Winds of Magick

Concept Magick System for WFRP

By P T Beck

Under this system there are no cumbersome Spell Ingredients. A Wizard is only limited by his own power, in effect his INT, WP and Level.

Inherent Magick Ability

Every living creature has an inherent amount of Magick Points (MP), which can never be exceeded. These may be used for any purpose, although they can be regained naturally at the rate of 1 MP per day. Those who know how may use Meditation to speed this rate up and regain many (if not all) points in a matter of hours.

	Creature
	Inherent MP

	Human
	D10

	Dwarf
	D6

	Halfling
	D6

	Wood Elf
	2D10

	High Elf/Sea Elf
	D20


The Focus

A Focus can take the form of a Staff or a Wand or almost any other object the Wizard desires, although the size of the object used will affect the amount of energy that can be stored within it.

Magick Points within a Focus may be used to power Spells or Rituals, but the primary function of the Focus is similar to a battery. In effect it is a device for storing excess Magick Points gained from Power Surges, or for absorbing Magick Point losses due to Power Drains, both of which can be experienced when attempting to draw Magick Points from the Void. If too many Magick Points are stored in a Focus it may be damaged, further reducing it’s storage ability. However, if not enough are stored then a strong Power Drain has the potential for causing physical damage to the Wizard. The trick for the Wizard is to maintain a balance between the two.

The Focus can store a set amount of MP. This is referred to by two statistics:

MP Storage Limit: The total number of Magick Points the Focus can safely store without overloading. This amount is determined by the Focus’s Quality Rating (QR), which is determined when it is manufactured. 

Stored MP: This is the amount of Magick Points currently stored in the Focus.

The Wizard always knows the MP Storage Limit and Stored MP of any Focus that he is Powerlinked to, as long as it is in within a number of yards equal to his current WP.

Manufacturing a Focus

Using a Pre-made or Improvised Object

The Focus does not have to be made by the Wizard personally. Any Wizard can use any pre-made object as a Focus, but the Wizard who wishes to use it as a Focus must powerlink himself to it using Powerlink Artefact, in order to determine its suitability to the role.

When the Wizard has powerlinked himself to a chosen object, use the Determine MP Storage Limit table below to find the object’s MP Storage Limit. (If the Quality Rating (QR) of the chosen object is not known assume D100 as a base, modify the result at GM’s Discretion). The Wizard is then free to choose another object, or use the Charge Focus Ritual to charge the new Focus.

In the case of an Improvised object, such as a tree branch, roll D20 for the Quality Rating (QR) and proceed as normal.

From Scratch

As stated above, the Wizard does not have to make a Focus himself, but in some circumstances the Wizard will be forced to do this. For example, if the Wizard accidentally drops his only Focus down a ravine in the Worlds Edge Mountains, then he’ll be forced to make an new one himself.

If the Focus is to be made from scratch then the manufacturer must get all the required materials together and spend an appropriate amount of time working on the Focus. When the required amount of time has passed, the manufacturer must make a Construction Test (average of DEX + INT rounding up). If the Construction Test is passed then the Focus has been made properly, if the Construction Test is failed then there are flaws in the construction or materials that will degrade the Focus. Use the following table to determine the effects of the passed or failed Construction Test.

	Construction Test
	Quality Rating (QR)

	Failed by more than 30%
	Randomly determine Quality Rating on D10

	Failed by 21% to 30%
	Object has a Quality Rating of INT+DEX/2 minus 75%

	Failed by 11% to 20%
	Object has a Quality Rating of INT+DEX/2 minus 50%

	Failed by 1% to 10%
	Object has a Quality Rating of INT+DEX/2 minus 25%

	Passed by 1% to 10%
	Object has a normal Quality Rating of INT+DEX/2

	Passed by 11% to 20%
	Object has a Quality Rating of INT+DEX/2 plus 50%

	Passed by 21% to 30%
	Object has a Quality Rating of INT+DEX/2 plus 75%

	Passed by more than 30%
	Object has a Quality Rating of INT+DEX/2 plus 100%


In order to determine the new Focus’s MP Storage Limit, cross-reference the Focus’s Quality Rating on the following Determine MP Storage Limit table and apply any appropriate modifiers from the Other Modifiers Table.
	Determine MP Storage Limit
	
