deity from the same pantheon — and who knows the
spell at 15+ thanks to it being granted “clerically” by such a
deity: Any number of FP.

Each assistant with one of the above advantages directed
toward the deity who gave the spell to the lead caster — or an
allied deity — or who knows the spell at 15+ thanks to it being
granted by such a deity: Up to 3 FP.
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Each spectator who voluntarily assists and is willing to
address at least occasional worship to the lead caster’s deity: 1
FP, to a maximum of 100 FP from all spectators.*

Each spectator who opposes the casting: -5 FP, to a maxi-
mum of -100 FP from all spectators.

* The GM may rule that to contribute energy, spectators
must be more dedicated to the cause than an ordinary wiz-
ard’s ceremonial assistants. On the other hand, priests can
often recruit such supporters from their congregations.

SANCTITY

In most settings, clerical magic doesn’t depend on mana.
It channels divine power, not mundane thaumaturgical
forces, and works even if there’s no mana. It can still be
dependent on location, however, working well in shrines and
temples to the relevant god(s), while being limited in
“unholy” places. A truly transcendent deity might be able to
extend its power anywhere — but even then, merely mortal
priests will probably find that an atmosphere of unholiness
interferes with their spellcasting ability.

The standard way to handle this is to replace mana with
a similar mechanism called sanctity. This represents a specif-
ic deity’s level of influence in an area. In a polytheistic game
world, it will vary from god to god in the same place. Sanctity
levels (see below) range from “no sanctity” to “very high
sanctity”; they mirror mana levels, and have comparable
effects on clerical spells. Sanctity is more susceptible to
human alteration than mana, however; see Changing
Sanctity (below).

The whole idea of sanctity is optional. The view that mere
geography could restrict transcendent gods is questionable.
A priest who manages to invade an enemy god’s shrine and
start laying about him should surely get extra support from
his god, rather than find his spells failing!

Another alternative is that clerical magic is the same
thing as secular spellcasting, granted by the gods as a con-
venience for their cults’ operation. It merely has a different
inspiration. In that case, it should share wizardly magic’s sus-
ceptibility to mana variations.

Finally, if clerical and Path/Book magic (see Chapter 5)
coexist, then sanctity might exist but have a complex rela-
tionship with “ritual space.” See Ritual Space and Sanctity
(p. 126).

Sanctity Levels

As a general guideline, most places where a god has any
influence at all have normal sanctity. Dedicated shrines and
temples to a god have high sanctity for worshipers of that
deity. Very high sanctity is limited to the most sacred sites —
perhaps where the deity has manifested in person and
claimed possession. Many cults may have only one such spot
in the whole world, or none at all, and access may be circum-
scribed with all manner of rules and taboos. Some cults
might even keep their very high sanctity locations a deep and
deadly secret.

Shrines and temples to rival or enemy gods generally
count as low sanctity. Those dedicated to gods to which the
cleric’s patron is neutral or varied in attitude are a matter for
GM decision. If the gods are highly territorial and cautious

of each other, then they might lock each other out of their
holy sites, metaphysically speaking, rendering them all low
sanctity. If the attitude is genuinely neutral, though, then
those shrines might rate as normal sanctity . . . although cler-
ics should always be careful about intruding on others’ terri-
tory. Close allies — such as sibling divinities who share relat-
ed responsibilities on a friendly basis, or husband-and-wife
deities whose relationship is mythically good - may even
grant each other’s clerics high sanctity in their temples.

Zones with no sanctity are generally limited to enemy
deities’ holiest places. There, the cleric’s god is totally barred
by the full power of the enmity. Other possibilities are blast-
ed wastes that the whole pantheon has cursed with extreme
prejudice, and lands dedicated to entire enemy pantheons
that can and do guard their borders.

Sanctity conditions analogous to the mana variants under
Mana Levels (pp. 58-60) might also exist. It's up to the GM to
interpret these in theological terms!

Much as mages can detect changes in mana levels
(GURPS Magic, p. 6), clerics can sense when they cross a
boundary between sanctity levels, or when sanctity changes
around them for other reasons. This requires a roll against
1Q + Power Investiture. Roll at -3 if the cleric wasn't explicit-
ly watching for a change or searching for the boundary.

Effects of Sanctity

Sanctity level affects clerical spells exactly as mana level
affects wizardly spells. This has the implication that only
clerics with Power Investiture should be able to cast spells in
normal or lower sanctity. A snag here is that there’s no direct
clerical counterpart to Magery 0. The GM is free to define a
functional equivalent in his world, however. For example, if
any reasonably devout worshipper has a chance of being
given clerical spells, then perhaps those with Blessed, Power
Investiture, True Faith, or Religious Rank 6+ can cast them
without high sanctity; others who receive spells are granted
them only for use when defending the faith’s holy places or
during great formal ceremonies.

