The Dodecon: 3/4/16

The following are a list of the magic knowledge stored in the Dodecon.  

Wardens (Abjuration): 1) *Holdfast, 2) Damage Resistance, 3) Neutralize Magic, 4) Protective Circle, 

Porters (Alteration):  1) Haste, 2) Skin of Life, 3) Teleport, 4) Homing Circle (Enchantment), **Enchant Gate (Enchantment), 
Shadow Mages (Summoning):  1) **  *Dominate Insect Swarm, 1) Spirit Resistance, 2) Summon Intellect Spirit, 3) *Dominate Intellect Spirit, 2) Summon Power Spirit, 3) *Dominate Power Spirit, 2) Summon Healing Spirit, 3) Binding Enchantment (Enchantment), 

Artificers (Enchantment):  1) Animate (Wood), 2) Form/Set (Stone), 3) Spell Matrix (Enchantment), 3) Armor Enchantment (Enchantment), 

Sandmen (Illusions):  1) Phantom Sense (Sound), 2) Enhance Appearance, 3) **Invisibility (Personal), 4) Phantom Sense (Sight), 

Galvanist (Evocation):  1) *Glow 2) Form/Set (Fire), 2) Form/Set (Heat), 3) *Lightening, 4) **Wall of Stone, 

Finders (Divination):  1) Sense (Magic), 2) Sense (Undead), 3) Mystic Vision, 4) Sense Projection (Sight), 

Renders (Necromancy):  1) *Drain, 2) Animate (Dead), 2) *Diminish Appearance, 3) Summon (Ghost), 4) *Dominate Ghost, 

Elder Spells (Any/All Colleges):  Apprentice Bonding, Create Familiar (Intelligence), Enchant Seratarr (Skeleton), Enchant Serathi (Zombie), **Enchant Shaddoc, **Enchant Wood (Hardening), **Enchant Stone (Hardening),  
  
* These are spells that can gain you a Power roll.  (All PCs should have at least one of these!)

** These are GM Spells. 

Unless given GM permission, spells must be learned in order and will not be taught until the student has learned the previous spell up to 30% mastery. 

Apprentice Sorcerers must begin with 2 spells from their College and may take a third from their colleges or take one from another college.  A Sorcerer may only take spells outside their College of lower order than the highest they know in their order.  Dilettantes may only begin with level one spells. Spells of level 2 and above are not easily learned outside of a College.  Colleges are jealous of their secrets and students must earn their goodwill and trust, in order to gain deeper knowledge.  This is especially true for Dilettantes. 

For Example: A Render, Shannath, knows Drain, Animate Dead, and Diminish Appearance.  He can now learn Detect Magic and Detect Undead, but not Mystic Vision.   

Everyone else (including Dilettantes) may take any level one spell. Dilettantes may take spells from any College, however spells must still be taken in order.  
Elder Spells may only be taken when PCs reach Adept status or as a gift of a college (never Apprentice Bonding or Create Familiar). 
Rules for Sorcery:

1.  Magical Skills/Spell Manipulation: Sorcery has a number of Magical skills.  They include: Ceremony, Enchant, Summon, Duration, Intensity, Multispell, and Range.  Spells can be manipulated or made more powerful using these skills.  Most Professions are taught Ceremony and Intensity.  Most other Professions are taught some of the others (Apprentice Sorcerers are taught all of them). 
2.  Free Intelligence no longer affects Spell Manipulation (GMO):  Specialist Sorcerers can “manipulate” elements of a spell (Intensity, Duration, Range, and Multispell) up to a magnitude equal to their spell skill level divided by 5 (round up) in their colleges or their Sorcery skills divided by 5 (round up), whichever is lower.  They can manipulate elements in spells outside their college to a level divided by 20 their Sorcery skills divided by 20 (round up), whichever is lower.  Dilettante Sorcerers can manipulate elements of spells based on their spell skill level divided by 10 their Sorcery skills divided by 10 (round up), whichever is lower.   
For Example: The Render, Shannath, has Animate (Dead): 39% and Glow: 31%, and Intensity: 41%, Duration: 25, Range: 22% , Multispell: 15%.  He can manipulate his Animate (Dead) spell up to 8 levels in Intensity, 5 levels in Duration, 5 levels in Range, and 3 levels in Multispell.  
For his Glow spell he can manipulate up to 2 levels in Intensity, 2 levels in Duration, 2 levels in Range, and 1 level in Multispell.  
While the  Dilettante, Uha, can manipulate his Animate (Dead) spell of 35% and Intensity: 41%, Duration: 25, Range: 22% , Multispell: 15%.  He can manipulate up to 4 levels in Intensity, 3 levels in Duration, 3 levels in Range, and 2 levels in Multispell.
3.  Ceremony (GMO):  The Ceremony skill can increase a Sorcerer’s manipulation skills (Intensity, Duration, Range, and Multispell) as well as their spell skills.  
For Example: Shannath (from the example above) has Ceremony: 36%.  If he uses his ceremony with Animate (Dead) he can manipulate the spell up to 75%, and Intensity: 77%, Duration: 61%, Range: 58% , Multispell: 51%.  All with corresponding increase in magnitude of manipulation.  Note:  Ceremony Skill in limited by the lowest of Spell skill level, Sorcerous Skill level, and Ceremony level.  
4.  Animate and Form/Set Spells (GMO):  Animate and Form/Set Spells now affect 3 Size points per level of Intensity. 
5.  Spell Successes:  Critical Success:  Only costs 1 MP, Special Success:  Cost 1 less MP (Minimum of 1), Failure:  Spell fizzles and costs 1 MP, Fumble: Costs all MPs and use Fumble Chart. 


