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Significant Changes from the Previous Version

There have been numerous major and minor changes from Version 1.2 of this MCA.  The following are the most significant of the changes.

Ars Magica Rulebook


78
Student.


83
Demon Tainted.


85
Good Characteristic,



Superior Characteristic,



Mythic Characteristic.

146
Missiles.

147
Missile Damage.


147
Melee Engagement Limit.


238
Studying Arts.
Rule Changes and Additions



Extended Studying of Magical Arts Through Vis Experimentation



Troop and Character Creation



Performing Multiple Lab Activities Within One Season

Individual Rule Changes

Introduction, Chapter One




No changes or comments.

Character, Chapter Two


Page
Notes




20
The Die Rolls.  Add “Quality Die”.  A Quality die roll will be the same as a Stress Die roll, except there will be no botch.  A roll of 0 (zero) on a Quality Roll will be a 10 (ten).  A Quality Die is used when it is possible to succeed in a great manner, but the change of a major failure does not exist.


28
Magi.  The creation of a magus of House Ex Miscellanea will require close scrutiny by the Campaign Master, and may be denied out of hand.  Most Ex Miscellanea magi would know little or no Hermetic magic, and so would be unable to teach such magic to an apprentice.  Therefore a starting magus in this house would not have the normal Hermetic Magical Art scores.  To partially represent this, the House Ex Miscellanea Flaw has been added.  All magi of House Ex Miscellanea who wish to have Hermetic Arts must have this Flaw.


57
Personality Traits.  Every magus and companion character must have at least two Personality Traits to help define the character.  Every grog must have at least one Personality Trait.  Any Personality Traits not on the list on page 106 must be approved by the Campaign Master.

Traits, Chapter Three
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67
Virtues And Flaws.  The following virtues and flaws must be clearly and completely explained within the campaign setting and the character’s background.  The number in parenthesis after each virtue or flaw is the page number.

Faerie Magic (68)
Quaesitor (68)

Twilight Points (70)
Need No Sleep (77)

Disfigured (77)
Werewolf (81)

Well-Traveled (86)
Prestigious Family (86)

Blackmail (86)
Mentor (86)

Patron (86)
Protection (87)

Wealth (87)
Obligations (88)

Dark Secret (88)
Lost Love (88)

Personal Hatred (88)
Outlaw (89)


68
Heart-Beast.  Only House Bjornaer magi may take this virtue.  Each time this Virtue is taken, the cost will add +1. (ex. a second Heart-Beast cost +3, not +2).  When counting shapes, battle worthy shapes are counted last.  No magus may have more than three Heart-Beasts and/or Heart-Shapes.


69
Personal Vis Source. This virtue may only be taken once per character.  This virtue may only be taken by magus characters.


69
Quiet Magic.  This virtue will be a +4 virtue, not a +2.


69
Subtle Magic.  This virtue will be a +5 virtue, not a +2.


69
Fast Caster.  This virtue may not be taken by any character who has a negative value for Quickness.



Ignore the phrase “... modified by +3” in the second-to-last sentence.  If both casters have this virtue, the +3 is meaningless.  Instead, make the test Quickness + Simple Die, with the highest result going first.  On a tie, the spells go off simultaneously.


70
Continuous Spontaneous Magic.  This virtue will be a +5, not a +4.


70
Silent Magic.  This virtue will be a +7, not a +4.


70
Flawless Magic.  This virtue will be a +7, not a +5.


71
No Sigil.  Contrary to the statement in this Flaw, a magus with this flaw does hold the sigils of any apprentices trained.


71
Tormenting Master.  This flaw is not allowed.  It is too difficult to handle in typical play.


73
Susceptibility To Rational Power.  This flaw will be a -2 flaw, not a -4.


73
Major Magic Deficiency (Common).  Delete the words “such as” in the third line.  This Flaw applies specifically to Corporem, Vim, and Techniques.


73
Passions.  Players should note that if their character takes a passion and does not seriously and constantly play the effects of that passion, the Campaign Master will freely cause major, serious problems for the character.  Take Passions with very great care.


77
Need Not Drink.  This virtue is not allowed.


77
Need Not Eat.  This virtue is not allowed.


78
Leprosy.  This flaw is not allowed for player characters.  A Leper would be shunned from all society, including that of magi.


78
Books.  As written, this virtue makes no sense.  Somehow the character gets book learning, but does not actually possess the specific books.  The following interpretation of this virtue shall apply.



The character has access to the books, but only at a specific location (ex. his former master’s library).  The location, conditions of access, and the Knowledges available must be recorded,  and approved by the Campaign Master.  At any time the character is able to return to the location and meet the conditions, up to 3 Experience Points per season may be gained in one Knowledge, until all 10 Experience Points have been used.


78
Student.  This virtue is only usable in the same manner as for the Books virtue (above).  The character must be at the location of the books or teacher to gain the benefit.


80
Latent Magical Ability.  This virtue is not permitted for magi (their magical talent has already been identified).


80
Faerie Friend.  This virtue is not allowed.


81
Magical Animal Companion.  This animal may become a familiar.


81
Beginning Vis.  This virtue may not be taken by a character other than a magus without the permission of the Campaign Master.


81
Magic Resistance.  While this protection is not cumulative with Parma Magica, or any other form of magical resistance, it is not eliminated by Parma Magica or any other form of magical resistance.  If all other forms of magical protection fail, Magic Resistance provides an additional, final layer of protection.  For example, when a magus with Magic Resistance has his Parma Magica penetrated by a spell, he will still be allowed another roll based on his innate Magic Resistance.


81
Werewolf.  Treat this as Shapeshifter per the rules in the Medieval Bestiary.


81
Immortal.  This virtue is not allowed.


83
Demon Tainted.  This virtue is not allowed for player characters.


83
Social Contacts.  The contacts and their extent must be consistent with the social status and normal travel ability of the character.  For example, a blacksmith might know  every blacksmith within a distance of one or two day’s travel, but have little contact with those further away.  A noble might know fewer individuals, but over a wider area.  If the individual changes the location of their home, it may require a few years to fully establish a new set of contacts.


83
Animal Companion.  This animal is not suitable to become a familiar.


83
Gang Member.  This virtue is not allowed.  A character cannot be a member of a gang and a member of a game troop.


84
Gang Leader.  This virtue is not allowed.  A character cannot be a member of a gang and a member of a game troop.


85
Good Characteristic,



Superior Characteristic,



Mythic Characteristic.  A character may take only one of these virtues.


87
Knight.  The season to be spent will be specified by the Campaign Master at the beginning of a year (normally not winter).  At the Campaign Master’s option, additional seasons of service may occasionally be required of the knight during a year.  Such extra seasons do not count against the required service of later years.  The Campaign Master may also allow a year to pass without requiring a season of service.  The service is based on the seriousness of the wars where the knight owes his fealty.


87
Business.  The character must spend at least one season per year to maintain the business.  Which season will be spent must be declared at the beginning of the year, and may not include winter.  Failure to do this will eliminate the annual income.  Failure to do this for three years in a row will destroy the business.


87
Clergy.  The character must spend at least one season per year to perform their religious duties.  Which season will be spent must be declared at the beginning of the year, and may not include winter.  A character who also takes the virtue Knight is a member of a fighting religious order.  The requirements of both virtues apply for the total seasons of service.


87
Redcap.  A Redcap character must devote a minimum of one season per year, excluding winter, to duties as a Redcap.  A covenant may also require a Redcap to undertake messenger duties at any time.


87
Vow.  Vows must be clearly defined and consistent with the period.  Maintaining the vow will be a major part of the character’s life.  The Campaign Master must approve the vow.


88
Hired Sword.  This flaw may not be taken by player characters.  All new grogs entering the covenant are like this.


90
Abilities.


Additional Abilities.  Abilities from other source books may not be used without the permission of the Campaign Master, until each source book has a write up similar to this one.



Starting Ability Levels.  A starting character may not have an Ability value which exceeds the character’s age divided by six.  Experience points may be added to the score in the Ability proportional to the character’s age.  For example, a 20 year old character may have a maximum ability score of 3 (20 / 6 = 3, remainder 2).  An additional 1 experience point may be applied (remainder divided by 6 times the next level - (2 / 6) * 4 = 1.25, which rounds down to 1).  No character with a starting age less than 40 may start with any ability score greater than five, with no extra experience points.



Unless explicitly granted by a Virtue, Flaw, or another Ability, a starting character may not start with any Ability at a score of 0 (zero).


92
Exceptional Talents.  Exceptional Talents are based on magic.  Some theories about magic suggest that Exceptional Talents are based on imperfect, diminutive, or variant forms of The Gift .  Regardless, the talent is working via magic.  As a result, Parma Magica and other forms of magic resistance may block the actions of exceptional talents.


92
Alchemy.  Alchemy may be learned by applying adventure experience, annual experience, studying texts, or learning from a teacher.


93
Enchanting Music.  Enchanting Music may be resisted by Parma Magica and other forms of Magic Resistance.


94
Entrancement.  Entrancement may be resisted by Parma Magica and other forms of Magic Resistance.


94
Herbalism.  Herbalism may be learned by applying adventure experience, annual experience, studying texts, or learning from a teacher.


94
Hex.   A hex may be resisted by Parma Magica and other forms of Magic Resistance.


95
Physical Talents.  All of the Physical Talents may be learned by applying adventure experience, annual experience, or from a teacher.


95
Dodge.  This skill may be used to dodge targeted spells in the same manner as for projectile weapons.  The target must be aware of the attack to dodge it.


100
Church Lore.  As described, this Ability refers to western Christianity (modern Roman Catholic).  This Ability may be taken for other religions with the permission of the Campaign Master.


101
Church Knowledge.  As described, this Ability refers to western Christianity (modern Roman Catholic).  This Ability may be taken for other religions with the permission of the Campaign Master.


101
Scribe.  A character must have a score in the appropriate Speak to have a Scribe skill.  A Scribe skill may never have a value greater than the associated Speak Language skill.


105
Using Confidence.  A Game Master may declare that confidence is not usable in a situation.


106
Personality Traits.  Any Personality Traits not on the list on page 106 must be approved by the Campaign Master.


109
Size.  No full grown human character may have a Size of less than -1 nor greater than +1 (except for midgets which may be -2).


109
Body Levels.  “Hit Points” are used in addition to Body Levels.  The damage normally used to compute Body Levels is totaled as Hit Points.  One Body Level is assigned for every five full Hit Points.

Covenants, Chapter Four
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111
Covenants.  The Covenants source book (for 2nd Edition) will be used for covenants.  This chapter will be treated as background material (note that much of the chapter is the same as the Covenants book).

Combat, Chapter Five
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137
Combat.  A combat round will be 10 seconds under all conditions.  Contrary to the rules as written, many combat actions cannot vary at the will of the Game Master  Why does an archer shoot once in 6 seconds if that is used as the length of a round, but later only shoots once in 12 seconds when that is used as the length of a round?  Clearly this should be a constant.  A comparison of the movement rates to real movement shows that 10 seconds is a good approximation.


138
The Action System.  Dueling Combat (page 146), not the Action System, will be used for all combat.  Many of the formulae in The Action System section apply to Dueling Combat.  For any Action System formula which is used and which has a “+6” modifier, replace the “+6” with a stress die.



Note that many of the page references for the changes to the combat system are to rules in the Action System.  This is done since the Dueling System is essentially a modification of the Action System, and changes to the Action System will apply to both systems.


138
Combat Sequence. (and 146)  The combat sequence is modified to provide additional structure to combat.  The Between Time step will be broken into two steps; Declarations and Initiative.  The Magic and 2nd Missile step will be broken into two steps; Magic and Second Missile.  Two new steps will be added at the end of the original sequence; Fatigue and Other.



In the Declarations step each player character will declare what will be attempted in the current round of combat.



In the Initiative step the order in which characters will execute actions will be determined.  While experienced players will probably know the initiative sequence in the Declarations step, the Game Master should not provide this information until the Initiative step.



Only magic will occur in the Magic step.  This enables magic users to execute their combat actions before quick missile users are allowed to fire a second time.



The Second Missile step will be used by any missile weapon using character who has the ability to act twice in a combat round.



In the Fatigue step characters will determine their fatigue based on the action(s) performed in the current turn.  Note that this means Fatigue will not be based the change in actions between turns, but on the specific action of a turn.  Except under a special condition, all combat actions, except spell casting and walking, are treated as strenuous for purposes of Fatigue.



The Other step is provided to allow a place for any action or determination to be made which is not explicitly part of another step.



The following replaces the Combat Sequence Chart on page 139.

Step 1
Declarations

Step 2
Initiative

Step 3
Movement

Step 4
First Missiles

Step 5
Melee

Step 6
Magic

Step 7
Second Missiles

Step 8
Fatigue

Step 9
Other


139
Defending Against Missiles.  A target which does not have the Dodge skill does not suffer a -3 penalty when attempting to dodge missiles.  This is implied but not made explicit in the rule.


139
Missile Fire Table.  The following modifiers will be applied to Missile Ease Factors.

Shooter walked
+2

Shooter ran
+6

Shooter injured in current turn
+3

Firing into melee
+4



As a general rule, the ease factors for missile fire are generally far, far to generious (i.e., it is much too easy to hit targets).  Game Masters may artibitrarily wish to apply a modifier of +2 to +5 to all missile fire at other than very short ranges or very easy targets.


140
Preparing Missiles.  Ignore this rule.  Use only the modified Dueling rules for determining how missiles are prepared and fired.


143
The Six Basic Action Combat Scores.  Replace all “6” additions in the formulae with a stress die roll for the Dueling System.


143
Magic.  The use of a fast-cast spontaneous spell during a round replaces the action of the caster for the round.



The use of a magic item may or may not replace the action of the user, depending on upon the length of time required to activate an effect in the magic item.