Changing Sanctity

Higher sanctity levels are usually associated with con-
secrated ground or space. Since consecration is some-
thing that mortal priests can perform, mortals can — with
effort - modify sanctity. The change may be temporary or
permanent, and at minimum requires a ritual. This often
involves walking around the perimeter of the location
being sanctified.

Note that these rules apply to mortals. The gods them-
selves can change sanctity with considerably less effort.
Simply standing somewhere for a moment usually suffices!

Temporary Consecration

The standard way to sanctify a location is for an invest-
ed priest to use the Religious Ritual skill (p. B217). This gen-
erally requires Clerical Investment rather than “genuine per-
sonal holiness” advantages such as Blessed and True Faith,
since the whole point of priestly ordination is that the recip-
ient can perform his religion’s rituals. In some faiths, certain
rites - including sanctification - also require a minimum
level of Religious Rank. Temporarily consecrating a
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location, typically a space about the size of a private room
(perhaps 20-30" square) suitable for a small ceremony with
a few observers, requires about an hour of prayer and cere-
monial purification. The space itself must be marked out or
identified in some way — an actual room is best, but marker-
poles on open ground may serve — and must not be current-
ly sanctified to another deity or otherwise below normal
sanctity for the cleric’s god. This gives a zone of high sancti-
ty that lasts for one full day.

If the GM wishes, it might be possible for someone who
lacks Clerical Investment but who has True Faith or Blessed
to temporarily sanctify a similar space. This involves a great
deal of prayer, appealing directly to the deity for his bless-
ing. The holy person must pray for 1-3 hours (roll 1d, halve,
and round up). Then make a reaction roll for the deity. This
roll doesn't take normal reaction modifiers, but add the sup-
plicant’s level of Power Investiture, and +2 if he has both
True Faith and Blessed. The GM may apply a modifier from
-4 to +4 if he feels that the reasons for the plea are especial-
ly weak or convincing. On a “Good” or better reaction, the
area is sanctified as above.

Permanent Consecration

Permanent sanctification requires that the space in ques-
tion be completely controlled by the faith, and usually
demands a special building, stone circle, sacred grove, etc.,
or at least a fair amount of work and expense to adapt an
existing site. Consecration of such a place requires a day or
so of rituals performed by someone with Religious Rank 3+
(by a group of respected priests, if the priesthood doesn’t use
Rank). Afterward, the holy ground will generally need at
least one priest to look after it — and preferably a congrega-
tion to use it regularly for prayer.

A location can also become permanently consecrated (or
desecrated; see below) if some great and significant act
occurs there. The spot where a saint was martyred might
actually become sacred to his god, as may the scene of the
god’s personal victory over a demon - although his followers
should look after the place to make sure. Relics of holy
events or very special symbols may also acquire such power,
becoming portable sources of sanctity that raise the sanctity
level by one in their immediate vicinity.

Effects of Consecrated Ground

The sanctity of consecrated ground affects spellcasting
normally. If gods and religion have real power in the world,
then sanctified ground might have additional significance;
e.g., undead beings may be unable to enter it, or the deity’s
supernatural servants might occasionally intervene to pro-
tect it. See GURPS Fantasy for further discussion.

Assume that the sanctity of such areas extends upward to
three times the height of the relevant room, markers, or
building, or to the maximum height of adjacent buildings,
whichever is greater. The shape of a permanently sanctified
site will rarely be a simple circle radiating out from an altar
— the faith’s traditions (and architectural convenience!) tend
to dictate the layout of such places — and sanctity may
extend to a surrounding open space, such as a churchyard.
In no case should supernatural beings that are incapable of
entering consecrated ground be able to approach closely
merely by going over or under, or by exploiting some quirk
of engineering.

Critical Failures on
Clerical Magic

The GM could treat critical failures with clerical
spells as being no different from those with secular
magic. The cleric is presumably juggling mindless
supernatural energies, just like a wizard, and can suf-
fer unfortunate accidents in much the same way. It's
more interesting if the results differ, though!

At the very least, the GM should consider using
the Clerical Table (p. 257) for such “clerical errors.”
Alternatively, the god might regard a critical failure as
an accidental act of minor blasphemy — the use of
precisely the wrong words — and oblige the priest to
perform some kind of atonement before he can cast
further clerical magic. Or perhaps the failure involves
the cleric suffering a moment of terrible doubt, or
experiencing oo direct a glimpse of the god’s power,
either of which could justify a Fright Check (p. B360).

