Ritual Path Magic Spell Template

Your name as you would like it credited: 

Your e23 user name: 

Your email address: 

BEGIN SPELL TEMPLATE

Ritual Name

Spell Effects: 

Inherent Modifiers: 

Greater Effects: 

Description of the spell.

Typical Casting: 

END SPELL TEMPLATE

Please delete everything from this line down before submitting.

START INSTRUCTIONS

Copy the above template as many times as you need. You can submit several rituals at once – each does not need its own document!

Ritual Name

This should be evocative, but not ridiculously so; “Flaming Death” is niftier than “Fireball,” but both are preferred to “Conjuration of Flammability.” If possible, try to make the ritual applicable across all TLs and genres – this is a universal magic system, after all – though obviously some spells require a minimum TL to make sense (such as the first example below).

Spell Effects

List all, in alphabetical order. If one effect is used multiple times, put ¥ 2, ¥ 3, etc., after it. (Use the “¥” as a multiplication symbol; our software turns it into the proper cross.) Separate them with plus signs and spaces.

Even if you envision this as a charm or conditional ritual, do not include the conditional Lesser Control Magic effect here; that’s a separate effect for the purpose of Defining Rituals.

Inherent Modifiers

In alphabetical order, list the ones that fall under the second or third bullet of Defining Rituals: Area of Effect, Healing, Meta-Magic, Speed, Afflictions (with specific effects), Altered Traits (with specific traits, but not their levels), Bestows a Bonus (with the rolls affected, but not the strength of the modifier), Bestows a Penalty (ditto), or Damage (with type, but not amount). Separate them with plus signs and spaces.

Greater Effects

Just a number (“0,” “1,” etc.) followed by the Greater Effects Multiplier in parentheses: “(¥1)”, “(¥3)”, etc.

Description

This should be a paragraph or two discussing the spell as cast under Typical Casting (below). If your Typical Casting turns it into a conditional spell or charm, you must start the description with the sentence, “This is typically cast as a conditional ritual.” or “This is typically cast as a charm.” (Yes, a charm is a conditional ritual, but by being explicit as to which you’re assuming, it’s easier to describe the ritual without confusing the reader.)

Typical Casting

The full version of the spell as you envision it being used in a game. This is where you include actual details for the inherent modifiers and other modifiers that don’t have to be listed (e.g., Duration, Range, and Subject Weight). Leave off Extra Energy and Traditional Trappings, though; the former is rarely used except as a way to not waste accumulated energy, and the latter should be left for the GM to decide.

If you envision this ritual as a conditional spell or charm, also include the required Lesser Control Magic here.

Each effect or modifier should be followed by its energy cost in parentheses. This energy cost should not include the Greater Effects Multiplier. List all effects in alphabetical order, then all modifiers in alphabetical order, separating them all with plus signs and spaces.

End the typical casting with a period, then add another italicized sentence summing the energy cost after applying the Greater Effects Multiplier; e.g., “48 energy (16 ¥ 3).”

Examples

Computerized Ally

Spell Effects: Greater Control Energy + Greater Create Mind.

Inherent Modifiers: None.

Greater Effects: 2 (¥5).

This is typically cast as a charm – usually an inexpensive flash drive, to avoid suspicion. When the drive is inserted into the USB port of a computer, the machine immediately “awakens.” For the next hour, it is treated as an intelligent being with IQ equal to twice its Complexity (p. B472), minimum 8.

It will happily and completely obey the person who triggered the spell. This includes finding (and decrypting) its files, running programs, and volunteering any information of which it would have a record. For example, it would know which users had logged in recently, but it could not say who was standing next to that user. (Though if a webcam was functional at the time, it may have video.) The GM should play the computer as an eager, intelligent person, not as a literal-minded automaton!

Typical Casting: Greater Control Energy (5) + Greater Create Mind (6) + Lesser Control Magic (5) + Duration, 1 hour (3). 95 energy (19 ¥ 5).

Legs of the Kangaroo

Spell Effects: Greater Strengthen Body + Lesser Strengthen Body ¥ 2.

Inherent Modifiers: Altered Traits, Basic Move + Altered Traits, Super Jump + Bestows a Bonus, Jumping.

Greater Effects: 1 (¥3).

The subject of this spell can make prodigious running leaps! He has +1 to Move for all purposes, and his jumping distances are doubled – after factoring in the Move bonus. Any rolls the GM requires to jump, avoid falling after a jump, etc., are at +2.

The subject can be the caster or anyone the caster touches. The effects last for one hour.

Typical Casting: Greater Strengthen Body (3) + Lesser Strengthen Body (3) + Lesser Strengthen Body (3) + Altered Traits, Basic Move +1 (5) + Altered Traits, Super Jump 1 (10) + Bestows a Bonus, +2 to Jumping Rolls (2) + Duration, 1 hour (3) + Subject Weight, 300 lbs. (3). 96 energy (32 ¥ 3).

END INSTRUCTIONS

Book Name – XX Draft

Chapter 00: Chapter Name Here