146
Dueling Combat.  The Dueling Combat system will be the standard combat system used.


146
Movement.  All movement computations will include Encumbrance.  If the resulting value is zero or negative, the character is unable to move without additional exertion (i.e., they must move by selecting a movement rate other than walking).


146
Missiles.  Missiles may not be fired by an individual engaged in melee, except for a crossbow which is already cocked at the start of a melee turn.  Crossbows may not be cocked while in melee.



Note that the third sentence of the III. Missiles rule; “A special missile weapon, designed for a high rate of fire, may also increase the number of shots you get per Round.” is the produce of a fantasy game writer.  There were no such weapons in medieval Europe.



Firing Into Melee.  When someone fires a missile weapon into a melee or at a person with others between or beyond the target along the line of flight, a miss may mean someone or something else was struck.  There can be no hard and fast rules for who or what may be hit, however, some general guidelines should apply.

1)
A miss fired into melee is not an automatic hit upon someone else.  The missile could strike the target, but be deflected by armor or embed itself in a shield.  Also, the missile could simply fly off without striking anything.

2)
In a dense melee, with the target roughly centered on the melee, the odds of hitting someone else are high.

3)
In a one-on-one action, a miss of one is probably a miss of both.

4)
Base the likelihood of hitting something else on how badly the shot was missed.  For a slight miss, if someone else is struck, they will be on the line of flight.  If the miss was by a large number, the chances of someone farther from the target being hit are greater.

5)
Finally, remember that this is not Hollywood.  A projectile which is fired and misses must go somewhere.  The projectile does not disappear just past the target when it misses.


146
Missile Rate Table.  Under no circumstances may a crossbow fire more often than once per turn.  A Heavy Crossbow may fire no more than once every other turn.  An Arbalest may fire no more than once every third turn, regardless of the Missile Rate of the user.


147
Missile Damage.  Contrary to both the Action and Dueling Systems, the damage caused by missile weapons is a function of more than the weapon itself (go ahead and try to pull a 150 pound English long bow and see if strength is not a factor).  Bows will be rated by their “pull” in pounds (multiples of 10).  [Note that a bow with a pull of 60 or 70 pounds would be a “heavy” bow in the time setting for Ars Magica, and the famous English long bow does not yet exist.]



Ignore the Strength requirement for all bows.  The requirement to use a bow will be Strength plus Weapon Skill greater than or equal to the pull of the bow divided by 10.  [In this case the Weapon Skill represents not only the skill in using the weapon, but the increase in strength due to constant practice.]



The Weapon Damage for a bow shall be;


Pull
Weapon Damage

20-30
+2


40-50
+8


60-80
+14


90-110
+20


120+
+26


147
Multiple Missile Steps.  In the case of a person able to fire two shots per round, he may give up one phase instead of one round to gain the +3 bonus for aiming with the next shot.


147
Melee Engagement Limit.  There is a limit to the number of opponents who may engage one enemy at a time in melee.  Where the Sizes of the attackers are +/-1 of the attacked individual, up to four attackers may engage at Touch or Reach plus an additional four at Close (ex., against one man there could be up to four men with swords plus four men with pole arms).  As the actual size of a creature increases or decreases geometrically compared to its Size value, when engaging or being engaged by creatures with Sizes of less than -3 or greater than +3 almost any number is possible.  A Game Master will have to make this determination (ex. how many insects can attack a dwarf in melee?).


150
Two-Weapon Use.  This rule is overly complex and does not well reflect reality.  It will be replaced.



Weapons in the off-hand function in the same manner as for the standard hand, with one exception.  That is, any weapon to be used in the off-hand requires an “off-hand” Attack or Defense skill.  The exception will be that a character which does not have the Ambidextrous Virtue will have a -3 penalty for all Attacks with the off-hand.  Defense will be as normal.  Note that the “Shield, Defend”, or “Shield, Attack” skills are assumed to be “off-hand”.



Example: A warrior with Dagger, Off-Hand Attack skill of 3 but no Ambidextrous Virtue would attack at 3 + (-2) = +1.  With the Ambidextrous Virtue the attack would be 3.


151
Great Blow.  The Short Term Fatigue roll is in addition to any roll due to other combat actions.


151
Mounted Combat.  The bonus against opponents on foot will be +3, not +1.  A rider with a Ride Skill of 5 or greater is not required to make the extra Botch roll during combat.


152
Keeping At Bay.  Just as there is a bonus when a person with a longer weapon has a person with a shorter weapon at bay, there must be a penalty when the opponent is inside the reach of the longer weapon.  When this occurs, the longer weapon will have a -2 penalty to Attack and Damage rolls.  Generally a difference of two feet in the Space of the weapons may be sufficient to cause this penalty, although a Game Master may rule on specific situations.


158
Short-Term Fatigue.  If in a round a character both moves by running and engages in an action, that character shall be required to make a Fatigue.  This Fatigue roll shall be in addition to any other required Fatigue roll.


158
Long-Term Fatigue.  A full night’s sleep usually recovers all lost Short Term Fatigue levels (assume approximately double the normal recovery rate).  A full night’s sleep will recover one or two Long Term Fatigue levels, depending on the length of the rest.  Long Term Fatigue will be recovered at an approximate rate of one level per six hours of good sleep, or one level per ten hours of simple rest (not asleep).


159
Wounds.  Wounds will not be counted only in terms of Body Levels, but will also include Hit Points.  Each Body Level represents 5 Hit Points.  Hit Points are accumulated for any Damage in excess of Soak (a strike which hits for 2 points of damage causes 2 Hit Points).  A Body Level is lost whenever the total Hit Points passes a multiple of five (thus at 5 Hit Points a typical person passes the “Hurt” Body Level).



Dying.  Anyone who loses Body Levels beyond Incapacitated is dying, but not yet dead.  Use the following table to determine roughly how long a character may live after the death blow.  In all cases, a botch on a Stress Die will mean an unexpected instant death.  For the last hour of life roll a Simple Die for tenths of an hour (6 minutes) intervals (0 = one or two minutes maximum).  During this time, failure to treat the wounds may hasten the time of death.  Healing is possible, but should become harder as time passes (Game Master’s option).  In all cases, even 6+ Excess Body Levels, the person will live for at least one combat rounds, allowing time for healing (the healing would have to bring the person back to a level above Incapacitated to prevent death).


Excess Body



Levels
Result





1
Will last for Stress Die - 2 hours


2
Will last for Stress Die - 4 hours


3
Will last for Stress Die - 6 hours


4
Will last for Stress Die - 8 hours


5
Will last for Stress Die - 10 hours


6+
Give it up, the guy has been hacked apart, and is dead!


160
Wound Recovery Chart.  The chart allows for one roll to determine the total length of recovery.  This will apply only if the hurt person is tended by the person who made the original roll for the entire time.  If that person does not continue the care, then a new roll must be made when any stage of healing is completed.  For example, a person with Medium wounds is tended by a healer who generates a 10 on the chart.  The wounded person will heal to Light wounds in 18 days.  At that time, if the same healer has attended the wounded person, and continues to do so, the healing will continue with 7 days to recover from the Light wound.  If that healer is not present, then a new roll will be required to recover from the Light wound level.  A new roll will also be required if the healer does not remain in regular attendance, but only “checks” on the patient now and then (such as when a roll is required).



While recovering, the wounded person will get back Hit Points proportional to the amount of healing time that has passed.  For example, if 21 days are required to recover from a Medium wound, the person would get back 1 Hit Point every 4 days, except for the first point, which would require 5 days.


160
Catastrophe Subchart.  Confidence may not be used for Stress Die rolls on this chart.


161
Fire Damage Table.  The entry of “none” for Damage from a Candle should instead read “+0” [Stick your hand in the flame of a candle and see if you get hurt!].


162
Recovery In The Field.


Hurt.  This applies only to the Hurt Body Level.  A character will recover 1 Hit Point for every 2 hours of good, restful sleep.  After sleeping, the character will recover 1 Hit Point for every 4 hours awake and not undergoing strenuous activity.  If the character does not rest, no Hit Points will be recovered for 24 hours, and then recovery will occur as per the two previous sentences.



Light, Medium, And Heavy Wounds.  These wound levels may be recovered in the field, provided the wounded person undertakes no activity (nothing!) and rests (i.e., bed rest).  Use the Wound Recovery Chart and double all recovery times.  A new recovery roll must be made at the start of the healing for each reduced wound level (ex. a new roll is required when starting the healing for Light wound after recovering from a Medium wound), regardless of the attending healer.  Any activity or travel prevents wound recovery, and a new recovery roll must be made each time the healing process restarts (ex. if a character heals for a while and then travels, a new roll is required on the Wound Recovery Table to see how long it will now take to recover).


162
Fire.  Damage rolls for Fire will use a Quality Die, not a Simple Die.


162
Falling.  Falling will be defined as any uncontrolled drop, or a controlled drop from a dangerous height.



Damage.  The first six feet of a fall are not counted towards the damage caused by the fall.


164
Melee Weapon Chart.


Unarmed.  This line is not normally used due to the use of the Dueling Combat rules.  Brawl is typically used for all such combat.  A character may request to use this line if the character is attempting to remain in normal melee combat without a weapon.



Load Changes.  Load will be computed in tenths of a point.  The Load for the following weapons are changed from 0 (zero) to the indicated values.


Club (1h)
0.2
Club (2h)
0.4


Mace (1h)
0.4
Mace (2h)
0.6


Short Spear (1h)
0.3
Short Spear (2h)
0.4


Dagger
0.1
Javelin
0.2


Target Shield
0.3
Throwing Knife
0.1


Quarterstaff (2h)
0.2



Space Changes.  The Space value for all weapons with non-zero values is increased by 1.  The following Space values are changed from a value of zero.


Short Spear (1h)
2
Short Spear (2h)
3


Short Sword (1h)
1
Knight Shield
1



Other Changes.  The following other changes are made to the Melee Weapon Chart data.  The Knife is added.


Dagger:
Expense stan, Str -4


Long Spear:
Expense stan


Throwing Axe:
Str 0, may otherwise be used as a Hand Axe (1h) in melee except with a Weapon Damage of +5.


Throwing Knife:
Str -3, may be used in melee with the same values.


Knife:
Expense inex, Speed +0, AtkB +4, WpnDam +1, ParB +0, Str -4, Load 0.1, Space 0


165
Missile Weapon Chart.  The following changes and additions are made to this chart.


Sling:
Str -3


Bows:
Ignore the entries for bows.


Bow (20-30):
Expense inex, Load 0.3


Bow (40-50):
Expense stan, Load 0.4


Bow (60-80):
Expense stan, Load 0.5


Bow (90-110):
Expense expn, Load 0.5


Bow (120+):
Expense expn, Load 0.5

Magic, Chapter Six
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172
Casting A Formulaic Spell.  Note that limits on Formulaic spells are described under Casting Ritual Spells on page 174.


173
Casting A Spontaneous Spell.  Note that limits on Spontaneous spells are described under Casting Ritual Spells on page 174.



Partial Effects For Spontaneous Spells.  The player will state the anticipated spell level needed to achieve the desired effect.  If the Game Master determines that this level is significantly in error (off by more than ±5), he may allow a Magic Theory + Intelligence Stress Roll against a 12+ Ease Factor to see if the character realizes the error.



Time Required For Similar Spells.  The fourth paragraph of this section mentions a need for one minute to consider the similarities of spells, but does not state this in the form of a rule.  If a magus needs a full minute (six combat rounds) to make this determination, then the spells are not similar.  Instead the following rule shall be used.



The time to consider whether or not a spontaneous spell is similar to a known formulaic spell will be one minute in general game play, or one full combat round, if rounds are being used.


174
Casting Ritual Spells.  The casting roll for a Ritual Spell is the same as for a Formulaic Spell, except that since vis must always be used in a Ritual, the associated die roll must always be a Stress Die.



Caster Form. A magus must be in human form to perform a ritual spell.  This is true regardless of abilities such as Quiet Magic, Subtle Magic, Silent Magic, etc.


175
Similar Spell.  A spell will be considered similar as long as it differs from another spell in no more than two (not one) of the listed categories.


177
Spell Targeting Table.  The values in this table are very generous.  As a general rule, Game Masters should add at least 3 to all values, except Free Shot, and more for harder targeting.


177
Penetration Table.  Penetration is not properly discussed in the rules other than in this minor table.



Spontaneous Spells.  The Penetration Total for Spontaneous spells shall be the same as for Formulaic spells (i.e., the final spell roll, as modified) + Penetration.


178
Spells: Resisted & Not Resisted.  The spell Visions of the Infernal Terrors (Mu Im 30, page 220) is resisted, not as the associated note indicates “because of the Mentem Requisite of the spell”, but because the spell is cast upon the target, not the target’s surroundings.



The Transmogrify Spell (Mu Vi Gen) spell is not listed in the spell section.  It is an early version of The Sorcerer’s Fork (Mu Vi Gen) and was only included in the Ars Magica (1st Edition) rule book. [Well done, 2nd and 3rd Edition editors and proof readers!]


180
Parma Magica. A magus must be in human form to perform the ritual to create Parma Magica.  This is true regardless of abilities such as Quiet Magic, Subtle Magic, Silent Magic, etc..



Parma Magica is also considered to protect any personal possessions which the magus wore at the time the Parma Magica was cast.  This applies only when such items are in contact with the magus or worn on his person when the protection is needed.


180
Distraction Table.  When more than one of the listed distractions applies add a modifier of 3 for each additional distraction to the Ease Factor for the worst distraction.


181
Raw Vis.  When using vis with a spell, the vis need not be all of the same type.  For example, given a Muto Corporem spell with an Animal requisite, any combination of Muto, Corporem, or Animal vis is acceptable and usable.