Very high sanctity may differ from very high mana
in how it influences failures, too. Given that areas of
very high sanctity have the god’s more-or-less direct
attention, it's unlikely that a mere normal spell failure
would automatically lead to critical failure effects;
continue to treat regular failures as just that.
However, if a cleric rolls a genuine critical failure in
such a place, he may well accidentally desecrate it:
the space’s sanctity might drop by one level for the
next 2d seconds - or perhaps until priests of the faith
can consecrate the area anew and the caster himself
makes a small act of atonement. Worse, he might
trigger a sort of “divine audit,” bringing down judg-
ment on every recent lapse by any cleric in the area.
The GM should roleplay the deity passing judgment,
perhaps speaking through oracles and Blessed ser-
vants. The real drawback to very high sanctity, mak-
ing it in some ways more risky for clerics than very
high mana is for wizards, is that the divinity will
enforce all rules and restrictions on clerics to the let-
ter, immediately noting and probably punishing
minor lapses.

Deconsecration

High-ranking priests can ritually deconsecrate a site - for
instance, if the cult wishes to sell off a temple for mundane
use. Most other acts that destroy sanctity are considered
desecration, an extreme blasphemy; details (and punish-
ments) vary considerably between faiths. Unintentional or
minor unhallowed acts may temporarily diminish sanctity
until a priest cleanses the spot with a ritual.

PRIESTLY SPELL LISTS

In a game with clerical magic, every effective religion or
cult needs its own spell list. Some spells are obvious choic-
es, as they permit the caster to perform supernatural acts
traditionally associated with the clergy. These include
Bless, Dispel Possession, Final Rest, Remove Curse, Turn
Zombie, and some kind of Divination.
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Others — mostly Knowledge spells or Meta-Spells — are
too basic and useful for a deity to disregard. A few exam-
ples are Detect Magic, Dispel Magic, and Ward.

Most important are spells that suit the god’s responsibil-
ities and outlook. For example, a sea god might grant
Breathe Water, Waves, and Whirlpool; a storm god,
Lightning and Storm. Spells damaging to the god’s sphere
of influence would be a matter of style — only a malicious
river god would grant Foul Water, but a storm god might
consider Destroy Water (“withdrawing my blessing”)
entirely appropriate.

A little thought about what does or doesn't fit in this last
category can add a great deal to the feel of a setting and the
religions found there. For example, a fire god might grant
his clerics most of the spells in the Fire college, so that they
can wander the world hurling fireballs at enemies. If fire is
truly sacred to the deity, though, then the idea of polluting
it with monsters’ bodies — or of using it at all casually - may
be blasphemy! The only Fire spells on his list might be the
likes of Ignite Fire and Warmth, plus Divination
(Pyromancy). Clerics who are expected to fight could
receive Haste and Flash, along with Neutralize Poison and
Cleansing, as speed, brightness, and purification are tradi-
tional attributes of flame that priests should emulate.

Likewise, a god of the underworld might grant Summon
Spirit, as he of all people can send the spirits of the dead to
speak with his priests. Then again, if his function is to keep
those souls with him, and to prevent them and the living
from disturbing each other, he may regard that spell with
total loathing.

Spell lists should also suit the campaign. Players in a
straightforward sword-and-sorcery game will expect to see
fire priests cutting loose with mystic flamethrowers, death
priests conjuring undead, etc. The wise GM will avoid get-
ting foo clever!

EXAMPLE: THE TEMPLE
OF HEPHAESTUS

Hephaestus was the Greek god of blacksmiths. What fol-
lows is a fantasy version of his cult for worlds with clerical
magic.

Mythology

Hephaestus is quite important; the son of Zeus and
Hera, husband to Aphrodite, and one of the 12 leading gods
of Olympus, he also manufactured many of the gods’
weapons and furnishings. He sometimes seems to be one of
the least among the 12, however — an unattractive figure,
with a permanent limp and a perpetually unfaithful wife.
But never underestimate the power of divine creativity!

As a blacksmith, Hephaestus needs a forge, complete
with a fire. As a god, he uses the greatest fire available: huge
volcanoes. Thus, he is in a way a fire god and a volcano god.
However, this is fire used in a practical, controlled way. The
cult of Hephaestus isn’t unduly worried about the flame’s
purity, but they definitely use it to create. When they must
destroy something, they use excellent material weapons —
not spells.

Cult Organization

The cult of Hephaestus is organized around a large
number of modest-sized temples, each run by a staff of one
or more full-time priests. The clergy maintain sacred
flames, manage sacrifices and other votive offerings, and
lead occasional great ceremonies. However, Hephaestus is
a craftsman-god who values other craftsmen. Any talented
smith or metalworker who isn't an outright blasphemer,
and who isn't so stupid as to compare himself to the god,
may catch his attention and receive divine favor. In addi-
tion, a small number of warriors who use weapons well,
and who serve the cult directly (usually by defending tem-
ples from attack), receive minor boons. Thus, the cult has
three types of spellcasters:

Priests: Priests have Clerical Investment and Religious
Rank. Acolytes are Rank 0, and must have a point in
Religious Ritual (Greek Religion) and a point in Theology
(Greek Religion). Ordinary Priests are Rank 1, and must
have Religious Ritual (Greek Religion)-13 and a point in
Theology (Greek Religion). High Priests are Rank 2, and
must have Religious Ritual (Greek Religion)-13, Theology
(Greek Religion)-14, and a point in each of Administration
and Savoir-Faire (High Society). There are no higher
Ranks. Any priest may have Blessed or Power Investiture;
however, for an acolyte to possess either, he must also take
Fanaticism (Cult of Hephaestus), and other cultists will
probably regard him as a little too enthusiastic.