6.  Spell Components (GMO):   If you possess an object or substance especially appropriate to a spell, the GM can give you a 5 percentile boost to chances of success. Special or rare components give higher boosts, depending on the GM's whim. An extra round is taken in spellcasting when a component is used. Only one extra round is used regardless of the number of components. 

For Example: Subadim casts Fly using an eagle feather. The GM rules this gives him +5. If he'd used a griffin or sky bull feather, he'd’ve gotten +10. A phoenix feather or dragon wing scale would be +20, and a feather from Vrimak, King of Birds, might be worth +50. A chicken or crow feather is worthless (too common). The tongue of a crow who'd been taught to speak might be worth +10 for a communication spell.

7.  Magic Point Cost per Level:  Most spells cost 1 magic point per level (Intensity or other Sorcerorous Manipulation) to cast.  However, some spells cost more.  Lightening, for instance, costs 3 MP per level to cast.  

8.  Casting Time: Casting time for spells is Dexterity Strike Rank + Magic Points used.  PC can cast spells and take other actions in a round, if they have enough time.  


9.  Learning Spells from the Dodecon:  Different colleges are careful about letting spells out to non-members, Especially Level 3+ Spells.  This usually takes some serious convincing.  


10.  Researching Spells:  PCs can research spells but it is very hard and takes a long time.  It is the same as doing research starting from 0% to 100%. If successful the PC learns the spell at its base 1d6%.  
New GM Spells:  3/4/16
Sorcery:
Dominate Insect Swarm:  Use Monster book, 

Enchant Gate (Enchantment): A caster must first create two connected Homing Circles.  Then Cast this spell on both of them (at same cost in Power as both Homing Circles), thereby making both Homing Circles permanently open.  There are two types of Gates: Stationary and Moveable.  Stationary Gates are solid and do not move.  Moveable Gates can be taken down and reset up.  It takes most people 12 hours to set up a moveable Gate, however, it takes a Porter only 1 hour to set up a Gate.

Enchant Wood (Enchantment):  Makes wood as strong and durable as (Bronze Weapons and Armor). Caster can use duration OR sacrifice Power for permanent enchantment. 

Enchant Stone (Enchantment):  Makes Stone as strong and durable as Bronze (Weapons and Armor). Caster can use duration OR sacrifice Power for permanent enchantment.

Enchant Shaddoc (Enchantment):  Binds Ghost to its own skull.  It must then answer questions of owner, granting all of its Lore skills. 

Wall of Stone (BGB pg. 101):  This spell brings a wall-like barrier out of the ground or forms it from stone.  The wall appears immediately before your PC, to protect him against attacks or attackers, though it can appear anywhere within range.  When created, the wall will be 1 square meter per level of Intensity.   These square meters can be distributed as you see fit along the dimensions of width, height, and length (to a minimum of 1 foot thickness).  

The wall has 30 hit points against any attempts to destroy it (per square meter).  Each additional level on Intensity adds +30 hit points to the total. At the end, the wall crumbles and gradually disappears.  

Invisibility-Personal (Cults Book pg. 71/Conceal): This spell makes the user invisible by attracting the enemies attention to a spot other than where the character is.  He remains unnoticed unless he wishes to draw attention to himself, or is detected by magic.  If he makes a noise, an enemy could try to strike him by ear subtracting 50% from chances of success

If the PC protected by the spell attacks with missile, weapon, or magic, he becomes visible when he attacks and the spell ends.  If a PCs attacks while invisible he gains a +10% to attack and the defender loses 50% to defense.

The Spell requires an Intensity of 1 point per 3 size points of the caster to become invisible. 