Vis Usage Limits in Spells.  Refer to the section in the Special rule Changes And Additions for an extended discussion of this subject.



Recording Vis.  Magi must record the exact form of all vis they possess.  A lump of five pawns of Creo vis is not the same as five small bones, each with one pawn of Creo vis.


184
Mastering a Spell.  When casting a mastered spell, the caster may, at their option, elect to cast the spell as if it were not mastered.  None of the benefits for a mastered spell apply if this option is used.


184
Fast-Cast Spells.  Fast-Casting a spell replaces all other actions, except movement, in a round.  At any time in a round prior to taking an action, a magus may elect to perform a Fast-Cast Spell, however, once someone else has announced an action (most notably performing a Fast-Cast Spell), a magus may not attempt to preempt this with an offensive Fast-Cast Spell of their own.  For example, the Good Wizard and the Bad Wizard each announce intentions to cast Ball of Abysmal Flame at each other during the Declaration step (Between Time) of a round.  As soon as the Movement phase begins, the Bad Wizard announces he will Fast-Cast a Pilum of Flame at the Good Wizard.  Since the Bad Wizard has made an announcement, the Good Wizard may elect to react with a Fast-Cast defensive spell, but cannot attempt to contest with the Bad Wizard to first cast his own Fast-Cast attack spell.



Ease Factors.  Contrary to the statement at the beginning of the text on page 185, a Stress Die is included in a Fast-Cast attempt when time is the opponent.  The Game Master should set an appropriate Ease Factor based on how hard it is to quickly get off a spell when something is happening during a round.  For example, an Ease Factor of at least 12+ would be required to save someone who is falling from a relatively low level (about 10 feet or less).  The Ease Factor would be less for a longer fall, because it takes a longer time, giving more time for the spell to be cast.  Game Masters should remember that the issue for the Ease Factor is the time length remaining in a round.


185
Fast-Cast Defense Summary.  The note at the bottom of the table needs clarification.  As stated, the Fast-Cast Defense spell against mundane attacks would fail if any one weapon in the attack was not something against which the spell could defend (ex. a spell which stops all wooden objects from getting close to the magus would fail if one of the attacking weapons was an all metal sword).  The spell will work against all appropriate weapons, whether  or not there are weapons present against which it cannot defend (thus, using the previous example, the spell would still stop arrows, but the sword would pass through the spell).


187
Extra Care.  If a magus does not have a Meditation Ability, there is a -3 penalty to the roll.


187
Spell Foci.  A Spell Focus created via magic must have a Duration of Instant, not Permanent.



 Spell Foci may be preserved or modified by magic, within limits, without effecting the ability of a focus to function. Some foci (ex. a hailstone) cannot survive long in their natural state. Magic may be used to preserve such foci, provided the fundamental nature of the focus itself is not changed. Similarly, a spell focus may be magically reduced in size without changing its use as a focus. For example, a fire drake's heart would be at least the size of a cow's heart. This is too big to carry around, even in a dried form. A spell may be used to make the heart smaller, provided the vis in the heart is not removed. 



Spell Foci do not aid in the casting of spontaneous spells, the creating of enchanted items, or the brewing of potions.


187
Using Raw Vis.  Vis may be used to make a formulaic spell either Permanent or Instant, not just Permanent.  Which is appropriate will be determined by the Game Master.


188
Counteraction Spells.


Spells Cast on Oneself.  A magus may nullify a spell they have cast upon themselves by expending one Round of time.  No roll is required.



Spells Cast on Others.  A spell not made Instant or Permanent may be nullified by the caster by expending one Round of time and making a Concentration roll with an Ease Factor of 6+ with any appropriate Distraction modifications (page 180).



Permanent Spells.  A spell with a Duration of Permanent must be nullified in the same manner as for nullifying the spell of another magus (i.e., a counter spell is required).



Instant Spells.  A spell with a Duration of Instant cannot be nullified.


189
Certamen.


Defenses.  All physical magical defenses cease to exist during Certamen.  This includes any magic devices or spells which a magus would otherwise have to defend against physical defense.  The same shall apply to all magical defenses, including Parma Magica.  Parma Magica does need to be cast again after Certamen.



Phantasms.  Certamen may be fought with or without the battle of the phantasms as described in the rules.  At its heart Certamen is pure magical combat.  This may be described as desired by the Game Master, but all that matters is the interaction of the magic.
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193
Range.  A new Range of “Far” is added.  Far is anything within about one hundred paces of the magus.


194
Duration.


Momentary.  The Duration of Instant is changed to Momentary as in the 4th Edition rules (page 104).



Season.  The Duration of Season is added.  The spell lasts until the next solstice or equinox.



Permanent / Instant.  The Duration of Permanent and Instant are defined as in the 4th Edition rules.



Permanent Duration effects have magical results which last forever, unless dispelled.  For example, the ritual spell Edge Of The Razor creates a magically sharp edge on a weapon.  Permanent effects are always detectable as magical and always require the expenditure of vis.



Instant Duration effects have natural results which last forever, and cannot be dispelled.  For example, a Creo Terram spell to create a rock could be made Instant with the application of vis.  The rock thus created would be a “real” rock, fundamentally indistinguishable from any naturally created rock.  Instant effects are detectable as magical for only a very short time after the effect occurs (depending on the size of the object).  Instant effects always require the expenditure of vis.


194
Spell Focus.  Unless a Spell Focus is unusually large and unwieldy, it may be assumed that it does not interfere with the normal use of gestures when casting a spell.


195
Perdo.  See the discussion on Perdo Spells in the following Rules Changes and Additions section.


195
The Wizard’s Sigil.  Refer to the discussion on Studying Magical Arts Thorough Vis Experimentation in the Rule Changes And Additions section.


195
Spell Laws.


Arcane Connections.  To answer a question which has been raised; despite the Law of Contagion, the droppings of an animal, or person, are not an arcane connection to that animal or person.



The second-to-last paragraph states “To gain great Range with a Spontaneous spell, ...”  The rest of the statement is true for all types of spells, not just Spontaneous spells.


196
Creo Animal Spells.  A Creo Animal spell may not have a Duration of Instant if a living creature is created.


196
Full Health of Beast And Bird.  The Duration of this spell is Sun/Momentary.


196
Creo Animal Lvl 10 Spell.  When using Conjuration of Savory Beef, the meat created is magical, unless vis is used to make it Instant.  It is filling, but provides no nourishment.



To “create the full corpse of an animal” produces only a small animal, such as a squirrel.  Higher level spells are required to create larger animal corpses.


196
Soothe Pains of the Beast.  The Duration of this spell remains Sun/Inst.


196
Weaver’s Trap of Webs.  The Duration of this spell is Sun/Permanent.  The spider web Spell Focus need not be cast to create the effect.  This is a Creo spell, not a Muto spell.


196
Creo Animal Lvl 25 Spell.  The statement “the animal must be non-magical” requires explanation.  The created animal may not be a mythical or magical beast (ex. a griffin), it must be a common beast (ex. a dog).  However, the animal, when created, is magical in the sense that it is detectable as a magically created creature.  The Duration of such a spell would normally be Sun/Permanent.


196
Creo Animal Lvl 35 Spell.  The “non-magical” creature follows the guidelines of the previous Lvl 25 spell.


196
Creo Animal Lvl 40 Spell.  The “non-magical” creature follows the guidelines of the previous Lvl 25 spell.


196
Curse of the Ravenous Swarm.  The Duration of this spell is Sunrise/Sunset, not Moon.  At the end of the spell’s duration, the insects all die and quickly (a few hours) disappear.


197
Vision of the Marauding Beast.  The Duration for the spell is only Concentration.  Ignore the Instant.


197
Muto Animal Lvl 5 Spell.  The Duration of the spell to turn meat into maggots, etc. is Sunrise/Sunset, not Instant.


197
Muto Animal Lvl 10 Spell.  The change to the animal’s limb must be relatively minor, such as make it weaker, shorter, lame, etc., and consistent with the type of animal.  For example, the spell could not change the leg of a dog into the leg of a horse.


198
The Immaculate Beast. The Duration for this spell is Sun/Instant.


198
Muto Animal Lvl 20 Spell.  The size of the beast may not be changed.


198
Steed of Vengeance.  A Ride test against an Ease Factor of 9+ is required every ten minutes when riding such a beast.  If the test is failed, the rider falls and may be attacked by the beast.


198
The Beast Remade.  The Duration of this spell is Sun/Moon.  It may not be extended to Permanent under any condition.


198
Muto Animal Lvl 35 Spell.  This has the same limitation as that for The Beast Remade.


198
Perdo Animal Spells.  See the discussion on Perdo Spells in the following Rules Changes And Additions section.


198
Decay Fur and Hide.  The Duration for this spell is Sun/Instant.


198
Alleviate the Serpent’s Bite.  The Duration for this spell is Sun/Instant.


198
Cripple the Howling Wolf.  The Duration for this spell is Sun/Instant.


199
Cleanse the Verminous Infestation.  The Duration for this spell is Momentary and it has a Perdo Requisite.


199
The Hunter’s Lethal Arrow.  The Duration for this spell is Momentary.  The spell must be cast at Touch range if the Spell Focus is used.


199
Soothe the Ferocious Bear.  The Duration for this spell remains Conc./Inst.


199
Mastering the Unruly Beast.  The Duration for this spell is Conc. (delete Inst.).


200
Breaking the Perpetual Drought.  The Duration for this spell is Season, not Instant.


200
Lungs of Water and Death.  The Duration for this spell is Concentration.


201
Subtle Taste of Poison and Purity.  The Duration for this spell is Momentary.


201
Voice of the Lake.  The Range for this Spell is Touch.  If a river, stream, or large body of water is queried, it only knows about things within sight of the location of the magus.


201
Breath of Winter.  The Duration for this spell remains Instant.  The changed snow will begin to melt depending on the surrounding temperature.


202
Perdo Aquam Spells.  See the discussion on Perdo Spells in the following Rules Changes And Additions section.


202
Parching Wind.  The Duration for this spell is Momentary, not Instant.


202
Incantation of Putrid Wine.  The Duration for this spell is Sunrise/Sunset.  The room will lose the stench soon after the end of the spell’s duration.


202
Curse of the Desert.  The Duration for this spell is Momentary instead of Instant.


202
Vile Water of Sterility.  The Duration for this spell is Sun/Permanent.


202
Waves of Drowning and Smashing.  The Duration for this spell is Momentary.


203
Neptune’s Wrath.  The Duration for this spell is Momentary, not Instant.


203
Air’s Ghostly Form.  The Duration for this spell is Momentary.


203
Stench of the Twenty Corpses.  The Duration for this spell is Momentary.


204
Wreaths of Foul Smoke.  The Duration for this spell is Momentary.  For plants in the area to also be damage a Herbam and Perdo Requisite will apply.  The stench dissipates naturally, with no lingering smell.


204
Clouds of Summer Snow.  The Duration for this spell is Momentary.


204
Clouds of Rain and Thunder.  The Duration for this spell is Momentary.


204
The Incantation of Lightning.  The Duration for this spell is Momentary.


204
Wrath of Whirling Winds and Water.  The Duration for this spell is Momentary.


204
Sailor’s Foretaste of the Morrow.  The Duration for this spell is Momentary.


204
Blasting Wind, Blinding Mist.  The Duration for this spell is Momentary.


205
Clouds of Thunderous Might.  The Duration for this spell is Momentary.


205
Talons of the Wind.  The Duration for this spell is Momentary.


205
Thief of the Stolen Breath.  The Duration for this spell is Momentary.


205
Room of Stale Air.  The Duration for this spell is Momentary.


205
Quiet the Raging Winds.  The Duration for this spell is Momentary. If there is a strong wind, it will reassert itself within a few rounds.


205
The Cloudless Sky Returned.  The Duration for this spell is Momentary.


206
Jupiter’s Resounding Blow.  The Duration for this spell is Momentary.


206
Broom of the Winds.    The Duration for this spell is Momentary.


206
Gathering of the Stormy Might.  The Duration for this spell is Momentary.


206
Creo Corporem Spells.  All spells in this section with Instant Duration retain this Duration.


207
Intellego Corporem Spells.  All spells in this section with Instant Duration have their Duration changed to Momentary.


208
Muto Corporem Spells.  All spells in this section with Sun/Inst Duration will have a Duration of Sun/Moon.


209
Invocation of Weariness. The Duration for this spell is Momentary.


210
Dust to Dust. The Duration for this spell is Sun / Instant.


210
Confound the Connections. The Duration for this spell is Sun / Instant.


210
The Wound that Weeps. The Duration for this spell is Concentration.


210
Incantation of the Milky Eye.  The Duration for this spell remains Moon/Instant.


210
Twist of the Tongue. The Duration for this spell is Momentary.


210
Bane of the Decrepit Body. The Duration for this spell is Momentary.


210
Curse of the Unportended Plague.  The Duration for this spell is Momentary.


210
The Kiss of Death.  The Duration for this spell is Momentary.


210
Clenching Grasp of the Crushed Heart.  The Duration for this spell is Momentary.


210
Spasms of the Uncontrolled Hand.  The Duration for this spell is Momentary.


211
The Gift of Vigor.  The Duration for this spell is Momentary.


211
The Walking Corpse.  The Duration for this spell is Permanent.


211
The Leap of Homecoming.  The Duration for this spell is Momentary.


211
The Seven League Stride.  The Duration for this spell is Momentary.


211
Creo Herbam Spells.  Except as noted, all Instant Duration spells in this section retain their Duration.


211
Restoration of the Corrupted Plant.  The Duration for this spell is Momentary.


212
Probe Nature’s Hidden Lore.  The Duration for this spell is Momentary.


213
Transformation of the Thorny Staff.  Delete the Inst from the Duration for this spell.


213
Dance of the Staves.  The Duration for this spell is Momentary.


213
Rope of Bronze.    The Duration for this spell is Sun / Instant, not Sun / Perm.


213
Piercing Shaft of Wood.  The Duration for this spell is Sun/Permanent, not Instant.


214
Perdo Herbam Spells.  See the discussion on Perdo Spells in the following Rules Changes And Additions section.



All Instant Duration spells in this section will have a Duration of Sun / Instant.