Favored Craftsmen: A craftsman who has attracted
Hephaestus’ favor must have Blessed, at least one level of
Artificer (p. B90), and skill 16+ in one of Armoury (any),
Engineer (Artillery or Clockwork), Mechanic (Clockwork),
or Smith (any). Blessed represents the god’s favor; the rest
represents the minimum ability needed to gain that favor.
Some craftsmen add one or two levels of Power Investiture.

Temple Guardians: These are proven warriors with
Combat Reflexes, skill 15+ in either Shortsword or Spear,
and at least a point in Shield. They must also have
Fanaticism (Cult of Hephaestus). They occasionally possess
Blessed, but never Power Investiture.

No cult member ever has True Faith. Some are very
devout, but the specific effects of that advantage simply
don't accord with how their beliefs work.

Priests tend to regard the other two “empowered” types
with condescension, as favored servants. This is actually
largely true with respect to temple guardians, although a
junior acolyte talking down to a grizzled warrior will grate
on many nerves. Faced with a favored craftsman, many
priests talk as though all of the craftsman’s abilities are gifts
from the god - implying that the craftsman should show
unconditional gratitude to the cult and its priests. Favored
craftsmen, by contrast, tend to be focused on their work,
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and view the priests as interchangeable servants and mes-
sengers — although they usually contrive to be polite.
Temple guardians, being fanatics, treat the other two
groups with outward respect most of the time, but quietly
pass judgment on their devotion, and may even become
openly hostile if it seems too weak.

Spells

Cult members without Power Investiture can't cast cler-
ical spells in areas of less than high sanctity. Thus, a favored
craftsman who lacks Power Investiture but knows spells
must either cast them in a Hephaestean temple or shrine,
or have a priest temporarily sanctify his workshop. Temple
guardians with spells can only ever use them in temples or
shrines. A few potent spells have a minimum level of Power
Investiture as an actual prerequisite.

Priests
Priests with Blessed or Power Investiture may have cler-
ical spells as follows:

Acolyte: Coolness, Divination (Pyromancy), Glitch/TL,
Identify Metal, Know Illusion, Lend Energy, Mage Sight.

Ordinary Priest: As acolyte, plus Detect Magic, Dispel
Creation, Final Rest, Identify Spell, Ignite Fire, Lend Skill,
Magelock, Malfunction/TL, Repair, Scryguard, Sharpen.

High Priest: Any of the above, plus Analyze Magic, Bless,
Earth to Stone, Extinguish Fire, Metal Vision, Oath,
Remove Curse (requires Bless), Reshape (requires Shape
Earth), Resist Fire, Sense Spirit, Shape Earth, Watchdog.
Power Investiture 1: Animate Object, Animation, Create
Servant, Curse, Shape Metal, Steelwraith. Power Investiture
2: Create Warrior, Enchant, Know True Shape. Power
Investiture 3: Volcano.

Favored Craftsmen

Favored craftsmen may have: Bright Vision, Coolness,
Divination (Pyromancy), Dye, Essential Flame, Essential
Fuel/TL, Extinguish Fire, Find Weakness,
Fireproof, Identify Metal, Ignite Fire, Inspired

Creation, Knot, Lend Skill, Locksmith,
Manipulate, Measurement, Mystic Mark,
Nightingale, Purify Air, Recover Energy,

Reshape, Resist Fire, See Secrets, Seek Fuel/TL,
Shape Earth, Shape Metal, Test Load. Power
Investiture 1: Borrow Skill, Enchant. Power
Investiture 2: Animation.

Temple Guardians

Temple guardians may have: Affect Spirits,
Coolness, Curse, Deflect Energy, Fasten,
Fireproof, Haste, Know Illusion, Magic
Resistance, Night Vision, Recover Energy, Resist
Fire, Resist Pain, Sense Danger, Sharpen, Vigil,
Watchdog.

Enchantments

A high priest or a favored craftsman who
knows Enchant may also receive any other
Enchantment spell except Ensorcel, Great Wish,
Lich, Malefice, Manastone, Scroll, Spell Stone,
Talisman, Temporary Enchantment, Wish, or

Wraith. (Hephaestus doesn’t do temporary work or necro-
mancy, or cast petty curses, and has some limits to his
power.) He may also learn any other spell from the god, but
only in order to incorporate it into a magic item; he can’t
cast such spells normally. Magic items made by cult mem-
bers should fit the style and flavor of the campaign and the
cult. The GM has the final say as to what spells are avail-
able for this purpose.

