Chapter Three: New Sub-Attributes and Abilities

Energize Mastery

1 point/level

You know how to harness the dream energies around you and make them your own.  For each level in this ability, you regain a bit more EP when you

take an energize action.

· Level 1:  You are just a little bit better than an average Magi.  You get 4 extra EP when you make an energize action.

· Level 2:  Your skills are starting to improve greatly.  You get 8 extra EP in an Energize action.

· Level 3:  Your abilities are talked about at this point.  You get 12 extra EP when energizing.

· Level 4:  You truly understand how energizing works.  You get 16 extra EP when energizing.

· Level 5:  Dream energy is at your beck and call.  You get 20 extra EP when energizing.

Magic Aptitude

1 point/level

This attribute represents your ability to channel dream energy into spells.  It determines the how many spells you receive at character creation. All Magi have a base of 10 Magic Points to buy starting spells. Additional Levels increase your number of Magic Points.

Number of Magic Points:
· Level 1:  You are still a beginner when it comes to this magic stuff. You also get 10 additional Magic Points.

· Level 2:  Your degree of skill is improving, though you're far from a master. You also get 20 additional Magic Points.

· Level 3:  You're starting to get pretty good at this. You also get 30 additional Magic Points 

· Level 4:  Your training is long done, and you're learning much from field experience. You also get 40 additional Magic Points 

· Level 5:  Your skill rivals the Elders of your region. You also get 50 additional Magic Points 

Cost of Spells:
· The 1st Level 1 Spell must be In-Region has a cost of 2 Magic Points.



Then 
An In-Region Spell has a cost of 1 Magic Points.




An Out of Region Spell has a cost of 2 Magic Points.

· The 1st Level 2 Spell must be In-Region has a cost of 4 Magic Points.



Then 
An In-Region Spell has a cost of 2 Magic Points.




An Out of Region Spell has a cost of 3 Magic Points.

· The 1st Level 1 Spell must be In-Region has a cost of 6 Magic Points.



Then 
An In-Region Spell has a cost of 3 Magic Points.




An Out of Region Spell has a cost of 4 Magic Points.

· The 1st Level 1 Spell must be In-Region has a cost of 8 Magic Points.

Then 
An In-Region Spell has a cost of 4 Magic Points.




An Out of Region Spell has a cost of 5 Magic Points.

· The 1st Level 1 Spell must be In-Region has a cost of 10 Magic Points.



Then 
An In-Region Spell has a cost of 5 Magic Points.




An Out of Region Spell has a cost of 6 Magic Points.

Personal Creature

2 points

A Personal Creature is a signature creature that remains outside the dream realm for some reason (i.e. as a permanent pet, companion, ally).  This attribute represents the extra experiences and power this creature has. Your creature takes up an extra creature slot, but is always around and has 10 more power than a normal creature of the exact same type. Only one Personal Creature per Magi.

Creature Slots

1 point/level

This attribute represents the number of creatures you have serving you.  Each creature requires a number of slots, and you cannot exceed the number of slots given to you.  If you take a creature out of region, it adds an extra slot to the number required. 

Note: Also, if you wish for a Personal Creature to remain outside the dream realm (i.e. as a permanent pet/friend), that costs an additional slot as well. See Below.

You cannot take creatures whose Level exceeds your Taming Aptitude limits.

· Level 1:  You have 4 slots to assign creatures to.

· Level 2:  You have 8 slots to assign creatures to.

· Level 3:  You have 12 slots to assign creatures to.

· Level 4:  You have 16 slots to assign creatures to.

· Level 5:  You have 20 slots to assign creatures to.

Taming Aptitude

1 point/level

This attribute represents the power Level of the Dream creatures you have serving you. You cannot take creatures whose Level exceeds this aptitude.

· Level 1:  You can have Level 1 creatures.

· Level 2:  You can have Level 2 creatures.

· Level 3:  You can have Level 3 creatures.

· Level 4:  You can have Level 4 creatures.

· Level 5:  You can have Level 5 creatures.

Multiple Regions

4 points/level

Due to some wild and crazy circumstances in history, you are a practitioner of magic from multiple regions.  This is almost ALWAYS a rare and unique occurrence, and may very well cause you trouble in the future.  You must take at least the first level of the Skeleton in the Closet defect in order to take this ability.  Also, you must have GM approval before you can take this.

· Level 1:  You are a Magi of 2 regions.  

You may take creatures and spells of either region without penalties.

· Level 2:  You are a Magi of 3 regions.  

This is a somewhat miraculous event, and could mean great...or terrible things for you.  Creatures and spells of any of those regions may be taken without penalty.
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New Magi-Nation Ability


Ringsmith Skill 		Relevant Stat: Mind


4 points/level


A Magi with training in Ringsmith can forge Animite of Dream Creatures in rings that allow Magi to summon them to the Moonlands from the Dreamplane.


* Levels 1-3 will only convey additional   


  bonuses when trying to forge a ring like   


  normal ability would.  


*Level 4 and 5 will offer special bonuses that 


  will be discussed in sections of Chapter One.





“Rayje? Rayje? No, he’s just a Legend!”


- Gia, Weave Seer
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