Chapter One: Magi-Nation House Rules

This handbook requires access to the 

‘Big Eyes, Small Mouth’ BESM 2nd Edition

© Guardians of Order Inc. All rights reserved.
These rules are designed deeply reflect the relation to the Magi-Nation card game

© Interactive Imagination Corporation.
All rights reserved.
Character Creation


[image: image1.png]


 

Starting Character Points: 

After running the first season and getting a feel for things, I've decided that 35 points is a bit excessive, so I'm changing things a bit.  

30 points high-power game

25 for mid-power game

20 for low-power game
Base Skill Points: 20

Base Magic Points: 10

Note: After hearing much griping and given examples, I've decided to impose a limit on the 3 major Stat of a Magi.  Mind, Body and Soul can not go over 7 at character creation. The exceptions will involve Regional Advantages.
Note: Certain purchasable Attributes can add bonus points at character creation only. 

Example: Highly_Skilled and Magic_Points.  

Note: Skill Points are assigned with the 

‘Medieval Fantasy’ Skill Chart.

Note: Certain Skills that have real world specializations are now based off regions. 

Example: Wilderness_Survival specializations would be now Cald, Naroom, Weave, Etc.

Magi Recovery Systems

   - Health -         - Magic -
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In Magi-Nation, Health and Magic Recovery is really most vital during battle. If a character is not currently in a combat situation, they can rest and recover lost power without a problem.

Actions & Battles

Turn Definition:  A full round of combat is either a round or a turn, consisting of player's actions.  A player's action in combat is now divided into the following phases...

1. - Magi can energize.

     (Energize= Mind+ Soul+ Energize_Mastery)

 OR 

- Magi can cast spells.


(Limit 3 castings of the same 



spell per combat)

- Creatures can use powers.

2. Creatures attack.

3. If Magi did not energize, he may 


summon creatures now.

4. If creatures have not used powers yet,


they may do so now.

5. The action ends and any lingering 

effects resolve.
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Magi vs. Magi

Magi vs. Magi battles are now broken up into one on one fights, as opposed to group melees.  This will mean some people will have to sit out, or the GM must run multiple battles at once, but it does make things a bit more streamlined for game play. A Magi is defeated if either EP or Hp reach zero.
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Scale
I have finalized the ratios for when creatures are attacking involving EP and HP. The ratio is as follows...

When a Dream Creature attacks, both Dream Creatures remove the same amount of Energy.

Example: A 50 power creature attacks a 20 point creature. Now, the Attacking creature has 30 power left and with no power left, the defending creature is defeated.

Dream Creature per 10 points of power, does 4 EP and deals 5 HP if attacking a Magi directly.

Example: A Magi attacked by 50 power creature loses 20 EP and loses 25 HP.

Summoning Creatures

Two major changes are being made here.  First is the matter of the number of creatures that can be summoned. You can summon any number you can pay for. The original limit on this is being removed to better reflect the game and help those players that play with creature swarms.  

Secondly, a new rule is going to be tested.  Unless it is a permanent creature, it cannot be summoned outside of combat, for the reason that the concentration needed to help keep it in the Real Plane just doesn't allow it to be summoned outside of when it is really needed.
Ring System

Okay, here's a big one. I'm implementing a new system for creature handling. Slots will still exist, but they will be built into rings. The creature slots ability will now give you X number of slots, to distributed amongst however many rings you wish. Making a ring requires both Animite shards and the Ringsmithing skill. These will both be covered in another section. 

A maximum of 20 rings can be worn on the ten fingers, at 2 per finger.

Animite

For this go-around, there will be more of a different style of combat, in the form of wild dream creatures.  When these are defeated, they will drop varying amounts of Animite shards.  (Amounts vary on what the Storyteller wishes to give players.)

Normally, these Animite shards can only be used to make a ring of the defeated Dream Creature. There has to be a shard of Animite per slot of the creature to make the ring.  

However, a Magi with Ringsmithing of 4 or higher has mastered Animite forging, and can use any Animite shards to forge a ring to fit any creature. 

Ringsmithing of 5 allows the smith to create the Item of Power/Relic known as a Master Ring, which can hold more than one creature in it, so long as there are enough slots in the ring.
Experience

As with anyone, your character will grow and change with the story. Experience reflects this.

One experience equals use as one Character, Skill, or Magic Point, which can be put towards purchasing new or increasing Attributes.

Certain Attributes are not allowed after Character Creation such as ‘Highly Skilled’ that would unfairly add mass bonus points.

New Spells are purchased with experience points on the same scale as at creation character.

Raising the ‘Mind, Body or Soul’ stat has an experience cost of the current level to raise it to the next. Maximum 12.
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Of course, get your Storyteller’s permission on all purchases!!!
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