Sanctity

Most of the world has normal sanctity for worshippers
of Hephaestus. Temples and shrines dedicated to the god
have high sanctity. Any blacksmith’s forge or metalworker’s
workshop can be temporarily sanctified in the normal way
by an ordinary or high priest (but not by anyone else), as
can any small room with stone or brick walls and a fire
burning in the center. Open-air spaces can'’t be sanctified,
temporarily or permanently.

There are an unusually large number of locations of very
high sanctity to Hephaestus. Unfortunately for mortal
cultists, these are all active volcanoes that the god used at
some point as smithies! Making use of these and living to
tell the tale is a heroic accomplishment, although there
may be spots near enough to have the sanctity but far
enough away for normal humans to survive — and magic
can help.

The Greek gods are mostly quite cooperative, so temples
to others of the pantheon usually rate as normal sanctity
for clerics of Hephaestus. If a Rank 1+ priest of the other
deity declares the visitor unwelcome, though, the sanctity
falls to low. Occasionally, the sanctity level drops of its own
accord for a month or two. Priests who become aware of
this ascribe it to the domestic politics of Olympus. Temples
to Ares always have low sanctity — apparently because
Hephaestus once discovered Ares in bed with Aphrodite.
The problem never occurs in temples to Hestia, which also
contain sacred hearths.

Priest-Wizards

Clerical Spell-Magic (pp. 65-71) assumes that clerical magic is
similar in form to “wizardly” magic, but different in nature. This
doesn't have to be the case. In some settings, spellcasting priests may
in fact use exactly the same system as wizards.

This doesn’t mean that magic, or certain styles of magic, can't still
be associated with religion. Many churches and temples have
schools attached - if only to train new priests — and these may teach
wizardly magic to any novice with the interest and ability to learn,
for eminently practical reasons. A missionary who can cast a few
spells is much more likely to survive the journey to preach the word
—and if he encounters people with little experience of magic, he'll be
able to impress them quite a lot, even if he refrains from talking
about his spells as “miracles.” And nothing creates goodwill quite as
effectively as a little healing, magical or otherwise.

Thus, any religion that values and nurtures magical talent can
produce a class of “priest-wizards.” If it makes a point of teaching
them its ethics especially carefully, then these casters may well come
to display a distinct character of their own. See GURPS Banestorm
for one use of this idea.
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RiTtuAL MAGIC

The ritual magic system is described on p. B242 (and
also GURPS Magic, p. 200). In summary:

® The ritual magician must learn a Very Hard core skill
- typically Ritual Magic (p. B218) or Thaumatology
(p. B225).

® The magician then studies each college as a Very Hard
college skill or path, which has the core skill as a prerequi-
site, defaults to the core skill at -6, and may never exceed
the core skill.

® Each spell is treated as a Hard technique that defaults
to the college skill at a penalty equal to the number of pre-
requisite spells that a wizard would have to know in order
to learn it in the standard system. For example, Purify Air
(no prerequisites) defaults to Air College skill level, Create
Air (prerequisite: Purify Air) defaults to this skill at -1,
Shape Air (prerequisite: Create Air) defaults at -2, and so
on. Spells can be improved from default as usual for tech-
niques (see p. B230), but cannot exceed the associated path

skill.

Ritual magicians can cast spells at default. They can try
any spell in any college they've studied. In fact, they can
attempt any spell at all - although the cumulative penalties
from core skill to path to spell can be prohibitive.

Magery adds to core skill (for use in this system, if not
for other purposes), path skills, and spells - but only once,
not three times over for a spell. If ritual and spell-based
magic coexist, then Ritual Magery and standard Magery
are separate advantages (but see Varieties of Magery, p. 65).

Many of the ideas in Chapters 2 and 3 apply as readily
to ritual magic as to spell-based magic. For example:

® Ritual Magery might take enhancements and
limitations.

® Changing the college structure gives rise to a new set
of path skills, and may make some spells easier or harder to
cast ritually at default. Distributing the same number of
spells across more or fewer colleges makes it harder or eas-
ier to master a wide range of magics. Obviously, those play-
ing wizard PCs will prefer fewer, broader colleges!

® Clerics might use ritual magic, combining it with
Power Investiture instead of Ritual Magery, and leave spell-
based magic to secular wizards. Priests will then seem to
have a broader, subtler grasp of supernatural power than
formulaic, spellcasting wizards, while wizards will be more
powerful with the individual spells on which they choose to
focus.

® Conversely, wizards may use ritual magic while clerics
employ spell-based magic. Wizards then become broad-
based theoreticians, while clerics rely on standard “package
effects” handed down from above.

“Knowing” Spells to Manipulate Them

Spells that manipulate other spells often require the
caster to have some level of knowledge of the magic to
be affected. For example, Counterspell works at the lower
of the caster’s skills with Counterspell or the spell to be

countered, while Ward requires that the caster know the
spell to be stopped at 12+. For these purposes, ritual magi-
cians count as “knowing” spells at the level at which they
can cast them — at default, if necessary. If they need a point
in a spell for some reason, then being able to cast it at skill
10+ is sufficient.