214
Strike of the Angered Branch.  The Duration for this spell is Momentary.


215
Heat of the Searing Forge.  The Duration for this spell is Momentary.


216
Flash of the Scarlet Flames.    The Duration for this spell is Momentary.


216
Pilum of Fire.  The Duration for this spell is Momentary.


216
Arc of Fiery Ribbons.  The Duration for this spell is Momentary.


216
Ball of Abysmal Flame.  The Duration for this spell is Special, as described in the spell description.  If the caster of the spell is within 5 paces of the point of impact of the ball, the caster must make a roll for blinding.  If the caster, or any part of the caster’s body is in contact with the ball or the target when the ball hits, the caster will also take damage.


216
Tales of the Ashes.  The Duration for this spell is Momentary.


217
The Many-Hued Conflagration.  The Duration for this spell is Momentary.


217
Soothe the Raging Flames.  The Duration for this spell is Special, as described in the spell description.


217
Winter’s Icy Touch.  The Duration for this spell is Momentary.


217
Conjuration of the Indubitable Cold.  The Duration for this spell is Momentary.


218
Tremulous Vault of the Torch’s Flame.  The Duration for this spell is Momentary.


218
Leap of the Fire.  The Duration for this spell is Momentary.


218
Burst of the Sweeping Flames.  The Duration for this spell is Momentary.


219
Restoration of the Lost Image.  The Duration for this spell is Momentary.


220
Restore the Image Transformed.  The Duration for this spell is Momentary.


220
Dispel the Phantom Image.  The Duration for this spell is Momentary.


221
Restore the Moved Image.  The Duration for this spell is Momentary.


222
Creo Mentem Spells.  All Instant Duration spells in this section will have a Duration of Sun/Instant.


223
Intellego Mentem Spells.  All Instant Duration spells in this section will have a Duration of Sun / Instant.


224
Vision of the Haunting Spirit.  The Duration for this spell is Momentary.


224
Enchantment of Detachment.  The Duration for this spell is Momentary.


224
Recollection of Memories Never Quite Lived.  The Duration for this spell is Sun / Moon.


224
Calm the Motion of the Heart.  The Duration for this spell is Momentary.


224
Loss of But a Moment’s Memory.  The Duration for this spell is Sun / Moon.


224
Passion’s Lost Feeling.  The Duration for this spell is Momentary.


225
Blessing of Childlike Bliss.  The Duration for this spell is Sun / Moon.


225
Black Whisper.  The Duration for this spell is Momentary.


225
Snap of Awakening.  The Duration for this spell is Momentary.


225
The Call to Slumber.  The Duration for this spell is Momentary.


225
Scent of Peaceful Slumber.  The Duration for this spell is 10 Minutes.


226
Summon the Haunting Spirit.  The Duration for this spell is Permanent.


226
Exchange of the Two Minds.  This spell may only be used to switch minds between an original body and another.  It cannot be used to switch minds between the second body and another body.  [This prevents a magus from using this as a form of immortality.]


226
Creo Terram Spells.  Except as noted, all Instant Duration spells in this section retain their Duration.


226
Circle of the Faerie Stone.  The Duration for this spell is changed to Sun / Permanent.


227
Opening the Earth’s Pore.  The Level of this spell is changed to 50.  The Duration for this spell is Sunset / Sunrise.  The lava moves at a quick walking pace and requires about one hour to spread the maximum distance of one mile.


227
Conjuring the Mystic Tower.  The Duration for this spell is changed to Moon / Permanent.


227
Probe for Pure Silver.  The Duration for this spell is changed from Conc. / Inst. to just Conc.


227
Eyes of the Eons.  The Duration for this spell is Momentary.


227
Intellego Terram Lvl 20 Spell.  At Level 20, the distance of vision is limited to 4 paces.


227
The Miner’s Keen Eye.  The Duration for this spell is changed from Conc./Inst to just Conc.


227
Greeting the Maker.  The Duration of this spell is Special, as described in the description of the spell.


227
Edge of the Razor.  The Duration for this spell is Permanent.


227
The Forgiving Earth.  The Duration for this spell is changed from Sun./Inst. to Sun. / Moon.


228
Supple Iron and Rigid Rope.  The Duration for this spell is changed from Sun. / Inst. to Sun. / Permanent.


228
Unyielding Earth.  The Duration for this spell is Sun. / Moon.


228
The Crystal Dart.  The Duration for this spell is Momentary.


229
Earth that Breaks No More.  The Duration for this spell remains Sun. / Inst.


229
Perdo Terram Spells.  Except as noted, all Instant Duration spells in this section will have a Duration of Sun / Instant.


229
Cascade of Rocks.  The Duration for this spell is Momentary.


229
Rego Terram Spells.  Except as noted, all Instant Duration spells in this section are Momentary.


230
The Earth Split Asunder.  The Duration for this spell is Special, as described in the spell description.


230
Creeping Chasm.  The Duration for this spell is Special, as described in the spell description.


230
Crest of the Earth Wave.  The Duration for this spell is Special, as described in the spell description.


231
Shell of False Determinations.  The Duration for this spell is Permanent.


231
Shell of Opaque Mysteries.  The Duration for this spell is Permanent.


231
Intellego Vim Spells.  All Instant Duration spells in this section are Momentary.


233
Muto Vim Spells.  The Duration for all spells in this section is Momentary.


233
Perdo Vim Spells.  The Duration for all spells in this section is Momentary.
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Arcane Studies.  As written, this section implies that Magic Theory may only be learned by the study of vis experiments.  Magic Theory may also be learned from books written on the subject.


237
Magic Theory.  The paragraph describing the Experience Points gained from experimentation specifically fails to state what happens when the level of the experiment is equal to the Magic Theory score.  This is the same as if the experiment were less than the Magic Theory score.


238
Studying Arts.  The studying of a magical Art from a book is included in this chapter, which creates a problem.  Specifically, is a laboratory required to read and learn from a book?  Whether the answer in the rules is intended to be “yes” or not, it should be “no”.



At the subject time, reading was a special activity, normally done standing at a reading desk.  All that should be required to read a book is an appropriate desk and a place where the reader is able to concentrate.  This could be a laboratory, but a laboratory is not required.


238
Basic Laboratory Total.  The aura modifier is added into any Laboratory Total.


238
Scribing And Copying Arts.  The copying limit (nine levels) does not apply if the text is not intelligible.  This may occur if the text was written by someone who was Incomprehensible or if the text is in any way encoded or otherwise protected.  Such sources may be copied, but at only half the normal rate (rounded down), and the problems remain in the copy.


238
Dangers.  Note that, as with all Botch rolls, the basic Botch die is always present, so when rolling Botch dice when vis is used the actual number of Botch dice is the number of pawns of vis used, plus one.


239
Learning Spells.  More than one spell may be learned in a season, provided all spells learned are of the same Form and Technique, and the total level of the spells does not exceed the Laboratory Total.



In the case where a Requisite applies, the Laboratory Total must be based on the lesser of the Form or Technique (as applicable) and any Requisites.



For example, A magus wishes to learn two spells, one of which is Creo Auram 10 Requisite Corporem, and the other is Creo Auram 10 Requisite Ignem.  If the magus has scores of Auram 6, Corporem 4, and Ignem 7, the lowest of these (Corporem) will be used to determine the Laboratory Total.


239
Inventing Spells.  Campaign Master approval is required for all spells which are not from the Spells section of the rule book or an approved source book.


240
Copying Spells.  The copying limit (180 levels) does not apply if the text is not intelligible.  This may occur if the text was written by someone who was Incomprehensible or if the text is in any way encoded or otherwise protected.  Such sources may be copied, but at only half the normal rate (rounded down), and the problems remain in the copy.


240
Translating Spells.  The grimoires of all magi are assumed to not be encrypted.


241
Translating Spells.  In the second-to-last paragraph, the act of obscuring spells is done on the original text.  A new text is not created in this process.


241
Magical Enchantments.  The last paragraph (starts “Because the act ...”) will not apply.  Ritual spells are so poorly defined in the rest of the rules that it is not possible to clearly define what constitutes the “powerful magics of a Ritual spell” (and let’s face it, Edge of the Razor is not a “powerful magic”, so this doesn’t really make sense).


242
Enchanted Devices.  All enchanted devices must be approved by the Campaign Master before creation.  Failure to do so will result in the loss of the time dedicated to the creation of the item, without the creation of the item.



Terminology.  Although not specifically listed, there are actually three types of magical devices.  The following terms will be used to differentiate these three types.

1)
Greater Enchanted Item.  This is an item enchanted according to the rules for Investing Devices (page 243).

2)
Lesser Enchanted Item.  This is a Lesser Enchanted Device (page 248).

3)
Magical Item.  This is any item which has a magical effect other than from an enchantment.  The simplest version of this is a weapon with Edge of the Razor cast on it.


242
Preparation For Enchantment.  The number of pawns of vis determined by multiplying the results of the Material & Size Table by the item’s Size Multiplier is an upper limit on the amount of vis with which an item may be enchanted.  Less vis may be used, with a corresponding reduction in the ability of the item to hold effects.  Note that this does not mean that part of the item is enchanted, but rather that the item is only partially enchanted (i.e., it is not enchanted to its full potential).  Regardless of the amount of vis put into an item, the item may only be enchanted once.



The fourth paragraph of this rule is the source of many problems with regard to enchanting items.  Refer to the Enchanting Combined Items section in the Rules Changes and Additions for details.



Questions have been raised about inscribing shapes from the Forms And Effects Table on items to gain benefits (ex. carving a crown on a ring to gain bonus to control people).  This is not allowed.  Only the physical object grants a Forms And Effects Bonus.



If at any time or for any reason the spell effects on an enchanted item are destroyed, they may not subsequently be replaced.  They are considered totally used when the original effect was instilled, and may not be reused.


243
Talismans.  The rule allows a talisman to also be used as an enchanted item.  The reverse applies.  An existing enchanted item may be used as a talisman, provided it is not already a talisman for someone else.



A talisman may be attuned to only one person.  A second attempt to attune the talisman will fail.  The season spent in the tuning is lost (i.e., the magus does not know the item is already tuned until the effort fails).


244
Effect Details.  The penetration is the level of the effect, unless one of the Penetration options is used from the Effect Modification Table.



If another person gains possession of your magical device, they can use it, unless a power is restricted to specific people.


245
Concentration.  The last sentence, regarding extending an effect across sunrise/sunset with concentration applies only if the effect already had a Duration longer than sunrise/sunset.  Concentration cannot extend an effect with a sunrise/sunset or less Duration.


245
Effect Use.  The +3 modifier applies for each person to which an effect is restricted.  Any person to whom an effect will be restricted must either be present for at least one day during the season the effect is instilled, or an Arcane Connection must be present for that person.


245
Effect Modification Table.  The condition of “Restricted to specific people” will apply for each person to which an effect is restricted.  Thus if an effect may only be activated by three people, there is a +9 modifier.


246
Forms And Effects Bonuses Table.  Additional Forms And Effects Bonuses may be defined and will be listed separately.


249
The Enchanted Item in Use.  If an enchanted device is broken, or the spell effects in any way destroyed, the device may not be enchanted again, nor may replacement effects be instilled.


250
Potions.  Parma Magica is able to resist the effects of a potion, regardless of how it is applied.


252
Laboratory Texts.  Players are responsible for recording all relevant information regarding any  laboratory activities.  Failure to record all required information will be treated as if the character had not created laboratory notes on the subject.


253
Creating Laboratory Texts.  “A lab text is automatically created ...” only if the player keeps the appropriate records.


254
Investigating an Enchantment. An Intellego Vim spell of level 15 is sufficient to detect how much vis was installed into an enchanted item (assuming no wards or other protection prevent detection spells on the item).  Only the number of pawn may be determined in this manner.  It is not possible to determine the total number of effects or their levels, except by standard investigation.  Confidence may not be used in any investigation roll.


255
The Experimental Premise.  The sentence; “You may decide to experiment from Season to Season, as long as you’re beginning a new project.”  and “You can only experiment on a project if you decide to do so from the beginning.” appear to be contradictory, or at least very confusing.



This is translated to mean that at the beginning of a project you may decide whether or not to experiment.  If you decide not to experiment in the first season, then you may not experiment at any point later in that project.  If you decide to experiment in the first season, then you may make the decision again at the start of the next season.  You may continue to experiment in following seasons as long as the project lasts, but if at any point you decide not to experiment, you may not resume experimenting later in that project.



The bonus for experimentation applies only in the season in which it is rolled.


260
Familiars.  Rules modifications, clarifications, and additions have not been prepared for Familiars, since no one in a campaign has expressed an interest in doing this.


267
Finding Your Apprentice.  The process for finding an apprentice will be controlled by the Campaign Master.  Players with characters who want to find an apprentice must inform the Campaign Master.  The finding of an apprentice may be worked into an adventure or be the die roll described.  If the die roll is used, the Campaign Master will set the Ease Factor for the Stress Die + Perception roll.  The minimum value will be 9+.  The Campaign Master will also set the age, sex, and other statistics for the person found for an apprentice.


