DweomerCraft


DweomerCraft is the art of manipulating the energies commonly referred to as mana to produce a desired effect, known as a dweomer.  The ability to be a dweomercrafter is very rare but if an individual does have this ability the only limitations on what they can do are their imaginations.  Dweomercraft is such an individualized art that no two crafters will produce the same effects in the same manner. The most common name given to a DweomerCrafter is Mage, but they are also known as Sorcerers, Wizards, Druids, Witches, and Warlocks.
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DweomerCraft Advantage
20 points/level 


This physical advantage attunes a person’s body to mana and allows them to manipulate it to create magical effects.  Each level grants the crafter one automatic success to apply to any aspect (see Aspects) when a dweomer is successfully crafted and subtracts 5 from the roll on the Misfire Table. The level of DweomerCraft possessed also limits the number of successes a dweomercrafter is able to generate for use in each dweomer.
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Other Advantages

Unusual Background 
10 points

Being a DweomerCrafter is rare and requires a 10 point unusual background.

Fatigue Recovery

varies

Bought at attribute point costs with 50% reduction.  Each level doubles the natural rate of fatigue recovery.  See GURPS Myth pg. ??

Extra Fatigue 

3/2 points/level

Normal fatigue costs 3 points per level..  Fatigue for dweomercrafting purposes only costs 2 points per level.  Both are limited to 5 levels per level of DweomerCraft.

DweomerCraft Skills

Dweomers M/VH


This represents the core understanding of how all energies interact with the world and how they may be manipulated.  All dweomercrafting rolls are based off this skill.

Sphere(Type) M/H

defaults to IQ-6

Knowledge in the Spheres allows the dweomercrafter to create magical effects more easily.  Each Sphere is learned separately and do not default to one another.  Spheres include Animal, Plant, Fire, Air, Water, Earth, Body, Wards, Scry, Force, Glamour, and Essence.
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Crafting Dweomers


When a player wishes to create a dweomer they tell the GM what effect they are trying to produce and roll against their Dweomers skill with the appropriate dweomer level modifiers applied(see Dweomer Levels).  The player will then note the number of successes and allocate them to the aspects as they see fit. The Dweomers skill roll is made when the player states the proposed effect, the effect will happen after the appropriate amount of time has passed, if enough successes are applied to the Time Aspect the effect may take place immediately.  If the Dweomers roll is unsuccessful see Dweomer Failures.  


Dweomer Levels


The level of the dweomer governs how much energy is manipulated by the dweomercrafter and how long it takes to craft the dweomer.  Level 1 dweomers consist of the simplest creations while level 5 dweomers involve complex manipulations of massive amounts of energy. 
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Dweomer Types


The type of dweomer being crafted also influences the level of difficulty and area affected.  Blocking dweomers are reflexive shields of mana that protect the dweomercrafter from harm, the Wards Sphere holds most of these dweomers.  Missile dweomers shape mana into a ball, or other similar shape that may be hurled long distances.  Seeking dweomers are widespread nets of magical energy used to locate specific objects, people or places and fall mainly within the Scry Sphere.  Talisman dweomers are used to imbue objects with lasting dweomers, creating foci or enchanted items.  Normal dweomers are the most common form of dweomers created and include all dweomers that do not fall within any of the previous categories.
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Dweomer Aspects


Dweomers have four different aspects to them.  All five play a critical role in creating a magical effect.  To increase any aspect of a dweomer the mage must roll above his Dweomer Skill thus providing him with “successes”.  Successes can be applied to aspects to improve that particular aspect's effect. 


Dweomer Failures


If the Dweomers roll is unsuccessful the player will roll on the Misfires Table.

For normal failures the player will roll 2d6 and add 1d6 per level of dweomer plus the

amount the Dweomers roll failed by.  For critical failures the player will roll 2d6 and add 

2d6 per level of dweomer plus the amount the Dweomers roll failed by.

Misfires Table


The Calamity table from Unlimited Mana, by S. John Ross, will be used until I

can come up with something else.

Talismans


Crafting foci or enchanting an object with a dweomer is very difficult and only the most powerful and skilled dweomercrafters attempt to undertake this task.  All 

objects to be enchanted are counted as one hex for area purposes, this means that all talisman dweomers must be at least level 3 dweomers.  Crafting dweomers foci requires a skill of 16 in all spheres, sphere foci require a skill of 14 in the appropriate sphere.  Enchanting an object with a dweomer requires a dweomers skill of 16 and a skill of 18 in the appropriate sphere.
Playing Notes

The GURPS Magic and Grimoire list of spells can be used as a guideline for the dweomers you want to craft, but do not feel limited by those books.  This entire system is designed to be free-form and improvisational.  The GM has final say over all aspects of DweomerCraft.  All fractions round down.

NOTE: Only one dweomer may be crafted per round, one blocking dweomer may be crafted in addition to the single dweomer.

Glossary of Terms

Air Sphere- This sphere governs the element of air and all its facets.

Aspect- A segment of a dweomer that may be modified by the dewomercrafter with skill successes.

Animal Sphere- This sphere governs the behavior of beasts and all interactions with them.
Blocking Dweomers- Reflexive dweomers used to protect the dweomercrafter from unanticipated harm.

Body Sphere- This sphere governs the body and all its processes, including healing.
DweomerCraft- The art of manipulating mana to create a magical effect.