Strange Paths
For extra weirdness in a world with ritual magic,
there may be a few “strange paths”: colleges that are
only used ritually, with arbitrary mixtures of spells
from the standard colleges linked by a seemingly
crackpot magical theory, by their presence in an

obscure magical tome, or by some mystic or deity’s
teachings. These will often be secret, or at least
obscure. Gaining access to them may require buying
a perk or even an Unusual Background for each. For
some relevant ideas, see the treatment of Books in
Chapter 5.

THE PREREQUISITE COUNT

A key factor in ritual magic is a spell’s prerequisite count:
the penalty to cast it at default from the path skill.
Appendix C (pp. 261-267) provides a table with prerequisite
counts for every spell in GURPS Magic. The Spell Table on
pp. 223-237 of Magic also gives prerequisite counts, but
gamers using the first printing of that book should note
that the counts listed there use a variant calculation
method (see below).

Variant Count Calculation

A complication that arises in the ritual magic system is
exactly how to handle spells that have non-spell prerequi-
sites. It's easy enough to count prerequisites when only
other spells are involved, but some spells list requirements
such as minimum IQ scores, Magery, other advantages, and
skills. There are a couple of ways to handle this.

The simple answer is to require a ritual caster to possess
the non-spell prerequisites for any spell he wishes to
attempt (even at default) or improve as a technique, read-
ing “Magery” as “Ritual Magery.” This can prevent many
strange results. For example, Scroll normally requires sub-
stantial literacy in the language used, and removing this
prerequisite means that illiterate ritual mages can sudden-
ly start writing magical scrolls! Furthermore, certain spell
definitions makes some such prerequisites hard to elimi-
nate on practical grounds; e.g., Fireball lets the caster put
energy equal to his Magery level into the spell each second,
s0 a magician without at least Magery 1 can logically get no
use out of it.
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However, this means that ritual magicians still have to
worry about prerequisites, and may be limited in what they
can cast, whereas part of the point of the system is that they
can attempt any known spell - albeit sometimes with little
chance of success. An alternative option is to say that
required traits add one to the prerequisite count per 10 full
character points that they cost. For example, each level of
Magery (with a cost of 10 points) adds one to the count,
while literacy (free by default - and never more than 3
points for a new language) adds zero. Forbidden traits,
such as “not blind,” have no cost for ordinary characters
and hence add nothing. Using this approach means recal-
culating prerequisite counts for many spells; e.g., Lend
Energy requires Magery 1 (10 points) or Empathy (15
points), so its prerequisite count rises from 0 to 1, while
Simple Illusion requires the caster to be able to see (no
cost) and have at least IQ 11 (20 points), so its count
becomes 2.

Using the variant method may require some common-
sense rulings; e.g., “No totally illiterate wizard can write a
scroll, whatever his skills.” The spells themselves might
even need minor adjustments. For example, rather that
having Magery prerequisites increase the count for spells
such as Fireball, the GM could say that the caster must take
a penalty to his roll, and can then put energy equal to the
size of the penalty into the spell each turn. This would let a
caster who took a -3 penalty sink 3 energy points into his
spell in one second and then hurl a 3d Fireball.

Double-Counting of Prerequisites

Another problem with prerequisite counts emerges
when the same spell appears in more than one branch of a
spell's prerequisite tree. For example, Create Fire and
Shape Fire both name Ignite Fire as a prerequisite (option-
al, in one case), giving each of them a prerequisite count of
1. Flame Jet requires those two spells, and its listed prereq-
uisite count is 3 — because a wizard who knows just three
other spells can learn it. Normally, though, a spell that has
two prerequisites, each with count 1, would have a count of
4. The system that gives the lower number is probably fair-
er and more logical, but if the GM wants a faster and more
obviously consistent calculation method, he can find pre-
requisite counts simply by adding up the number of prereg-
uisite spells and all of their prerequisite counts (giving
Flame Jet a count of 4).

Changing the Default Modifiers

If the GM wants to make a specific spell easier or hard-
er to use, then he’s free to change its prerequisite count. He
may wish to adjust the spell description and recalculate the
count. Alternatively, he might simply change the number by
fiat — especially if the campaign doesn’t use standard spell-
based magic at all.

For example, Enchant — the most basic spell in the
Enchantment college, required by almost anyone who
wants to make magic items - requires 10 spells from other
colleges, giving it a listed prerequisite count of 10. This
makes it nearly impossible to cast at default from the
Enchantment College skill without taking that to prodi-
gious levels, and painfully expensive to improve as a tech-
nique. If the GM wants ritual magicians to be effective
item-makers, then he might simply reduce the count to 5
and adjust the count for other Enchantment spells down-
ward by a similar amount, making ritual enchantment a
challenging but not infeasible career. If he still wants to
emphasize that an enchanter needs a broad grounding in
magic, then he can give the Enchantment College skill a
special prerequisite, such as a point in each of 10 other col-
lege skills. Likewise, Curse, with its prerequisite count of
20, is almost impossible for ritual magicians unless the GM
lowers its count.