267
Training Your Apprentice.  The process for the inclusion of an apprentice will be detailed in a separate write up.


267
Fleshing Out Your Apprentice.  If an apprentice is included in campaign play, the education of the apprentice will be limited to the resources at the covenant and those resources which the master may have or find.

Mythic Europe, Chapter Nine
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287
Price List.  The Price List indicates that prices are in “livres”, which equate to English pounds.  This is clearly incorrect.  Treat the prices as silver pence.



Additional price lists may be created to supplement this list.  All price lists should be treated as suggestions, not game rules.

The Realms, Chapter Ten
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307
Realm Power and Domain.  The rating of all realms is limited to a maximum of 10.


328
Areas of Divine Power.  Despite the entry in the table, most rural areas do not have a Divine Aura.  The effect of the scattered individuals is not adequate to generate an aura over a serious area.  Small communities might have a Divine Aura of 1.


329
True Faith.  The Stress Roll required in the fourth paragraph is actually a Quality Roll.


333
The Realm of Reason.  While not prohibited, areas of Reason should be very, very rare.

Saga, Chapter Eleven
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347
Travel Chart.  The values on this chart are extremely generous.  They should be taken as the optimum case for travel by only one or two people.  A more realistic distance for all cases would be 60% to 80% of the indicate values for a group.


347
Raw Vis.  Vis is too plentiful in most campaigns.  Game Masters are expected to keep the amount of raw vis available in adventures within reason.  If there are any questions, confer with the Campaign Master.


349
Tome.  All Game Masters must obtain the approval of the Campaign Master to provide characters with access to any books, texts, or other such items with a level of greater than 12 in a magical art or greater than 5 in a mundane knowledge.


349
Magical Artifacts.  The inclusion of major artifacts must be approved by the Campaign Master.


350
Ending Your Saga With a Bang.  No Game Master has the authority or right to create a situation which could cause the end of the campaign.  Situations which involve the destruction of the covenant, the death of a major portion of the magi or coven folk, or the destruction of large areas of land must be approved by the Campaign Master (and don’t expect approval).


354
Spending Experience Points.  Experience Points awarded for an adventure must be applied immediately upon the end of the adventure.  Experience Points cannot be “stored” for later use.


356
Twilight Points.  Magi may gain Twilight Points at any time, even before they begin using a Longevity potion.  Typically this will be due to Flaws or the study of Vim.  However, the effects of Twilight cannot happen until the magus begins taking a longevity potion.

Storytelling, Chapter Twelve
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364
What Is A Storyguide Anyway.  The terms “Campaign Master” and “Game Master” have been the traditional terms and will continue to be used instead of “Storyguide”.  Any reference to “Storyguide” in the book should be read as “Game Master”.



The second paragraph of this section, states that a Storyguide’s job is not to “enforcement of rules and regulations, in order to keep a game moving smoothly.”  While the rest of the paragraph is correct, it is wrong to imply that the enforcement of rules and regulations is not also a significant part of the Storyguide’s job.


364
Creating Roles.  The end of the first paragraph includes a notable error: “... but do so without actually stating who you are.”  While it would be nice if every Game Master was an outstanding actor, and able to clearly indicate what character they are playing at all times, it is more important that players have a clear understanding of what is happening.  If there is any possibility that players will be confused by the acting, the Game Master should explicitly state what character is taking the action or make a statement.



In the third and fourth paragraphs of this section, it refers to “characters”.  The referenced characters are not between the paragraphs, but are on the next page.


367
Multiple Storyguides.  All players in the campaign are encouraged to act as Game Masters whenever possible.  Everyone is welcome to prepare and run adventures.  The Campaign Master shall retain overall control of the course of the campaign and may overrule individual Game Masters where something in an adventure would conflict with a campaign’s specified history or current events.

Rule Changes and Additions

This section includes rules and discussions which are either too large to fit in the previous section or are notable additions to the rules.

The Medieval Paradigm

Background

The “Medieval Paradigm” is the concept which determines how things work in Mythic Europe.  A debate on this subject by Ars Magica players is a guaranteed argument.  This section is added to define the Medieval Paradigm.  While some individuals may not all agree with this definition, it will be the one which operates.

Historical Settings and Events

Historical medieval Europe is the foundation for Mythic Europe.  All historical events and situations, as far as known by the group, are applicable.

Unless altered by specific character actions, all historical events will take place.  Game Masters should, where possible, avoid changing history as part of the set up for an adventure, although this is not absolutely prohibited (consult the Campaign Master for major events).  Should the players cause a change in history (ex. killing the king of England), this will simply become part of the history of Mythic Europe, and history will continue as best as possible from that point.

How the World Works

The daily functioning of the world of Mythic Europe will be as the world functions today.  In terms of game play, this may be stated as; unless modified by the action of magic, the laws of physics apply normally.  This does not mean, however, that the laws of physics will run roughshod over the workings of legends and appropriate medieval beliefs.

For example, many people of the time believed that geese were born of goose grass.  From a distance, goose grass, which grows on rocks at the edge of the ocean, looks like geese hanging by their necks from a clump of weeds.  Since geese made their nest in the far north, no one in the main part of Europe ever saw the nest of a goose, and didn’t know how they were created.  A Game Master may use either the belief or the fact, as desired, in a game.

Further, the structure of the world is as we know it to be now.  This means, that although medieval people did not know about North America (ignoring the few Norse who probably did, but didn’t realize what North America was), it still exists, as does sub-Saharan Africa, Australia, etc. (warning to Game Masters: be very careful about using these places, Campaign Master approval is required first, and it will not be granted easily).

The Place of Magic

As implied above, magic overlays the “real world”, and is always in the background.  Magic is always able to overcome physics to control how or why things act in a certain manner.

For example;  How do dragons fly?  Clearly the wings of any dragon in medieval or fantasy art are not adequate to support such large bodies in the air.  So what keeps them up?  The answer is that their wings do generate sufficient lift to allow them to fly, just as a bird’s wings do.  But, it is magic that allows the wings to generate the lift.  Or, stated another way, it is magic that lets the wings work, but the beating of the wings that lets the dragon fly.

Most importantly, it must be remembered that the basis for this campaign is primarily historical, with the inclusion of fantasy magic and legend.  It is not a fantasy environment placed in a medieval European setting.

The Metaphysics of Magic

Many people have argued for a metaphysical understanding of magic.  This is especially common if one reads on-line Ars Magica mailing lists and forums.  While, for example, Plato’s concepts of physical and shadow versions of all things, make good discussion, they involve and generate many totally unnecessary explanations of and complications for how magic could work.

To be brief, such things are not necessary for the understanding of how magic works.  It is magic!  It isn’t subject to extensive analysis.

Anyone attempting to use any metaphysical explanation for magic and/or its effect on the world will quickly find that they have earned the Campaign Master’s ire, and their characters will be hated and tormented by the faeries, who strenuously object to being over analyzed and treated as objects of metaphysical review.

Belief Defines Reality

This is a particularly stupid concept which has appeared a number of times in on-line Ars Magica list and forums.  In short, it holds that the beliefs of people define what reality is.

This appears to be based on a particularly odd reading of the definition of the Medieval Paradigm section in the rules.  Under “Medieval Paradigm (3rd paragraph, page 272) is the sentence; “Its [the mythic mindset] premise is this: the world is the way medieval folk perceived it...”

Taken to an extreme, and out of the general context of the section, this can be seen to mean that the people’s belief defined and created their immediate reality.  Applied to Ars Magica, this means that the reality in a given area is what the local people believe it to be.  This is the reverse of what appears to have been intended.  Rather, the collective beliefs of the population of medieval Europe define the overall setting and condition of Mythic Europe (i.e., magic works, faeries really exist, legends are true, etc.).  They do not define specific situations.

It takes no great logic to see the absurdity of this position.  Further, the position creates an unplayable world view, where reality can change from geographic area to area.  This concept will not be tolerated in this campaign, and woe to the Game Master who attempts to use it.

Characters

Character and Troop Creation

Troop Play

The campaign uses a “troop” method of play.  Each player will have a group of characters.  A troop will normally consist of a magus, a companion, and one to four grogs.  The specific composition of a troop must be approved by the Campaign Master.

Individual Character Creation, Rolling Method

The Campaign Master will specify which of the following options will be used.

Option 1 (common)

When using this option, a player uses the rolling method to create a single character in the normal manner.  If the player does not like the roll, the player may discard the results and roll a new set of character statistics.  The player must accept and use the results of the second character creation.

Option 2 (very generous)

When using this option, a player uses the rolling method to create a single character in the normal manner.  If the total of the rolled values does not exceed a value set by the Campaign Master (typically +4), the rolls may be discarded and a new set of rolls performed.  When a player has two sets of rolls meeting the criteria, one must be selected for a character.  This method produces notably above average characters.

Option  3 (troop creation)

When using the rolling method to create the characters of a troop at the same time, the player may roll a number of character statistic sets equal to 125% of the number of characters to be created (round up, minimum two).  The player may select which of the sets of statistics to use.

Character Prohibition

Players are not allowed to create faerie characters.

Character Starting Age

The following limits are the minimum ages for characters.

Magus - 21

Companion - 20

Grog - 17

Recording Character Information and History

Background

While it is not the intent of the Campaign Master to turn a campaign into a course in advanced accounting or record keeping, there will be a number of requirements for the recording of information for all characters.

Records

All characters must maintain three sets of records.

1)
A Character Description

2)
A Personal History

3)
An Adventure Status

Character Description

The Character Description includes the character’s basic statistics and current descriptive information.  Included in the Character Description must be the following, as applicable.  The simplest method for maintaining this information is to use the campaign’s Character Sheets.

1)
Name

2)
Gender

3)
Size

4)
Year born (AD, Age of Aries optional)

5)
Age (actual and apparent)

6)
Current season and year (AD, Age of Aries optional)

7)
Twilight Points

8)
Decrepitude

9)
Statistics (Intelligence, Perception, Strength, Stamina, Presence, Communication, Dexterity, Quickness, and their associated descriptions)

10)
Virtues and Flaws

11)
Magic Arts scores

12)
Personality Traits

13)
Reputations

14)
Abilities, with their modifiers, scores, and excess experience points

15)
Weapons (with 1st Strike, Attack, Damage, and Parry values calculated)

16)
Armor (with Soak calculated)

17)
Other Equipment and Items (with descriptions, as necessary)

18)
Load and Encumbrance

19)
Brawling (values calculated)

20)
Wizard’s Grimoire (including spell names, Forms, Techniques, levels, and mastery points)

21)
Personal Sigil (description)

22)
Spell Sigil (description)

23)
Laboratory Values

24)
Description (physical attributes of the character)

Personal History

A Personal History shall be maintained to record all of the character’s activities.  The Personal History will be organized chronologically by seasons within years.

All of a character’s activities for a season will be recorded.  This will include adventures, studying, laboratory activities, etc.  For each entry, all relevant details must be recorded (ex. if enchanting an item, all of the details of the enchantment, its effects, laboratory scores, and any other numbers which could be needed to recreate the work must be recorded).

For adventures, the name of the adventure (provided by the Game or Campaign Master), plus the season and year of the adventure.  Where a name is not assigned, include a brief description of the event.

If a character fails to record the required information, the campaign shall treat any good events or occurrences as if they had not happened to the character.  For bad events, the Campaign Master may increase any problems or penalties as may be appropriate.

Adventure Status

If the character is involved in a currently active adventure, then the character’s records shall include a complete description of the current status of the character as of the end of the last game session.  In addition to an up-to-date character sheet, the following information must be maintained (this is not a limiting list; it is the minimum required).

1)
Food, water and other life support items the character has.

2)
The amount and types of vis the character is carrying.

3)
All weapons, equipment, clothes, personal items, etc. which the character has with them.

4)
Any special items brought with them or found during the adventure.

5)
All damage, injuries, etc. which the character has sustained.

6)
Any other relevant information regarding the status of the character which is not included on the character sheet.

Submission of Records

The Character Description, or a copy, shall be turned in to the Campaign Master following each adventure.  The Personal History shall be updated after each adventure and submitted to the Campaign Master.  The Adventure Status normally need not be submitted, as its information will be transferred to the other records when they are updated.

Access to Records

The Campaign Master shall have unrestricted access to all campaign related records.  Game Masters may have access to those records needed to prepare or run adventures.  Players will not normally have access to each others’ records.

Individual players may reveal any and all records to each other as they desire, unless specifically instructed not to do so  by the Campaign Master or a Game Master.

Penalties

Characters for which the minimum information is not recorded are subject to penalties at the discretion of the Campaign Master or Game Masters.  At a minimum, the following shall apply.

1)
A character who has not recorded appropriate laboratory details will be assumed not to have kept Laboratory Notes.  Any benefits from Laboratory Notes are forfeited.

2)
A character will not be allowed to take bonuses or advantage of any similarities between a current situation and similar past situations, spells, items, etc., unless there is written documentation to support the knowledge of the similarity.

3)
A character who has not recorded the study of books will not be permitted to take advantage of the “Studying Texts Below Current Subject Scores” rule.

4)
A character who has not recorded the adventures in which they took part will be assumed to have forgotten the incidents, and will not be allowed to make rolls relating to remembering, or benefiting from, anything in those adventures.

Attributes

House Ex Miscellanea Flaw

A new -1 Hermetic Flaw of “House Ex Miscellanea” is defined.

Your master was a “hedge wizard” and did not understand all of the Hermetic Arts, but he tried to teach you what he did know so you would fit into the Order of Hermes.

For each negative level of this Flaw, select two Magical Arts in which you will have no knowledge (score is Nil, not zero).  Also, for each negative level of this Flaw, reduce the starting Experience Points applicable to the magic arts by 20.

You may learn these arts later in life, but the score in such an art may never exceed 5.