DweomerCrafter- One who has the ability to manipulate mana in order to create magical effects.  Sometimes known as druids, enchanters, mages, sorcerers, warlocks, witches or wizards.

Dweomers- Magical effects created by a dweomercrafter.  Sometimes referred to as spells, charms or hexes.

Dweomers Foci- Foci that grant bonuses to the DweomerCrafter’s dweomers skill.  

Earth Sphere- This sphere governs the element of earth and all its workings.
Essence Sphere- This sphere governs the soul and mind of all living things, including emotion and communication.
Fire Sphere- This sphere governs the element of fire and all its components.
Foci- Objects imbued with the power to enhance a dweomercrafter’s abilities.  Some are specifically for individual spheres but others aid in all dweomers.

Force Sphere- This sphere governs the natural forces of movement.  It can offer protection or aid in movement.
Glamour Sphere- This sphere governs sights and sounds allowing realistic illusions to be created.
Missile Dweomers- Destructive dweomers that shape mana into a ball, or other similar shape, that may be hurled long distances.
Normal Dweomers- The most common type of dweomer.

Plant Sphere- This sphere governs plants, shaping them and controlling their growth.
Scry Sphere- This sphere governs information gathering and includes long-distance viewing and other sensory enhancements.
Seeking Dweomers- Informative dweomers that use widespread nets of magical energy to locate specific objects, people or places.
Spheres- Specific types of energy used in dweomers.

Sphere Foci- Foci that grant bonuses to the DweomerCrafter’s skill in a specific sphere.  

Talisman Dweomers- Long lasting dweomers used to create foci or other enchanted objects.  

Wards Sphere- Dweomers from this sphere protect and guard the dweomercraft or those people, places or objects designated by the dweomercrafter.
Water Sphere- This sphere governs the element of water and all its facets.
The light drizzle fell away from Cronus the Warlock of Kaelomin without dampening his silver embroidered robes.  Ahead of him, he could hear the warriors grumbling about his unnatural sorceries.  This brought a chuckle to his lips.  “Let them grumble now,” he thought, “when my dweomercraft is the only thing standing between them and the wailing cries of the banshee, then we will see how they like my unnatural sorceries.”


 �– Manipulating the energies of the Air Sphere, Cronus is deflecting the rain before is hits him.  Other dweomercrafters might create a mystical barrier or destroy the water before it gets to them in order to keep themselves dry during the rainstorm.





Sphere 	Bonus/Penalty


Skill		to Dweomers  


-6


8			-4


-2


12			 0


+2


16			+4


18			+6


20			+8








Level	Special 	           Number of  Misfire Roll


            Ability                         Successes   Reduction                                


I 	Sense, know and                5		5


manipulate aspects


of mana by touch.		       


II	Sense and know                10  		10


aspects of mana 


by sight.		


III	Create foci and                  20		15


imbue objects 


with dweomers.	     	


IV	Astrally project 	      35		20


consciousness. 


V	Astrally project 	      50		25


physical body.		 








Level	Penalty		 Area(radius)	   Time                                      


I 	      0		1 hex		1 round


II	    -2		2 hexes	2 rounds


III            -4		4 hexes	4 rounds


IV            -6   		16 hexes 	16 rounds


V             -8		32 hexes	32 rounds





Dweomer	Difficulty    Area 	  Time 


Type		Modifier    Modifier	Modifier


Blocking	x4	        x1	    x1/2


Missile		x2	        x1/2	    x1/2


Normal	x1	        x1	    x1


Seeking	x1/2	        x2                x2


Talisman	x4	        x1/4             x4








Effect	Each success applied to this aspect will increase the dweomer’s effect.  If it’s a damage effect then the damage is increased by one level.  If it’s an information effect then one level of information is increased.  With some dweomers this aspect will not allow for successes to be applied.  The GM makes the final decisions in ambiguous situations.


Time	Each success applied to this aspect will reduce the casting time by 1 second.  This Aspect can also be used to increase duration, which varies widely by dweomer.


Range	Each success applied to this aspect will increase range as follows: 1=1.5 the distance, 2=2x distance, 3=3x distance, and so on.


Drain	Each level of Effect, Range and Time (see above) that is increased by successes will result in 1d6 fatigue cost.  Each success applied to this aspect will decrease the fatigue cost by 1d6.








Drawing upon the energies of the Sphere of Fire, Shiba the Black Enchantress, lets fly a sphere of blazing flame at the helpless knight.  Striking him in the chest, the fireball explodes and extinguishes the last vestiges of life in his battered body.  Laughing evilly, Shiba kicks the knight’s corpse and smirks, “Foul magics indeed Sir Drand.  Maybe the next knight your order sends will provide more sport before I incinerate him as well.”  -Shiba is a powerful level 3 dweomercrafter and has a Dweomers skill of 18 and a Fire Sphere skill of 18.  She wants to create a fireball to shoot at Sir Drand.  Since she  needs to affect one person she selects a level 2 missile dweomer and rolls against her modified dweomers skill of 20(Dweomers(18) +6 for Fire Sphere(18)-4 for level 2 missile).  She rolls a 12 giving her a total of 11 successes, 8 for the skill roll and 3 automatic successes for dweomercraft 3.  She decides to allocate 6 successes to effect which produces 6 levels of drain, with her remaining 5 successes she reduces the drain to level 1.  The end result is she has a 6d6 fireball and 1d6 of drain.
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