	Other Modifiers

	Quality Rating (QR)
	MP Storage Limit
	
	Focus is a small object less than 15 ENC
	Halve MP Storage Limit

	1-10
	D6+D4
	
	Focus is made of Metal
	Subtract 5D10 from MP Storage Limit

	11-20
	10+D4
	
	
	

	21-30
	15+D4
	
	
	

	31-40
	20+D4
	
	
	

	41-50
	25+D4
	
	
	

	51-60
	30+D4
	
	
	

	61-70
	35+D4
	
	
	

	71-80
	40+D4
	
	
	

	81-90
	45+D4
	
	
	

	91-100
	50+D4
	
	
	

	101-110
	55+D6
	
	
	

	111-120
	60+D6
	
	
	

	121-130
	65+D6
	
	
	

	131-140
	70+D6
	
	
	

	141-150
	75+D6
	
	
	

	151-160
	80+D8
	
	
	

	161-170
	85+D8
	
	
	

	171-180
	90+D8
	
	
	

	181-190
	95+D8
	
	
	

	191-200
	100+D10
	
	
	

	200+
	100 + D20
	
	
	


The final manufacturing phase is for the Wizard to be powerlinked to his new Focus, and to charge it with magick. The Wizard may perform both these step himself, provided he has enough Inherent MP (or Stored MP in another Focus), to cast the Powerlink Artefact and Charge Focus Rituals. When, and only when, he is powerlinked to his new focus will he be aware of the MP Storage Limit and the Focus’s Stored MP.

The Stored MP for a brand new Focus is always 0. The Wizard must cast the Charge Focus Ritual in order to charge it with magick for the first time.

MP Storage Limit and Overloading

Attempting to store a number of Magick Points in a Focus, that is higher than the Focus’s MP Storage Limit can potentially overload and damage the Focus.

To calculate the Damage Risk, subtract the Focus’s MP Storage Limit from the Focus’s Stored MP and multiply the result by 5. The result is the Damage Risk in %.

The Wizard should then roll D100, if the result is less than the Damage Risk, the Focus has successfully stored the overload, and has escaped damage. If the result is more than the Damage Risk, the Focus has released the overload and taken damage in the process, potentially decreasing its MP Storage Limit in the process.

If the Damage Risk roll is failed, the Focus’s Quality Rating is reduced by a number equal to the amount of the overload. The new Quality Rating must then be looked up on the Determine MP Storage Limit table above, and a new MP Storage Limit determined for the Focus if necessary. If the Focus’s Quality Rating (QR) is reduced to 0 or below the Focus is destroyed.

All excess Stored MP are then lost, so that the Focus becomes fully charged up to its (old or new) MP Storage Limit.

For example a Focus with a Quality Rating (QR) of 45 and an MP Storage Limit of 27MP is charged up to 40 Stored MP due to a Power Surge.

This equals a 65% chance of damage due to overload (40-27=13, 13x5 =65). The Wizard rolls 75 on a D100, so the Focus is damaged.

The Focus’s Quality Rating is reduced by 13 to 32, looking this up on the Determine MP Storage Limit table above we see that a new MP Storage Limit must be determined.

The Focus’s new MP Storage Limit is 20+D4. The Wizard rolls 2 on the D4, giving a new MP Storage Limit of 22 MP. The excess 18 MP (40 Stored MP - MP Storage Limit 22 = 18), are lost, and the Focus is now fully charged to 22 MP.

Recharging a Focus

A Wizard may recharge any powerlinked Focus in his possession, at any time, just by casting the Charge Focus Ritual.

The Focus, Combat and Exposure

It is not recommended that Wizards use their Focus as an offensive weapon, as any damage caused or parried by it will reduce the Quality Rating and may reduce the MP Storage Limit. (See MP Storage Limit and Overloading, above.)

If the Focus’s Quality Rating goes down for any reason, cross-reference the new QR against the Determine MP Storage Limit table above and determine a new MP Storage Limit if required. If the new MP Storage Limit is less than the Focus’s current Stored MP a test for overload damage must be taken immediately (See MP Storage Limit and Overloading, above). As time goes by, and the Quality Rating goes down, the chances of an overload due to reduced quality go up. 

