Dragon Magic is an optional system of magic compatible with the AD&D game system.  It is the sole product of a twisted role-playing genius with too much time on his hands.  The usual Politically Correct "he, him, his" pronoun disclaimer applies here as always.


*  *  *


	Dragon Magic allows player character mages to cast spells without memorizing them, as per the AD&D 2nd Edition rules.  It is a system that is based on die rolls, spell points, and skill checks.  In the end, all aspects of the mage's spells balance out (in other words, there isn't too much power granted).  However, you will find the following differences in the Dragon Magic system; a lower level mage can cast more spells of his highest spell level;  a high level mage finds it more difficult to cast his highest level spells; a high level mage does not have access to all the spell slots granted by the 2nd Edition- it would be near impossible to cast all the spells possible by an 18th level wizard in a row.


Game Mechanics


	A mage gets two pools of spell points:  Mind and Mana.  The first and most important is Mind.  Mind is the toughness and resolve of the mage's brain.  It allows him to withstand the extraordinary mental stress that spellcasting can cause.  In game terms, it is the mage's Constitution divided by two, plus 1d4.  As a mage progresses in levels, his Mind will never rise, unless he comes upon a means to raise his Constitution.  Magical increase in Constitution will also increase Mind. 


	The other and more frequently used spell point pool is Mana.  Mana represents the mage's alertness to the forces he controls, and acts as the amount of "power" that a mage puts into a particular casting.  The higher a mage's Mana, the more magical power he can wield.  Mana rises as a mage rises in levels.  It starts out at the mage's Intelligence score.  At second level, the mage adds 1d4 to his Mana.  This continues until sixth level.  At sixth level and beyond, a mage adds 1 point to his Mana per level.  


	Another component to the Dragon Magic system is a mage's Magic Skill score.  This represents a Mage's experience at shaping the world's magic forces into a form he can use.  This starts out at one for a first level mage, and increases by one for every level gained.  Wisdom can increase this value as follows:  If Wisdom is 15 or 16, there is a +1 Magic Skill bonus.  If Wisdom is 17 or 18 (or above), there is a +2 Magic Skill bonus.  Magic Skill comes into great play when a spell is cast.


	Finally, the difficulty of the spell must be known.  The difficulty to cast a spell is called the Cast Level.  In order from first to ninth level spells, the difficulties are: 13, 16, 20, 24, 28, 32, 36, 40, and 45.  Some DMs may take it upon themselves to change the Cast Level of certain spells to reflect their campaign/mood.  Perhaps the spell Cantrip should receive a difficulty of 11 or 10, while Magic Missile, a significantly more powerful 1st level spell, could be raised one or two points without much effort.  As more spells are cast, the mage's Magic skill will decrease.


	As you can see, a 9th level spell is impossible to cast on its own without a significant amount of Mana drain (at least that).  This is so that the mage will have to use supplementary methods to cast these higher-level magics:  In other words, you wouldn’t be able to shoot off a couple of Wishes or Meteor Swarms before lunchtime: you will have to have decent components, study time, and other “magical enhancers” to even cast the spell with minimal drain.


*  *  *


Casting Procedure


	Casting procedure in the Dragon Magic system is easier than may be expected.  First, the mage determines the difficulty of the spell he wishes to cast.  Then, he takes his Magic Skill and  rolls a 2d10, adding the result.  If the sum is higher than the Cast Level, then subtract one Mana and decrease the Magic Skill by one.  The spell is cast.  If the sum is less than the Cast Level, the spell is also cast, but the difference between the numbers is subtracted from the mage's Mana pool.  The Magic Skill is also decreased by one.


	If the Mana pool is all used up, the subtract points from the Mind pool.  If all the Mind pool is used, the final points are subtracted from the mage's hit points.  This reflects the mage being burned inside out from the overwhelming power of his own magics.  Every time a mage uses up his mind pool and burns hitpoints, a system shock roll is made:  success means that the mage is effectively stunned for 1d4 rounds.  Failure indicates that the mage becomes stunned for 1d4 turns; he passes out.


Recovery


	Recovery of spell pools are as follows:  Every day, after 8 hours of undisturbed rest, all of the points subtracted from Magic Skill leave, as the mage starts the day with his mind unclouded with previous castings.  The mage gets 1/2 (rounded down) of his Intelligence worth of Mana back.  Plus, the mage gains one point of Mind everyday.  If a mage does nothing but rest that day, he can gain two points of Mind back per day.


	Clerical magic also affects Mind and Mana recovery.  Every hit point gained from clerical magic can instead be used to gain back one point of Mana or one point of Mind (not both at same time).  The cleric must cannot heal both hitpoints and magic points at the same time; he must choose which one to heal.  


	Mana can only be healed once each day by clerical means, due to the different sources of a mage's power.  Other magical aides must be used to regain Mana points.  Mind can be healed as often as necessary, as it is a mental extension of a mage's hitpoints.  Note: a Heal spell restores all Mind instantly.


Spellcasting Modifiers


	The modifiers to the Dragon Magic system are what make it unique, as well as role-playable.  There are all sorts of modifiers, all that apply to the Magic Skill roll.  Modifiers both help and hinder the spellcaster, and are determined by things such as casting in a hurry, casting in unusual conditions, or using special reagents and spell components.  Modifiers can always be created as needed.  One example is from the Dark Sun setting, where casting could be easier or harder depending, on the amount of foliage present (+4 for a Tree of Life, -4 for the Sea of Silt...).


	There are a few simple spell-casting modifiers that can be used in any campaign.  All these penalties/bonuses are cumulative:


	-4 if a mage doesn't prepare his mind when he wakes up in the morning.  This is the equivalent of waking up and immediately tossing off spells.  Preparation time can range from 30 minutes to an hour.