[Hint:  The Campaign Master really doesn’t want players to create Ex Miscellanea magi, so this is intentionally a disproportionately bad flaw.]

New Weapon Skills

Similar Weapons

A person wielding a weapon similar to the weapon for which he has a skill, may apply one-half of the skill to the use of unfamiliar weapon.  For example, a person with an Attack Battle Axe skill could use an Attack Hand Axe skill at one-half of the Attack Battle Axe skill.  If a person has a skill for using a weapon, the value of that skill applies, even if the halved value from a similar weapon would be better.

Off-Hand Weapon Skill

Although mentioned in the Two-Weapon Use rule (page 150), the ability to take an Attack and Parry skill for the off-hand use of a weapon is not included in the rules.  An Off-Hand Weapon Attack or Parry skill may be taken as for an Attack or Parry skill.  The skill applies only to the use of a weapon in the off-hand.

Bearing Arms

This is a new skill.  It represents a person’s becoming accustomed to wearing heavy armor and carrying weapons.  Such a person is not as notably Encumbered by their equipment as is someone not normally used to wearing armor.  The taking of this skill requires the Campaign Master’s approval.

To take the Bearing Arms skill, a character must have a background as a period warrior.  Just being a grog, carrying a weapon, or wearing armor, does not constitute sufficient justification for being allowed to have this skill.  The wearing of armor and the carrying of weapons must be something the individual does as part of his everyday life and occupation.  Any character with the Knight virtue receives Bearing Arms level 2 as part of that virtue.  Any character with the Hired Sword flaw receives Bearing Arms level 0 as part of that flaw.  Characters with the following flaws and virtue may never have the Bearing Arms skill; Fragile Constitution (77), Gangling (77), and Business (87).

The Bearing Arms skill level may be used to reduce the Encumbrance value due to armor and weapons, but only due to armor and weapons, and never below an Encumbrance of 0 for the armor and weapons.  Total the character’s Encumbrance from armor and weapons.  Subtract the level of the Bearing Arms skill.  If the result is less than 0, assume an Encumbrance of 0 for all armor and weapons.

Example:  Sir Rodney Dangerfield wears full chain mail (load 5), carries a broadsword (load 0.5), a dagger (load 0.1), and a knight shield (load 1), for a total Encumbrance from armor and weapons of 6.6.  He has a Bearing Arms skill of 4.  Therefore his effective Encumbrance from all his armor and weapons is 2.6.  If he had a Bearing Arms skill of 7 (or higher), his Encumbrance from armor and weapons would be 0 (the minimum possible).

The Bearing Arms skill may be raised by applying Experience Points as for any skill, however, certain limitations apply to the sources for these Experience Points.  Experience Points from adventuring may not be applied to Bearing Arms.  If Bearing Arms is practiced for a season, the maximum which may be gained is one Experience Point.  No more than four Experience Points may ever be applied to Bearing Arms in any one year.  Regardless of Experience Points, a character may never increase the Bearing Arms skill by more than one level per year.  Any Experience Points which would cause the Bearing Arms skill to increase by more than one level per year are lost.

Exception:  Existing characters who add this skill may increase their skill by more than one level per year until the skill is at level 4 or five years of campaign time have passed.

Fighting with a Single Weapon

This is an addition to Dueling Combat.  A person fighting with a single weapon, whether one or two handed, may both attack and parry (see Other Dueling Combat Considerations, page 150).  If this is done, it must be declared during the Between Time of combat.  A person who is both attacking and parrying with a single weapon will have a -2 modifier applied to both the attack and parry rolls.

The Teach Skill and Teaching

Teach Skill

A new Social Skill of “Teach” is defined.  An individual with the Teach skill may simultaneously teach a number of students equal to the level of the skill.  Each student gains the full benefit of the teaching.

A magus without the Teach skill may always teach the basic magus subjects to one apprentice without penalty.  The subjects included in this teaching are all magical arts, Speak Latin, Scribe Latin, Magic Theory, Hermes Lore, Hermes History, and Parma Magica.  The teaching of all other subjects must observe the following rule.

A person without the Teach skill may teach one person at a time, without penalty.

Learning from a Teacher

When learning non-arcane knowledge from a teacher, the skill level of the teacher is treated in the same manner as for a book, allowing for any modifier required by the teacher’s Teach Skill.

Learning New Abilities

Skills and Knowledges

Only Skills and Knowledges may normally be learned new.  When learning a new Skill or Knowledge, certain special rules apply.

1)
The methods for obtaining experience points for learning a new Skill or Knowledge are set by the Learning Abilities Table (at the end of this document).

2)
When learning a new Skill or Knowledge from a teacher, the teacher must be available and actively teach the subject, to the exclusion of all other activities (a maximum of ten days may be lost per season due to other activities), for a full season.

3)
When learning a new Skill or Knowledge from a text, the text must be available and actively read, to the exclusion of other activities (normal text learning rules apply), for a full season.  

4)
To determine the number of experience points received from studying from a teacher or a text, when the character has a score of Nil or 0 in an Ability, treat the score as 1 when dividing the teacher’s knowledge or text level.

5)
To gain a score of 0 in a new Skill or Knowledge shall require three experience points.  While working to obtain this score, record the Ability with a score of “-” (dash) or the word “Nil” plus the appropriate number of experience points.  While working to obtain the score of 0, the character is still treated as not having the Ability.

6)
To advance a score of 0 to a score of 1, three experience points are required.

7)
After level 1 has been attained in an Ability, Experience Points may be applied normally.

8)
Annual Experience may not be used to advance a new Ability until after the year in which the individual attains a score of 1.

9)
Adventure Experience may not be used to advance a new Ability until after the season in which the individual attains a score of 1.

Talents

Talents are normally fixed at character creation and may only change under very special circumstances in adventures.  Under exceptional circumstances, a Game Master may award a character a new talent with Nil, zero, one, or more experience points.  Thereafter the rules for gaining a new Skill or Knowledge (above) shall apply.

Scores of Nil and Zero

Magical Arts

Although not explicitly stated (see Training Your Apprentice, page 267), the rules imply that there is a difference between a magical art with a score of Nil (no score) and a score of zero (0).

A score of Nil in a magical art shall mean that a magus is not trained in the art.  The magus is unable to cast any spell which uses that art in any way (i.e., as a Form, Technique, or a Requisite).  The magus may not study or learn this art on his own.

The one and only way for a magus to learn an art in which he has a score of Nil is to be taught by another magus, just as for an apprentice.  The magus doing the teaching must have a score of at least 5 in the art, again, just as for teaching an apprentice.  As a special penalty, if the magus with the Nil score is over the age of forty, or has been a magus for at least ten years, then two seasons will be required to learn the art (the student is more set in his ways).  In all cases, the teacher must also be at least ten years older than the magus (age grants prestige in the medieval world, and no one as proud as a magus would deign to be taught by someone younger).

Skills and Knowledges

No provision is made in the rules for Skills or Knowledges (or Talents) with a score of zero (0).  A wily player who wishes to maximize a character under the rules could conceivably give that character a score of zero in all Skills, Knowledges, and Talents which do not otherwise have a score.  This would allow the character to later learn in any Skill, Knowledge, or Talent without restriction.  This is not permitted under these modified rules (see Starting Skill Levels for Abilities under the reference for page 90 above), that is, no character may be created with a score of zero in any Skill, Knowledge, or Talent.  It is possible for a character to gain a Skill, Knowledge, or Talent with a score of zero during campaign play.

A character which does not possess a Skill or Knowledge is considered to have a score of Nil in that Skill or Knowledge, and the standard penalties (page 91) apply to any uses of that Ability, if the use is allowed at all.  A character which possesses a Skill or Knowledge with a score of zero does have the Ability, and is able to use the Ability without the penalty and without any bonuses.

Negative Ability Scores

Starting Characters

A starting character may select up to three Abilities and assign them negative scores.  The greatest negative score permitted is -3.  For each level of negative score, the character may take one additional Experience Point of positive Abilities (ex. a score of -3 would allow 3 extra Experience Points).

The logic for how this occurs in life is questionable, but the game mechanic works to give characters things at which they are notably bad.  Assume that the character was so bad at something that they avoided anything associated with it, and had extra time to learn more in other areas.

Effects

When making a check against an Ability with a negative score, the check is performed as normal, except the standard -3 penalty for not having an Ability also applies.  For example, a character with Sing -3 is required to make a stress sing roll; the roll would be Stress Die - 3 (Ability) - 3 (no Ability modifier) for a total of -6.

Reducing Negative Scores

Reducing a negative Ability score works like advancing an Ability score, except in reverse.  To reduce a negative value, a number of Experience Points one greater than the absolute value of the current score is required.  Thus to reduce a -3 score, 4 Experience Points are required to reach a score of -2.

When a negative score of -1 is reduced (2 Experience Points required), the score becomes Nil (not zero).  Further, a character which had a negative score in an Ability may never raise that score above Nil (i.e., the score may never become zero or positive).

Magic

Sigils

The term “Sigil” is used repeatedly within the Ars Magica rules.  This term has two to four separate meanings, depending on how one counts.

The Personal Sigil

Each member of the Order of Hermes has a personal symbol called a Sigil.  This will be referred to as a “Personal Sigil”.  A Personal Sigil has two parts; the image and the physical representation.

The image of a Personal Sigil may be a picture, rune, letter, word, etc.  This is used like a heraldic device to represent the magus.  For example, Basil Fiery Hand of House Flambeau has a Personal Sigil which is an open hand outlined in flame.  Austin Trelain of House Jerbiton has Personal Sigil which is a burning white candle.

The physical representation of the Personal Sigil is an object such as a ring, seal, baton, etc.  This object must either include the sigil’s image on itself, or be made to resemble the image.  The object must be of a size which can be readily handled in everyday life.  The sigil may have to be given to someone to take to a Tribunal, and so must not only be portable, but must also be such that the other person is able to carry a number of such sigils.

A Personal Sigil may be created by a wizard’s master or by the magus himself, and may or may not be enchanted, at the option of the maker.

Examples.  The physical representation of Basil Fieryhand’s Personal Sigil is a large gold ring with a hand outlined in flame mounted on the ring.  The physical representation of Austin Trelain’s Personal Sigil is a rod that resembles a large white candle.  The rod is enchanted to light like a very bright candle.

The Spell Sigil

Each magus has a unique personal interaction with the realm of magic.  This uniqueness is expressed as a “sigil”.  This will be referred to as a “Spell Sigil”.  A spell sigil has two parts; the effect and the spell impression.

The effect of a spell sigil is a physical manifestation which may occur when the magus casts a spell.  Typically this may be a light, sound, or other sensible display which is unique to each magus.  The Campaign Master may permit the dropping of this effect.

Examples.  Harold of House Jerbiton has a spell sigil effect which causes the sound of faint, distant trumpets to be heard.  Austin Trelain of House Jerbiton has a spell sigil effect which causes his fingernails to glow a faint blue when a spell is cast.

The spell impression is a “marker” which is placed into any spell which a magus casts.  This marker Sigil is detectable as long as the effect of the spell is active.  When detected, the marker Sigil is seen as a spell Sigil effect, however, such a Sigil is not a signature, only a manifestation.  Magi from the same covenant would undoubtedly recognize each others’ spell sigils, but a magus from another covenant, who is not familiar with the local covenant, would only be able to recognize the effect, but might not know which wizard has this as a spell Sigil.

Example.  If a magus from the Covenant of the Mystic Halls were to check a spell cast by Harold of House Jerbiton, he would find Harold’s sigil (previous example) and, since he knows Harold, know that Harold cast the spell.  If a magus from another covenant, who did not know Harold, were to make the same check, he would find that the spell sigil was of faint, distant trumpets, but might not know whose sigil this was.

The Spell Sigil in Spells

A question has arisen regarding whose spell sigil effect is present in a spell which a magus uses, but which was invented by another wizard.  In all cases, the spell sigil in a spell is that of the casting magus.  Spell sigils are a function of an individual wizard’s interaction with magic, not of the spell itself.

Further, there is no direct method to hide, subvert, or modify the spell sigil on a cast spell, without destroying (dispelling) the cast spell.  It is possible to place illusion spells around a cast spell to make its sigil appear different, but the actual spell sigil is unchanged.

Spell sigils also apply to spells cast by enchanted items.  The spell sigil will be that of the magus who installed the effect in the enchanted item.

Spell Sigil Effect Deleted

The Spell Sigil Effect, that is, the physical manifestation which occurs when a magus casts magic is hereby deleted from the rules.  This effect is regularly forgotten in play, and is, to a great extent, similar to the results from the Warped Magic Flaw.  Further, smart players do their best to minimize the impact of this Sigil.

Parma Magica

Reference

Parma Magica (page 180).

Not a Ritual

The use of the word “ritual” with Parma Magica is an unfortunate and somewhat erroneous hold over from previous editions of the rules and shows some of the fuzzy thinking which occurred in the early versions of the rules.  Parma Magica is not a ritual spell.

Parma Magica differs from ritual spells in at least five ways; 1) it does not have the long length of time requirements for casting (i.e., it is very quick and easy to cast), 2) it does not require vis and is not changed by the use of vis, 3) it has a fixed duration of Sunrise / Sunset, 4) it is not learned at a preset level, but rather its level may be increased by the application of experience points just like an Ability (and it is treated as an Ability for game purposes), and 5) it is always treated as if it were mastered, even by a magus who cannot otherwise master a spell.

Ultimately, Parma Magica should not be though of as falling into the spontaneous, formulaic, or ritual spell categories.  It is a unique form of magic with its own rules which apply to it and to it alone.

Renewing Parma Magica

Characters are not required to state that they are renewing their Parma Magica at each sunrise and sunset.  It is assumed that all magi always renew their Parma Magica immediately as the previous spell ends.  If a magus did not renew the spell, that would be something to declare.