Learning new Spells/Rituals

Obtain a Copy to Study

In order to learn a new Spell or Ritual, the Wizard must first obtain a copy of the required Spell or Ritual to study. This may be done by means of a Guild or University Library, a Wizard’s Grimore or a Scroll.

Most books of magick are written in Modern Arcane Language (a derivative of Ancient Arcane Magick, developed by the Human race from the teachings of the High Elves and Slann many millennia ago.) Before anyone can attempt to learn any Spells, they must have the ‘Modern Arcane Language’ Skill.

Learn the Spell using Study Periods

The Wizard must then accumulate the number of Experience Points (EP) shown below depending on which type of Spell or Ritual he is attempting to learn.

	Spell Level
	EP Required

	Level 1 General
	50

	Level 2 General
	100

	Level 3 General
	150

	Level 4 General
	200

	Level 1 Specialist
	100

	Level 2 Specialist
	200

	Level 3 Specialist
	300

	Level 4 Specialist
	400


This represents the amount of study time and effort that must be expended. The only way of accumulating the required number of Experience Points is through Study Periods.

For every full 1 hour that the Wizard devotes to studying he must take an INT Test. If the Test is passed he will gain 10 Experience Points, if the Test is failed he will only gain 5 Experience Points.

If he is interrupted during this time (i.e: he is attacked, or some other very distracting event happens nearby), an INT Test must be taken immediately. If it is passed the Wizard gains only 5 Experience Points, and must restart another study period. If failed, no Experience Points are gained and another study period must be started.

Experience Points gained in this way may only be used for the learning of Spells/Rituals and cannot be used to purchase new Skills or to change Careers.

Take the Final INT Test

Finally, when the Experience Points have been acquired, the Wizard must take an INT Test modified appropriately from the list of possible modifiers shown below.

	Spell Level - Wizard Level
	INT Test Modifier

	-3
	+30

	-2
	+20

	-1
	+10

	0
	+0

	1
	-10

	2
	-20

	3
	-30

	4
	-40


If the INT Test is failed, the Wizard has failed to grasp the new Spell/Ritual and the Experience Points are lost. He cannot attempt to learn any more Spells until he has enough Experience Points to do so.

If the Test is passed, the Experience Points are lost, but the Wizard now has another new Spell or Ritual that he is can use.

Example1: A Level 1 Wizard with INT 30 is attempting to learn a new General Magick Level 3 Ritual. He will have to spend 150 Experience Points, and pass an INT Test with a -20% modifier (Spell/Ritual Level 3 - Wizard Level 1 = 2 this gives a -20% modifier). This means that he must roll less than or equal to 10 in order to learn the spell and actually casting it is another matter!

Example 2: The same wizard is now trying to learn a Level 4 Battle Magick Spell. He will now have to spend 400 Experience Points, and pass an INT Test with a -30% modifier. (Spell Level 4 - Wizard Level 1 = 3, gives a -30 modifier) This makes it impossible for the spell to be learnt!

Casting Spells/Rituals

When casting a spell, the Caster can use his own Inherent MP, Stored MP in a Focus, or he can channel energy from the void, or any combination of the three. (ie: A Wizard requires 22 MP - so he  uses the 7 Stored MP which remain in his Focus plus all 5 of his Inherent MP, and channels the remaining 10MP from the void).
A Wizard therefore has the following options when attempting to cast a Spell:

1. If the Wizard has enough Inherent MP to cover the Spell’s MP Requirement, then these can be used to power the Spell. This negates the need to take a Channelling Test (See below), however it also means that the Wizard may not be able to use any Artefacts until the Inherent MP are recovered.

2. If the Wizard’s Focus contains enough Stored MP, these can be used in order to meet the Spell’s MP Requirement. This approach means that the Wizard does not have to attempt a Channelling Test (See below), and is preferred by less experienced Wizards who have a greater risk of injury when attempting castings. However, a frequently used Focus will require more frequent recharging by using the Charge Focus Ritual.

3. The Wizard may attempt to draw all the required energy, represented by the Spell’s MP Requirement, from the Void. The Wizard must take a Channelling Test (See below), this is more risky for less experienced, and less powerful Wizards as the more energy they attempt to draw, the harder it is to control. If the Wizard looses control of the energy it may result in a Power Drain, or a Power Surge.