In the other direction, Analyze Magic has a prerequisite
count of 3. If the GM wants established spells to be difficult
for anyone but a few academic specialists to identify, then
he could simply increase that to 10.

Extending the Rule of 20

The standard ritual magic rules create a strong incen-
tive for users to improve the core skill to extreme levels.
The most powerful ritual magicians might not put arny
points into college skills, instead buying an incredible
level in the core skill and then working all kinds of magic
at default. This may suit some campaigns - but in others,
the GM might regard it as abusive or damaging. One
solution is to treat any core skill greater than 20 as 20 for
the purpose of default calculation, so that college skills
never have a default greater than 14. Once a magician

reaches that level, his best option is to start putting points
into college skills.

No Defaults to Core Skill

Another possibility is to give college skills no default
to the core skill. The core skill merely defines the maxi-
mum level for college skills. While simple, this option
makes it impossible to play an interesting fictional arche-
type: the dabbler in ritual magic who gains a small
amount of unreliable spellcasting ability.
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CEREMONIAL CASTINGS

Ritual magicians can use Ceremonial Magic (p. B238),
much like wizards under the standard system. An assistant
counts as a “mage” if he possesses Ritual Magery and uses
the same specialty of the same core skill as the ceremony’s
leader. He “knows the spell at level 15+” if he can cast it at
that level using the ritual magic system. He “knows the
spell at level 14 or lower” if he can cast it at skill 8-14 using
that system.

Example: Crassus has Ritual Magery 2 and Ritual Magic
(Etruscan)-22. He has Water College-16 by default, which
in turn gives him a default Purify Water-15. He, his com-
panions, and a whole cohort of thirsty troops are lost in the
Libyan desert — but the pool they've just discovered is
brackish and undrinkable. Crassus must act as the leader of
a ceremony to purify some of the water, despite not having
spent any points on that particular college or spell.

His first assistant has Ritual Magery 1, Ritual Magic
(Etruscan)-16, Water College-15, and Purify Water-15, and
so can contribute as much energy as he can spare. His sec-
ond has Ritual Magery 2, Ritual Magic (Etruscan)-19, and
thus Water College-13 and Purify Water-12 by default; he
can contribute 3 points. Unfortunately, Crassus’ friend
Laetitia, despite having Ritual Magery 3, bases her magic
on the Ritual Magic (Pythagorean) skill, and so counts as
a non-mage for the purposes of the casting - just like the
totally mundane troops, contributing only 1 energy each.
Between them, they should be able to purify enough to
survive.

The generous GM might relax the above restrictions
somewhat, permitting ritual magicians with slightly differ-
ent Ritual Magic specialties - and perhaps even standard
spell-based wizards who know the right spell - to assist cer-
emonies effectively.

KNOWN AND UNKNOWN
TECHNIQUES

As written, the ritual magic system gives magicians
access to every spell — albeit often at severe penalties. The
GM may not want some spells to be available, however.
Furthermore, there might be colleges that are imperfectly
understood or explored.

The GM could simply delete certain spells, of course. To
be fair to the players, he should create the list of unavail-
able magic at the start of the campaign. He'll become very
unpopular if he bans spells mid-game because he suddenly
realizes that they're troublesome! Reviewing the entire spell
list before play begins is a big job, but flexible magic sys-
tems like this one always place extra responsibilities on the
GM.

However, it's more interesting if some spells are possible
but largely or totally unknown to ritual magicians. They
might represent a new field, or merely be so marginal that
no one has ever needed them before. Developing such tech-
niques should be a minor but nontrivial research exercise.
It ought to be less work than inventing a brand-new spell in
a purely spell-based system - because anyone with the

appropriate college skill already knows the underlying prin-
ciples involved - and the ability to cast at default means
that there need not be a character point expenditure . . . but
some effort should be required. Use Magical Invention
(p. 10) as a guideline. The invention skill is usually either
Thaumatology or the core skill used for ritual magic.
Prerequisite count determines invention complexity:

Prerequisite Count Complexity
0 Simple
1-3 Average
4-10 Complex
11+ Amazing

ALTERNATIVE CORE SKILLS

In principle, any Very Hard skill could serve as the core
skill for ritual magic. Ritual Magic and Thaumatology are
the most common choices, and the easiest to explain, but
others can be interesting — especially for exotic and limited
versions of the system. While 1Q-based skills work best,
anything is possible given a sufficiently exotic conception
of magic:

Alchemy: Magic derives from knowledge of arcane
aspects of the material world, or revolves around the art of
transmutation. Casting requires use of appropriate potions
and reagents, and actual laboratory work in some cases.