	-2 if the verbal aspect of the spell is concealed.  -4 if verbal is completely ignored.


	-2 if somatic gestures are concealed.  -4 if somatic gestures are completely ignored.


	-1 to -4 if casting in an unusual situation (upside down, intoxicated, while running, hanging from a chandelier, etc.)


	-4 to -8 if casting in unusual conditions (completely drunk, underwater, trapped in a spider's web, while on fire) This is like above, but even more drastic.  A mage might allow characters to cast while held or choking (as per stinking cloud).  A penalty of -10 is applied under these conditions.


	+2 to +5 if the mage uses material components.  +2 reflects an item that reflects the general nature of the spell (an arrow for magic missile), an item that isn't consumed in spellcasting.  +4 is an enchanted item made specially for that spell (Krandov's Slaying Missile expressly made for the casing of Magic Missile).  +4 ingredients are ones that total 100 gp or more, as per the spell's material components: ex.  For the 9th level spell Shape Change, a 5000 gp jade circlet is required.  A bonus of +5 reflects the use of a specialized and powerful artifact or relic.


Study


	Every day, a mage can study a spell.  This takes an hour, but this spell is cast at +4 for that day.  At 5th level, an additional spell can be studied in that hour.  At 10th level, a third additional spell can be studied.  Any additional spells studied for any time does not grant a casting bonus.  The bonuses for learning the same spell, when studied twice in one day, will not increase (ie effects of studying one spell for 2 hours are not cumulative).


Specialist Mages


	Specialist mages are granted the following bonuses and drawbacks:


	A specialist mage can cast spells from his specialist school at a +4 bonus.


	A specialist mage cannot cast spells of the opposition school.  The schools next to the opposition school are cast at -2 penalty.


	Elementalist mages have no penalties to casting spells from other elements (except his opposition element).


	Wild mages have no oppositional schools.  They still roll an extra d20 to determine what level the spell is actually cast at, plus wild surge results.


Magic Items


	One of the greatest aspects of the Dragon Magic system is the availability of special magical items that only mages can use.  There are a limitless number of specialty items that can be added to a campaign to benefit (or hinder) the spellcaster.  Here are just a couple of examples of magic items that could be added to a campaign:


	Ring of Wizardry: This magical item gives a mage 10 extra Mana points every day.


	Jutham Berries: Berries from the jutham bush can aid in divinations.  For one hour after 4 of the berries are eaten, There is a +1 to all divinations.  The berries are small, dark blue, and bitter to the taste.  They occasionally grow in grasslands.


	Ring of Conjuring:  With this ring, a mage can keep two Mana points lost in casting, to a minimum loss of zero (Mana cannot be regained!)


	Elixir of the Magi: This potion give back a day's worth of Mind and Mana to a mage.  These potions are rare and difficult to make.


Darkmetal


	A useful addition to a campaign setting is Darkmetal.  Darkmetal is actually a type of rock that consumes magical energy of all kinds.  Luckily, it is a rare substance, and worth as much as, if not more than, platinum.  Unfortunately, Mages haven't determined how or why Darkmetal acts the way it does; all attempts at magical scrying fail!  For a metalsmith to use Darkmetal as he would steel, he must subject it to intense magical fire and electricity (magical or mundane).  Only a Darkmetal anvil and hammer can be used, as only a Darkmetal or mithrail (or campaign equivalent) pick can be used to mine the substance.  Even then, Darkmetal is extremely hard to forge.  This just shows how powerful and rare Darkmetal objects are.  However, it isn't incredibly hard to attach a coin-sized piece of Darkmetal, once found, onto the inside of a manacle.  However, Darkmetal is rare enough that an  average city wouldn't have enough to afford to make manacles for every mage that comes into town. 


	If a caster comes within 100 feet of Darkmetal, he has a -5 penalty to cast spells.  If he comes in within 20 feet of Darkmetal, the penalty is -10.  In both cases, if the mage rolls under a spell's Cast Level, the spell is negated as the Darkmetal consumes the magical energies generated.  The mage still loses the Mana and magic skill.  If a mage is in contact with Darkmetal (or up to 2 feet) while casting a spell, all spell effects are negated, and magic skill and Mana is still lost.


*  *  *


Final Notes on this System


1) Change this magic system at will to suit your campaign.  Some suggestions I have are to allow the mage to cast higher level spells than normally allowed in tight spots.  Perhaps let them multiply the difficulty by 1.5 and the Mana drain by 2 or something.


2) I’ve been playtesting this thing for awhile, and one issue that comes up again and again is how you can modify spell effects. I would have made up detailed rules on the thing, but I’d rather leave it up to you.


	My suggestion, which works fine with my group, is to grant a slight bonus if the caster doubles the casting time, and a penalty for each halving of the casting time.  For spell effects (like making a blue fireball), add difficulty points to the spell, and maybe take off a couple Mana points automatically, or require the mage to have certain “spell prerequisites” for truly weird effects (a purple lighning bolt-ball that makes a galloping sound as towards its target.  Make sure that the mage has the prerequisite spell audiable glamer for the sound special effect...).


	For doubling the effect (like range, damage, duration) of the spell, require the mage to take at least one point of Mana off for this effect, and multiply the spell difficulty by a range of 1.1 to 1.6 or so (or just simply add a bunch of difficulty points to the task).





Hope this system works for you.  Feel free to pilfer the stuff that you like for your own use, just give my a bit `o credit for my time.  That’s all.  Tell me what you think of this system.


	Enjoy-


		


	J. Andrew Kitkowski


	kitkja@sncac.snc.edu


	“Grog” to some, “Antigone” to 	others...
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