4. Finally, the Wizard may attempt a balance between the above three options by using some of his Inherent MP, some of the Stored MP from his Focus, while drawing the rest from the void by taking a Channelling Test (See below). This way his Focus remains fairly well charged, and it reduces the amount of energy that will have to be controlled when drawing it from the Void.

Channelling Test

A Channelling Test is taken on an average of the Wizard’s INT+WP (rounding down). It represents his chances of maintaining enough concentration to draw the required energy out from the void.

There are a number of modifiers to the Channelling Test, one of which is the total number of MP being channelled. This may be the entire Spell MP Requirement or a smaller figure if MP from other sources have been put towards the Spell’s MP Requirement (See above).

The greater this figure, the more it will affect the Channelling Test, this is because the larger the MP Requirement the harder it becomes to channel the energy.

	Total MP Requirement
	Channelling Test Modifier

	1-20
	0

	21-40
	-5

	41-60
	-10

	61-80
	-20

	81-90
	-30

	91-100
	-40

	101+
	-50


Another is when the Wizard is attempting to cast a spell with a Higher Level than himself. In this Case subtract the Wizard’s Level from the Spell Level and cross-reference the result on the table below to find the Channelling Test Modifier.

	Spell Level - Wizard Level
	Channelling Test Modifier

	-3
	+30

	-2
	+20

	-1
	+10

	0
	+0

	1
	-10

	2
	-20

	3
	-30

	4
	-40


If the total for the Channelling Test is a negative figure, the Channelling Test is an automatic failure because it becomes beyond the Wizard’s abilities to channel the required energy. (Although, it may be entertaining roleplay to insist that the PC Wizard still rolls for success, and thus gets a guaranteed failure result!)
When the Channelling Test has been taken, use the following table to determine the scope of the Wizard’s success or failure.

	Channelling Test
	Effects

	Failed by more than 30%
	Catastrophic Failure and a Major Power Drain
The MP Requirement is not drawn from the void, you loose control of the Channelling and experience a Power Drain which subtracts 3D20 MP from your Focus’s Stored MP and/or your Inherent MP. (See Power Drains below.) You also gain D8 Insanity Points.

	Failed by 21% to 30%
	Failure and a Power Drain
The MP Requirement is not drawn from the void, you loose control of the Channelling and experience a Power Drain which subtracts 2D20 MP from your Focus’s Stored MP and/or your Inherent MP. (See Power Drains below.) You also gain D6 Insanity Points.

	Failed by 11% to 20%
	Failure and a Minor Power Drain
The MP Requirement is not drawn from the void, you loose control of the Channelling and experience a Power Drain which subtracts D20 MP from your Focus’s Stored MP and/or your Inherent MP. (See Power Drains below.) You also gain D4 Insanity Points.

	Failed by 1% to 10%
	Failure
The MP Requirement is not drawn from the void; you loose control of the Channelling and cannot extract the energy you require.

	Passed by 1% to 10%
	Success
The MP Requirement is successfully drawn from the void.

	Passed by 11% to 20%
	Success and a Minor Power Surge

The MP Requirement is successfully drawn from the void, plus D20 extra MP, which are added to your Focus’s Stored MP. (See Power Surges below.)

	Passed by 21% to 30%
	Success and a Power Surge

The MP Requirement is successfully drawn from the void, plus 2D20 extra MP, which are added to your Focus’s Stored MP. (See Power Surges below.)

	Passed by more than 30%
	Success and a Major Power Surge

The MP Requirement is successfully drawn from the void, plus 3D20 extra MP, which are added to your Focus’s Stored MP. (See Power Surges below.)


Example 1: The Channelling Test was 70, wizard rolled 01, the margin of success is more than 60, and this indicates Success and a Major Power Surge. The MP Requirement is extracted, plus an extra 3D20 MP, which are stored in the Focus.

Example 2: The Channelling Test was 70, wizard rolled 98, giving a failure margin of 28. This indicates Failure and a Power Drain. The MP Requirement is not extracted, and 2D20 MP are lost from the Focus’s Stored MP first, Caster’s Inherent MP next. (ie: if 20 MP are lost and Focus has 15 MP stored and Caster has 7 Inherent MP, then the Focus is drained to 0, and the Wizard’s Inherent MP is reduced to 2)

If the Channelling Test is passed or failed with a double (22, 66, etc), then the number of dice rolled for Insanity Point gains and determining the number of MP in a Power Surge or Drain, is doubled.