A new Parma Magica may be cast at any time.  If this is done while a Parma Magica exists, it is assumed that there is no gap in the coverage.

What Is Parma Magica?

How does Parma Magica work?  Well, it is pure f…g magic (PFM).  As such, it should not be thought of as a simple shield, barrier, or “force field” around a person.  Parma Magica is simply present as an effect, and acts against all magical attacks.  This isn’t something which should be over analyzed.  It just works.

Resisting Magical Attacks

Parma Magica defends against all magic which would act on a person or thing protected by the Parma Magica, regardless of how the effect occurs.  Magical effects which may be resisted include; spells cast directly or indirectly against the magus, being struck by any object created magically without vis to make it Instant, any magical potion or salve, or being struck by any object with a magical enchantment of any kind on it.

The only magical creation or effect which is not resisted by Parma Magica is one which creates a physical object which has a Duration of Instant.  In this case, the use of vis has made the object “real” in the sense that it cannot be readily distinguished from a version of the object not created by magic.

For example, Augustus, a magus, is attacked by  the magi Betus and Gammus.  In the first round of magical combat Betus cases a formulaic spell to create a rock over the head of Augustus.  No vis is used.  A magical rock appears, and falls on Augustus.  The rock is purely magical.  It exists only as a magical rock.  Therefore, Augustus’ Parma Magica may resist it.  Assuming the Parma Magica defeats the rock (spell penetration verses Parma Magica), it simply bounces off Augustus and rolls away.  Knowing better how this works, in the second round Gammus casts a formulaic spell to create a rock over the head of Augustus, but uses vis to give the rock a Duration of Instant.  When the rock appears, it is not magical.  It is a common everyday rock.  As such it is not resisted by Augustus’ Parma Magica.  The rock hits Augustus on the head and might knock him unconscious.

A special case exists for an attack on a person with Parma Magica (or any Magic Resistance) with a weapon which is or has magical attributes.

If the weapon is itself magical (i.e., created by magic and existing only because of magic, and not with a Duration of Instant), then all of the effects of the attack may be resisted by Parma Magica.  If Parma Magica does not successfully defend against the weapon, normal physical defenses may or may not apply, depending upon the attributes of the weapon.

If the weapon is physical, but has magical enchantments (ex. Edge of the Razor would be a very simple magic), then the effects of the enchantment(s) may be resisted by Parma Magica.  In this case, first see if Parma Magica resists the enchantment.  If so, the weapon will still make a normal physical attack, but without the aid or bonus from any enchantments.  If Parma Magica fails to resist the enchantments, the weapon attacks normally.

Recognizing and Resisting an Attack or Spell with a Fast-Cast Spell

Reference

Fast-Cast Spells (page 184) and Recognizing Spells (page 185).

Problem Description

The Fast-Cast Spell rules assume that the effect of an attack spell is obvious before a magus must make a defense against it.  The Recognizing Spells rule (page 185) assumes that what is needed is knowledge of the Form and Technique of the attack, not the effect of the attack.  While not directly contradictory, these two rules do not mesh properly and are not readily usable as written.

The Spell Potency rule (page 185) clearly indicates that a Perdo [attacking Form] defense spell will always defend successfully against a magical attack (if the defense spell is powerful enough).  This implies that the defense is against the magic itself, not the effect of the magic.

“Anti-magic” as the method for defense is further reinforced when one considers that there is no readily apparent method to defend against most Forms.  Clearly Aquam may be used against Ignem, but this pairing of “opposites” is not valid for the other Forms.  What would be the opposite for a Muto Mentem or Rego Imagonem spell?  Other than obscuring the vision of the caster, which might or might not work, there is nothing.  Therefore, the idea of opposing Form effects with the opposite or canceling effect cannot be the basis for magical defense.

The problem with anti-magic of the type Perdo  [Form] as a method for defense, is that it does not work against non-Hermetic wizards, or when the Form of the attacking Hermetic spell is not known.  Based on the Recognizing Spells rule, the only option the defender has is to cast a Perdo [random Form] relying on a one in ten chance of selecting the correct Form.  This suggests that to defend against some magics, a magus must know the effect of the spell before attempting a defense.

The only other option for anti-magic is a universal Perdo Vim defense, which, in theory, should be able to counter all types of magic.  The problem with this, however, is its simplicity.  There would never be a need to determine the Form or Technique of an attack, since Perdo Vim would stop all type of attacks, thus eliminating all need for the detection rules.

Another consideration is the time factor.  If a magus is able to recognize the Form and Technique of a spell as it is being cast, he will have a relatively large amount of time to prepare his defense (anywhere from four to eight seconds).  However, if the magus must wait for the effect to manifest, the time to create a defense might be only a second or two.

Conditions

Using a Fast-Cast Spontaneous Spell to resist an attack will be divided into four conditions.  Only one of these may be used against any one attack.

1)
Resisting a physical attack with a Fast-Cast Spontaneous Spell.

2)
Resisting a recognized magical attack with a Fast-Cast Spontaneous Spell.

3)
Resisting the effect of an unrecognized magical attack with a Fast-Cast Spontaneous Spell.

4)
Resisting a spell with pure anti-magic.

Resisting a Physical Attack

A physical attack is resisted as described in the rules.  A speed roll is made against the attacking individual.  If won, the magus will get off his fast-cast spell before the attack occurs.  In this case, the effect of the defense must be clearly specified as described in Casting Time (page 184) and the Fast-Cast Defense Summary (page 185).

Resisting a Recognized Magical Attack

A recognized magical attack may be resisted.  If a magus is able to recognize a Hermetic magical attack and beat the attacker’s speed roll, then a fast-cast spontaneous spell may be used to resist the attack.  Such a magical attack may be resisted by anti-magic (i.e., a Perdo [attacking Form] spell).

Instead of using anti-magic, a magus may elect to wait to resist the effect of the spell.  In this case the following rule for Resisting the Effect of an Unrecognized Magical Attack is used. 

Resisting the Effect of an Unrecognized Magical Attack

The basic rules provide only the ability to make a guess at defending against an unrecognized spell.  If a magus is not able to recognize a Hermetic magical attack or if the magical attack is non-Hermetic, then the magus may attempt to counter the effect of the spell as it manifests itself.  This defense will require the creation of a spell which counters the effect of the attack spell.  To be countered, the effect must be detectable (normally a spell effect must detected by the standard senses to be knowable in time to react with a Fast-Cast spell).

If the effect is not normally detectable, such as a mental attack, then the spell effect cannot be resisted by a Fast-Cast Spontaneous Spell.  A magus will not know this before electing to use this form of defense, and so the defense may not work after the attacks manefests.

To be able to make this defense, the magus must wait until the effect begins to manifest itself.  Also, the magus must make a speed roll against the short time available to cast the spell.  This will normally mean an Ease Factor of 9+ for most spell effects, although it could be higher if the effect acts very fast.

This method may not be used by the same magus if another method of resisting magic has already been used in the same round or against the same spell.

Resisting a Spell with Pure Anti-Magic

This is an addition to the rules.

A spell may be resisted by pure anti-magic.  Pure anti-magic is defined as Perdo Vim.  To resist a spell with pure anti-magic, the magus must beat the caster’s speed and Fast-Cast a spontaneous Perdo Vim spell.  If the roll for the Perdo Vim spell divided by two (2) is equal to or greater than the caster’s Penetration roll, the target spell is dispelled.

Vis to Make Spells Permanent or Instant

Reference

Perdo (page 195).

Need for Vis

The 3rd Edition rules enable some Perdo, Muto, and Rego spells to be an exception to the requirement that any permanent or instant effect requires the use of vis.  This will not be allowed.

The following discussion uses Perdo spells, but the same rules and effects will apply to Muto and Rego spells.  Note that the definitions of Permanent and Instant in this rule are those from the 4th Edition rules.

For a Perdo spell to Permanently or Instantly destroy an object, vis must be used.  Objects which are destroyed without the use of vis will reappear slowly over time as the spell ends.  Any Perdo spells listed as Instant (Momentary) will be treated as Sunrise/Sunset (Sun).  For example, if the Perdo Terram spell Pit of the Gaping Earth is used, the pit thus created will slowly refill with the original earth as the spell ends.  The “undestroying” effect is slow, and will not normally be noticed unless someone is concentrating on watching the area.

When Perdo spells are used on living creatures, a differentiation must be made between the spell effect and the results of the effect.  For example, a Perdo Animal spell could destroy (eliminate) the leg of an attacking wolf.  Assuming vis is not used, the wolf would be seriously injured, and probably bleed to death.  However, when the spell effect ends, the leg will reappear, leaving a mysteriously dead wolf in a pool of blood.

Vis Usage Limits in Spells

The rules provide a limit on the amount of vis per Form or Technique which may be used in a spell.  There are actually three limits; the maximum vis per Form or Technique, the maximum vis per spell, and the maximum vis per round.

1)
The maximum vis per Form or Technique is limited by the caster’s score in the Form or Technique.

2)
The maximum vis per spell will be limited by the maximum score in any one Form or Technique used in the spell.  This may include any Requisites.

3)
The maximum vis per round will be limited by the caster’s score in Vim plus Magic Theory.

For example, a magus casting a Muto Terram spell with an Herbam requisite and having scores of Muto 6, Terram 8, Herbam 5, Vim 6, and Magic Theory 7 is limited to a maximum of 8 pawns of vis in the spell (based on Terram), and may use no more than 13 pawns of vis in one round of combat (Vim plus Magic Theory).

Detecting Magical Auras with Spells

Background

No provision is given in the rules for detecting a magical aura or the level of the aura.  This is something which is within the capabilities of Hermetic Magic, and provisions need to be made to allow this.

Sense the Aura


Technique:
Intellego


Form:
Vim


Level:
10


Range:
Near


Duration:
Momentary


Description:
Determines the type of aura in which the caster is located.

Sense The Power of the Realms


Technique:
Intellego


Form:
Vim


Level:
General


Range:
Near


Duration:
Momentary


Description:
Determines the level of aura in which the caster is located.  The information gained depends on the level of the spell and the level of the aura.  If the spell level is not sufficient to detect the aura, the caster learns only that the level is less than the spell can detect.  If the type of aura is not known or is incorrect, add 5 to the listed Spell Levels.


Spell Level
Aura Detected

5
7-10


10
4-10


15
Any

Restriction

Traditionally players have attempted to determine the level of an aura by casting spells to see what the modifiers are.  Game Masters must not permit this practice.  In such situations the Game Master should make the final determination of the spell casting roll.  Players who continue to attempt this method should be penalized.

Everyday Spontaneous Spells

Reference

Casting Spontaneous Spell (page 173).

Background

The game system has no provision for a magus casting common or everyday bits of magic without major risks.  Clearly a magus must have a safe method for performing simple, off-hand spells.

Casting Everyday Spontaneous Spells

Everyday Spontaneous Spells may be cast using a Simple Die and dividing by 7 (seven).  Such spells must use a normal voice and the standard gestures, cannot be modified by vis, and may never be cast in even the slightest stressful situation.

Enchanting Combined Items

Background

The fourth paragraph under Preparation for Enchantment (page 242) in the Enchanted Devices section has caused almost as much argument as any individual paragraph in the rules.

The first sentence states “It is possible to enchant only part of an item.”  But the second sentence talks about enchanting a ruby (one item) on the end of a staff (a separate item), and implying that part of the staff is what is being enchanted.  This doesn’t make sense.

Corrected Rule

It is not possible to enchant only part of an item.  It is possible to enchant one item of a pair, where the enchantment benefits from the pairing (which is what is described in the original paragraph).

An item may be attached to another item to create a pairing (ex. a ruby on the end of a staff, or a gem set in a ring).  Only one of the items will receive the enchantment, but the pairing will grant the Forms And Effects Bonus from each item to the enchantment.  When this is done, the enchantment becomes dependent upon both items and their attachment.  Should either item be destroyed or should they ever be detached, even momentarily, the enchantment is permanently destroyed.

A “pairing” is always limited to two items.  The attachment of more items to an item to be enchanted does not provide additional Forms And Effects Bonuses.  Also note that the pairing requires that the items be physically touching and connected.  For example, placing a ruby on a staff, does not allow it to gain the Forms And Effects Bonus from a bone also attached to the staff, but not to the ruby.  A single item may have multiple items attached to it, but each pairing is unique for any enchantments applied.

Aging and Apparent Age

Reference

When someone begins using a Longevity Potion, they acquired a new piece of data which must be maintained for the character, “Apparent Age”.  Apparent Age is an approximation of how old an individual looks.

Determining Apparent Age

When someone first takes a Longevity Potion, the Base Apparent Age is their age at that time.  Thereafter, the person appears to age at the rate of one year for each five actual years (round to nearest year).  For example, a magus who took his first Longevity Potion at age 35, and is now 78 would appear to be about 44 years old (78 - 35 / 5 + 35 = 44).  As long as a person continues to use Longevity Potions with no break, the Apparent Age will continue in this manner.

Should a person who has used one or more Longevity Potions stop taking such potions, their Apparent Age will advance at the rate of five years for each actual year, until the Apparent Age and the actual age are the same.

For characters who do not use Longevity Potions, the Apparent Age and the actual age are usually the same.

Studying and Learning

Studying Texts Below Current Subject Scores

Background

Under the 3rd Editions rules it is not possible for someone to learn from a text which has a score less than or equal to the individual’s current score in a subject.  This implies that all books contain the same information, just in different quantities.  Clearly such an assumption is incorrect, and needs to be modified.

Condition

A character may, within certain limits, gain one Experience Point in a season by studying a text which has a score less than the character’s current score.

Limitations

The following limitations shall apply to such study.