Biology: Magic is all about “life energy,” and the manip-
ulation and control of living things. It might be limited to
the Animal, Body Control, Communication and Empathy,
Food, Healing, and Mind Control colleges.

Body Control: The control of self this skill implies can be
extended to control of the world and of magical forces.
Colleges such as Body Control (of course!) and Healing are
especially appropriate.

Computer Hacking: In a world controlled and maybe
even defined by data networks, the true adept of computers
can achieve anything. Spellcasting demands access to a ter-
minal (unless one is the transcendent hero of the movie
series, which is an Unusual Background).

Herb Lore: Magic is an advanced form of traditional
witchcraft, functioning much as the Alchemy-based version
(above), but with cheaper materials — and maybe a restric-
tion to fairly subtle effects.

Musical Influence: Truly Orpheus-grade musicians can
not only work on the minds of human listeners, but make
stones and trees weep, and influence spirits and even the
gods. The musician must play or sing to work magic, of
course.

Physics: A natural choice in many settings — especially
those with a divergent TL (p. B513) that actually means
that physical science is pursuing strange and implausible
understandings of reality. Frankly, though, with quantum
theory and multidimensional interpretations of the uni-
verse, Physics/TL8 looks quite bizarre already. Who knows
what Physics/TL12 might permit? Spells become proce-
dures involving strange devices and instruments . . .

Pressure Secrets: Casting on other beings requires physi-
cal contact - or at least hitting them with a ranged weapon.
This might grant access to the Animal, Body Control,
Making and Breaking, and Mind Control colleges.

MAJOR VARIATIONS




Weird Science: By definition, this skill concerns itself
with things that most scientists would consider insane.
This might extend to direct control of paranormal effects.
Spells require mad-science gadgets, unless theyre actually
based on psychical research.

Of course, a Hard skill isn't much cheaper than a Very
Hard one, and wouldn't be excessively unbalanced in this
application. It's easy to imagine Esoteric Medicine,
Mathematics (Pure), or Religious Ritual, for example, giv-
ing access to the arcane. Alternatively, just about any skill
could have a Very Hard magical version. Clerics might use
“Higher Theology,” or the ultimate traders might negotiate
with the universe and always know the price, thanks to
“Advanced Merchant.”

DIVINE RiTuAL MAGIC

Combining the ritual magic system with Power
Investiture and the concept of divine magic (see Clerical
Spell-Magic, pp. 65-71) can lead to priests displaying broad-
er, subtler supernatural powers — perhaps in contrast to
secular wizards, if the latter use the standard spell-based
system. This requires some work from the GM, however.

The core skill for a “ritual cleric” is usually Ritual Magic,
with a specialty based on religious rituals. A religious magic-
worker who knows this skill can go on to acquire one or
more “divine college” skills that default to the core skill at
the usual -6. The GM should create these skills in place of
priestly spell lists (pp. 69-70). The god may grant them
through divine inspiration, or priests may learn them as part
of their training. Each such college should in turn encom-
pass a spell list, complete with prerequisite counts — which
might be exactly as calculated for secular ritual magic, or
tweaked to give each temple or cult a distinctive flavor.

Example: Temple of Hephaestus

If the Temple of Hephaestus (p. 70-71) used this system,
it might have the following four divine colleges (prerequi-
site counts appear in parentheses):

Powers of the Shrine: Analyze Magic (3), Animate Object
(4), Bless (10), Coolness (2), Create Servant (7), Create
Warrior (8), Curse (12), Detect Magic (2), Dispel Creation
(6), Divination (Pyromancy) (7), Earth to Stone (1),
Extinguish Fire (0), Final Rest (1), Glitch/TL (10), Identify
Spell (2), Know Illusion (0), Know True Shape (4), Lend
Energy (1), Malfunction/TL (12), Metal Vision (1), Oath (2),
Remove Curse (8), Repair (8), Reshape (8), Scryguard (0),
Sense Spirit (2), Shape Earth (1), Shape Metal (1),
Steelwraith (5), Volcano (9), Watchdog (2).

Powers of Craftsmanship: Animation (4), Borrow Skill
(4), Bright Vision (0), Dye (4), Enchant (6), Essential Flame
(6), Essential Fuel/TL (5), Find Weakness (1), Fireproof (1),
Identify Metal (0), Ignite Fire (0), Inspired Creation (0),
Knot (10), Lend Skill (4), Locksmith (1), Mage Sight (0),
Magelock (1), Manipulate (2), Measurement (0), Mystic
Mark (7), Nightingale (3), Purify Air (0), Recover Energy
(1), Reshape (7), Resist Fire (0), See Secrets (4), Seek
Fuel/TL (0), Test Load (0).

Wildcard Colleges

Optionally, the GM can simplify the ritual magic
system even further. Simply ignore the requirement