In the event of a Catastrophic Failure there is also a 1% chance of developing a random Chaos Mutation. The GM must record the Character’s % chance and roll D100 after each Catastrophic Failure, generating a Mutation if required.

Power Surges

A Power Surge has the effect of increasing the Wizard’s Inherent MP and, possibly, the Stored MP of the Focus used in the Casting.

Any MPs gained from a Surge are added firstly to the Wizard’s Inherent MP. When this is topped off, the remainder of the Power Surge is added to the Focus’s Stored MP. If the Surge takes the Focus’s Stored MP over its MP Storage Limit, then refer to the rules under MP Storage Limit and Overloading, above.

Power Drains

A Power Drain is the opposite of a Power Surge, in that it sucks Stored MP from the Focus used in the Casting.

Any MPs that are Drained are subtracted firstly from the Focus’s Stored MP, and when that reaches zero, the remainder is taken from the Wizard’s Inherent MP. If there is still a remainder after the Wizard’s Inherent MP has been reduced to zero, apply the rest of the Drain as Voidburn Damage. (See Casting without a Focus, below).

Casting Spell Combinations

A Wizard can attempt to cast as many Spells as he dares in 1 Round. This means that he will have to Channel more energy, which will make the Casting more difficult.

Total up the MP Requirements of all the Spells to be cast and apply the appropriate modifier to the Channelling Test (see Casting Spells/Rituals above).

When casting more than one Spell, the Caster has to specify the order in which they will be cast. 

Rituals cannot be cast in combination, only Spells!

Casting without a Focus

An exceptionally powerful or ambitious (or foolish) Wizard may attempt to cast without a Focus, although this is risky. If the wizard doesn’t have the MP Requirement available as Inherent MP, and still wants to cast the Spell/Ritual, then he must attempt a Channelling Test in order to draw the energy from the void and through himself, not his Focus.

However, in the event of a Power Surge or Power Drain as decided by the Channelling Test, the MPs that are gained or drained are deducted from the Wizard’s Wounds, Willpower, Cool and Intelligence as Voidburn Damage.

Calculating Voidburn Damage

· Wounds: Take 50% of the total MP gained or drained and divide by 5, this is the total amount of Wounds damage. A Toughness Test may be made for each point of Wound loss, to avoid it. These lost Wounds are recovered normally. (ie: 50% of 60MP = 30, 30/5 = 6 Wounds, some of which may be avoided by a passed T Test.)

· Willpower, Cool and Intelligence: Take 50% of the total MP gained and average out between each statistic (rounding down). This represents brain damage, and is permanently lost. (ie: 50% of 60MP = 30, 30/3 = 10 lost from WP, CL and INT permanently.)
Actions while Casting

While casting Spells or Rituals, the Wizard is subject to a -30 I modifier.

Example: A Wizard with I 30 is casting a Spell in the heat of battle. The I modifier is -30, making his I for this Round 0. This means that he acts last within the Round, and there is a good chance he will be disturbed before he can cast the Spell.

Unless specifically stated in the Spell/Ritual description, a Caster cannot perform any other actions, and is counted as Prone while casting or maintaining a Spell or Ritual.

· If the Wizard is not taking a Channelling Test and is interrupted during the Casting Time of his chosen Spell/Ritual, the Casting automatically fails.

· If the Wizard is taking a Channelling Test and is interrupted during the Casting Time of the chosen Spell/Ritual, his Channelling Test is halved.

Some Spells/Rituals have a variable Duration where the Wizard can spend, for example, 10 MP per Round of Duration. In these cases, the Wizard can either:

· Specify the length of Duration before Casting, and spend the appropriate amount of MP when casting the Spell/Ritual, then perform other actions while the Spell/Ritual runs for the specified Duration, or

· Maintain the Duration of the Spell/Ritual on a Round by Round basis by staying in attendance and spending the specified amount of MP per Round. This means the Caster cannot perform any other actions (and is counted as prone), other than maintain the Spell/Ritual. This may also require multiple Channelling Tests, with further risk of injury.