1)
The book studied must have a level equal to or greater than one-third of the reader’s current level (i.e., the level before studying the book).

2)
A character may gain from the study of any one book below his level only once.

3)
Any book ever used for study by the character in the past, may not be used under this rule.

Record Keeping

To take advantage of this rule, the study history of a character must be kept in detail.  Each text which is used for study must be recorded.  The year, season, text title (if it has one), text subject, text score, and reader’s start and end scores in the subject must be noted in the character’s personal history.  If the required information is not kept, then the character may not benefit from study under this rule.

Extended Studying of Magical Arts Through Vis Experimentation

Reference

Studying Arts (page 238).

Existing Rule

The 3rd Edition rules imply that study from vis lasts for only a single season.

Problem

This rule, as stated, means that a high level magus will almost never be able to advance his knowledge significantly.  For example, a magus with a Creo score of 24, 25, or 26 has a 16.9% chance of creating an experiment using three pawn of vis which will allow them to gain 1 level of knowledge.  To gain this single level would, on average, require six seasons of time and the expenditure of eighteen pawns of vis.  This seems unreasonable.

Extending Experiments

An experiment with vis may be extended across multiple seasons.  For an experiment to be extended, the following conditions must be met.  If these conditions are not met, the experiment will cease when indicated.

1)
At the start of each season after the first, an amount of vis equal to one-half (round up) of the original vis must be added to the experiment.  The vis must be of the same type as the original vis in the experiment.  If this is not done, the experiment ends at the beginning of the season.

2)
The experiment must be attended (i.e., studied) for the full season.  No more than ten days may be spent away from the experiment during the season.  No partial seasons of study are permitted.  If this is not done, the experiment ends at the end of the season and the season was wasted.

3)
The person attending the experiment must be the same through all seasons. If this is not done, the experiment ends at the end of the season the person fails to attend it, and the season is wasted.

Decreasing Experiment Study Level

At the end of each season, before any learning is determined, the score of the experiment will decrease by the value of a Stress Die.  If the resulting level of the experiment is too low to allow learning, then the season was wasted.

Botch Roll

Should a botch occur in the Stress Die roll for Decreasing Experiment Study Level, the experiment ends immediately in disaster, and the season is wasted.  The number of Botch Dice is the total pawns of vis invested in the experiment.  Confidence may not be used with the Botch determination roll.  The Campaign Master may apply an appropriate botch result or may use the Disaster Effect Table (page 256).  Expect big problems!

Performing Multiple Lab Activities Within One Season

Reference and Background

Multiple Laboratory Activities (page 259).

As written, the 3rd Edition rules effectively allow only one activity to be performed in a laboratory per season.

Modified Rule

Most non-adventure activities are Seasonal Activities.  That is, activities whose completion is described in terms of hat is done during a full season.  Under the rules, such activities require one or more full seasons to accomplish, and an interruption of more than ten days will eliminate any work or study during this time.  Note specifically that this does not permit the use of partial seasons or the combining of multiple different activities during a season.

As implemented, this situation has a notably limiting effect on campaign play.  Characters who, if not forced into the seasonal format would readily undertake adventures instead elect to remain at their studies rather than loose their work.  This is a problem for ongoing game play and a break with the manner in which people would actually act.

Rule Summary

A method for allowing partial seasonal study will be implemented.  This will allow a character to undertake laboratory work and studies and also pursue extended adventuring within the same season.  Such work will be pro-rated over a season, causing a reduced level of accomplishment.  This will also permit the mixing of different seasonal activities within one season.

Restricted and Permitted Activities

Seasonal activities will be, for purposes of this rule, into three categories.

Excluded Activities.  The following activities may not be done as partial seasons.

1)
Experimenting with vis.

2)
Any other activity not specifically included in the next two categories.

Continuous Activities.  The following activities may be done in a partial season, but the time spent must be continuous (i.e., there can be no breaks, including the otherwise allowed then days.

1)
Investing an item with vis.

2)
Enchanting an item.

3)
Making a potion.

4)
Dealing with a familiar.

Unlimited Activities.  The following activities may be done in a partial season, and the time spent need not be continuous.

1)
Study from a book, arcane or mundane.

2)
Study with a teacher.

3)
Scribing or copying.

4)
Learning or inventing spells.

5)
Creating or modifying a laboratory.

6)
Investigating enchantments or related things.

7)
Crafting items, arcane or mundane.

8)
Non-magical learning or learning based on physical activity.

9)
Teaching.

Declaration

At the beginning of a season a character must declare what activity or activities are planned for that season.  If multiple activities are planned, the character must indicate the order in which they will be executed and how much time is planned for each.

Season Length

All seasons shall be treated as exactly 90 days in length.

Lab Helpers

A laboratory helper need not be present for all of a season, but must be present for all of an activity.

Interruptions

If there is no interruption in a season’s activities, then they are executed as planned.

If there is an interruption, any activity or activities which have already been completed are not affected.  If an interruption stops an activity which must be continuous, then all efforts involved with that activity are lost at the moment of the interruption.  If the activity may be interrupted, then it is not affected and may resume after the interruption.

An activity may continue across multiple seasons, however, non-adventuring activities may not occur during that activity.  That is, only adventuring may interrupt an activity and allow that activity to resume.

Activity Interval

One day must be allowed between activities in a season.  This shall include adventuring.  Thus, if a magus plans to invent a spell for 40 days and then study Creo, the Creo study would be for at most 49 days.  If the magus were to be interrupted by 11 days of adventuring, the timing for the season would be; 1) inventing a spell for 40 days, 2) adventuring for 11 days, 3) studying Creo for 37 days, and 4) 2 interval days.

Pro-Rating Activities

The results of partial season activities are always determined at the end of a season.  To determine these results;

1)
Determine the laboratory total or other result for a full standard season of the activity.  Do not apply any overall result limits to this (ex. do not apply the limit of 3 points for studying magical arts).

2)
Determine the number of days the activity was performed.

3)
Divide the days of the activity by 90 and multiply the full season total by the result.  Drop any decimal.

4)
Apply any overall limitations to the final result.

Formula, Normal Calculation.  This gives the effective result for the time spent.


Days Spent / 90 x Lab Total

Formula, Back Figuring.  This gives the number of days to achieve the Total.


Result Total / Lab Total x 90

Example, Book Study 1.  A magus studies from a level 10 book on Creo for 60 days.  The magus has a starting score of 3.  The total for the partial season would be (10 / 3) x 60 / 90 = 2.2 -> 2 points of increase in Creo.

Example, Book Study 2.  The same conditions, except the score of the magus is 2.  The total for the partial season would be (10 / 2) x 60 / 90 = 3.3 -> 3 points of increase in Creo.  Note that the limit of 3 points of increase in a score per season applies at the end of the computation.

Example, Inventing a Spell.  A magus with a Creo Ignem laboratory total of 40 wishes to invent a Creo Ignem 30 spell (remember, to invent a spell requires a single season laboratory total of double the spell level).  Therefore, 30 x 2 / 40 x 90 = 135 days.  It will require 135 days to invent the spell, or all of one season plus 45 days of the next.

Additional Magic Theory Experience

Laboratory Activities

A magus or other individual who performs work in a laboratory may receive experience in Magic Theory when they perform any of the following activities.  This shall apply to both the primary worker and any assistant that person may have, provided the assistant already has a score in Magic Theory.

1)
Inventing spells

2)
Making enchanted items

3)
Making talismans

4)
Making potions

5)
Creating a familiar

Limitations

The following limitations shall apply to experience gained from these activities.

1)
A person may receive a maximum of one Experience Point per season in this manner.

2)
If multiple seasons are involved in the making of a single item or spell, only a single Experience Point will be gained for the entire effort.

3)
Multiple laboratory activities may not be undertaken within a season in order to receive experience in Magic Theory (i.e., the previous “Performing Multiple Lab Activities Within One Season” rule must not apply during the season).

4)
A person may receive experience only from making a new or unique item or spell.  If the person has already made or assisted in the making of the same item, there is no new experience in Magic Theory.  This condition shall always apply if any points included in the Laboratory Total are for the making or knowing about a similar item, device, or spell.

Apprentice Training

A magus who trains an apprentice shall receive three Experience Points in Magic Theory for the training of the apprentice.  These points will be arbitrarily awarded in the season the apprentice become a magus.  No Experience Points are gained if the apprentice does not become a magus, or if the apprentice is taken from the magus.  This represents the increased understanding forced upon the magus by having to explain magic to a student.  These Experience Points do not effect the gaining of other Experience Points at the same time.

Learning Abilities Table

Background

The basic rules for how Abilities are learned (pages 91, 96, and 99), are simple, but not necessarily logical.  The Learning Abilities Table was created to list how the different Abilities may be learned.

Table Information

The table provides two types of information.  First, the Adventure Experience, Annual Experience, Text, Teacher, and Vis Experimentation columns indicate which of these forms of gaining experience points may be used to improve each Ability.  Second, the Initial Training column indicates how a new Ability may be learned.

Initial Learning

The Initial Learning column is used to indicate the method by which a character may add an Ability.  To gain a new Ability, the character must conform to the Learning New Abilities rule (above) and gain the experience points for the new Ability in the manner shown in this column.

Four letter codes are used in the Initial Learning column.


A
=
Adventure Experience


E
=
Annual Experience


T
=
Learning from a teacher


X
=
Reading a text

In some cases additional rules may apply to the initial learning of an Ability.  This is specifically true in the case of Talents, which, after character creation, may be gained only under special circumstances in adventures, and with the Campaign Master’s approval.

Additional Abilities Listed

Two Abilities not included in the 3rd Edition rules book are included in this table.  The new “Teach” Ability (see The Teach Skill And Teaching) is listed as a Social Skill.

Under the Formal Knowledges, “Other” is included.  There are numerous possibilities for additional Formal Knowledges.  The subjects included as Other Formal Knowledges will normally be defined via the subjects of books included in the listing of texts in Libraries.

Magic Arts

For completeness, “Magic Arts” have been listed at the end of the table.  Although not Abilities, the Magic Arts may be learned in a manner similar to Abilities.




Adventure
Annual

             Seasonal Study

Initial




Experience
Experience
Text
Teacher
Vis Experiment
Learning

Talents

Arcane


Finesse
√
√

√

T



Penetration
√
√

√

T


Awareness


Alertness
√




A



Scan
√


√

A



Search
√


√

A


Exceptional


Alchemy
√
√
√
√

A



Animal Ken
√


√

A



Contortions
√


√

A



Direciton Sense
√




A



Divination
√


√

A



Dousing
√


√

A



Empathy
√




A



Enchanting Music
√


√

A



Entrancement
√


√

A



Healer
√


√

A



Herbalism
√
√
√
√

A



Hex
√


√

A



Magic Sensitivity
√




A



Mimicry
√


√

A



Perfect Balance
√


√

A



Premonitions
√




A



Read Lips
√


√

A



Second Sight
√


√

A



Sense Holiness & Unholiness
√


√

A



Visions
√




A



Weather Sense
√


√

A


Physical


Athletics
√
√

√

A



Climb
√
√

√

A



Dodge
√
√

√

A


Social


Charisma
√




A



Charm
√




A



Guile
√




A



Folk Ken
√




A



Pretend
√




A



Subtrefuge
√




A




Adventure
Annual

             Seasonal Study

Initial




Experience
Experience
Text
Teacher
Vis Experiment
Learning
Skills

Arcane


Certámen
√
√
√
√

T



Parma Magica
√
√
√
√

T


Forester


Animal Handling
√
√

√

T



Survival
√
√

√

T



Track
√
√

√

T


Mental Skills


Concentration
√
√
√
√

T



Debate
√
√
√
√

A T X



Meditation
√
√
√
√

T


Performance


Acting
√
√

√

T



Storytelling
√
√

√

T



Jongleur
√
√

√

T



Sing
√
√

√

A T



Play
√
√

√

T


Physical


Brawl
√
√

√

A T



Ride
√
√

√

A T



Swim
√
√

√

A T


Rogue


Disguise
√
√

√

A



Forgery
√
√

√

T



Legerdemain
√
√

√

T



Pick Locks
√
√

√

T



Stealth
√
√

√

A


Social


Bargain
√
√

√

A



Diplomacy
√
√
√
√

T X



Drinking
√
√

√

A



Etiquette
√
√
√
√

T X



Intimidation
√
√

√

A T



Intrigue
√
√

√

A



Leadership
√
√

√

A



Teach
√
√

√

A T


Weapon


All forms
√
√

√

A T


Work


Boating
√
√

√

T



Chirurgy
√
√
√
√

A T



Craft
√
√

√

T



Evaluate
√
√
√
√

T



Wagoneering
√
√

√

T



Child Rearing

√

√

T




Adventure
Annual

             Seasonal Study

Initial




Experience
Experience
Text
Teacher
Vis Experiment
Learning
Knowledges

Arcane


Enigmatic Wisdom
√
√
√
√

A T X



Hermes History
√
√
√
√

A T X



Hermetic Law
√
√
√
√

A T X



Hermes Lore
√
√
√
√

A T X



Magic Theory
√
√
√
√
√
T


Casual


(Area) Lore
√
√
√
√

A T X



Church Lore
√
√
√
√

A T X



Faerie Lore
√
√
√
√

A T X



Fantastic Beast Lore
√
√
√
√

A T X



Legend Lore
√
√
√
√

A T X



Occult Lore
√
√
√
√

A T X



Speak (language)
√
√

√

T


Formal


Church Knowledge
√
√
√
√

T X



Humanities
√
√
√
√

T X



Medicine
√
√
√
√

T X



Scribe (alphabet)
√
√
√
√

T



Other
√
√
√
√

T X

Magical Arts


Forms


√
√
√
T



Techniques


√
√
√
T
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