Magick and Armour

A Wizard may wear armour if he so wishes. However, the more armour he wears; the more the Channelling Tests are affected. Total up the AP on each of the Wizard’s Hit Locations and multiply all Spell MP Requirements by this figure.

· Any Armour that gives AP on multiple Hit Locations is counted per Hit Location. (ie: A Sleeved Mail Coat gives 3 AP to both Arms, both Legs and the Body for a total of 15AP (3 per arm + 3 per leg + 3 on the body))
· Shields are counted as one Hit Location.

· If the Wizard is using a Shield as his Focus, that Shield’s AP are still counted.

This will, obviously, affect his chances of passing any Channelling Tests he is required to make.

Example 1: A Level 1 Wizard with INT 30 and WP 30 is wearing no armour (0 AP), and is taking a Channelling Test to cast a 5 MP Level 1 General Magick Spell. He therefore has to roll equal to or less than 30. (INT30 + WP 30 = 60,/2 = 30. Spell MP Requirement is 5MP, giving no further modifiers))

Example 2: The same Wizard is now trying a Channelling Test for the same Spell, but he is now wearing a total of 25AP. The Channelling Test is now equal to or less than -20, indicating an immediate failure. (INT 30 +WP 30 = 60, /2 = 30. Spell MP Requirement is 5MP x 25 = 125MP, a modifier of -50. 30 - 50 = -20)

Glossary

Elemental Nodes

Aethyrial energy manifested as non-sentient Elemental Forms

Aethyrial Energy

Raw, chaotic energy from the Aethyr, manifested into the Material Realm.

Material Realm

The Warhamer World or the real world.

Void, Aethyr, Chaos/Aethyrial Realm

All alternative names for the Warp (Warp Space) from the WH40K Universe.

Elementals or Elemental Forms

Elementals are manifestations in the Material Realm of beings that formed a consciousness in the Chaos Realm. These consciousnesses are formed from the alien consciousness of non-living substances on the Warhammer World. (Earth Elementals are formed from the consciousness of the rocks, etc).

There are types of Elementals, from Nodes, which are non-sentient, through Least Elemental, Lesser Elemental, Greater Elemental and the Wistenliches.

Daemons

Daemons are manifestations in the Material Realm, of beings that have formed a consciousness in the Chaos Realm. Their consciousnesses are formed from the base emotions of living, sentient life form (i.e Us). They are, as such, temperamental.

Many individuals serve the same Chaos God, and have similar forms, but differing personalities. There are also many independent daemons that serve themselves only.

Careers Notes

Apprentice Level 0 ( Wizard Level 1 ( Wizard Level 2 ( Wizard Level 3 ( Wizard Level 4

· Non-specialist Wizards can only use General Magick Spells Levels 1-4

· If Apprentices Level 0 is taken as an Initial Career, they receive the Level 1 General Magick Rituals Powerlink Artefact, and Charge Focus as well as two other Level 1 General Spell/Rituals which can be chosen by the Player.

· If the Apprentice Level 0 career is entered into as a new Career, they have to learn all Spells/Rituals, starting with Powerlink Artefact and Charge Focus.

Advancement through the Levels is by examination. When the current career has been fully completed, the Wizard may take an Advancement Exam.

The number of Spells of the Wizard’s current Level plays a part, the more that have been learnt, the better chance of passing. Showing knowledge of spells of the new level also has a positive modifier. Having one or more specialist spells that the Wizard does not specialise in also has a modifier. (Actually being able to cast them is even better!)

Specialisation is possible any time after completion of Apprentice Level 0 and Wizard Level 1.

Specialist Wizards can use those spells of their chosen specialisation and the appropriate level General Magick Spells. (ie: a Level 2 Illusionist can learn Level 1 and 2 Illusionist Magick and Level 1 and 2 General Magick)

Possible Specialisation:

· Battle Magick -- DONE

· Illusionist Magick

· Elementalist Magick -- DONE

· Daemonologist Magick

· Necromantic Magick

Special Dwarf Career:

· Runesmith and Runic Artefacts, a few Runesmith Spells. -- STARTED SORT OF

Special Wood Elf Career

Some kind of natural mage, with elemental magick and special spells

Special High Elf Career

Magesmith (adapted from Career downloaded from Archive)

Special Sea Elf Mage - ?

