Palooka's guide to the Well rounded Mage

I'd like to thank Lords Crylone, Methais and Starkly for their advice on the creation of the guide.

(please read the whole document before you play.  It will save you big headaches later on, ya know...)

So.....  ya wanna be a wizard?  Lookie at the overview


Gemstone III is an ever expanding Text based role playing adventure game.  This means that you interact with the people, places and other players with typed text only.  If you're looking for fancy 3d graphics... look elsewhere.  The world of Elanthia is a place of great challenge, danger and limitless adventure.  Being a wizard, however, is not the quickest path to Glory...  roll up the sleeves and prepare to work.

The life of a wizard is one of continuous study and the careful application of your art for the betterment of all Elanthians.  Wizards are the masters of the Elements.  Water, Wind, Earth Fire and Electricity serve the wizard much better than any blade fashioned from iron, so if you want to go about hacking and slashing, perhaps you'd be better suited to becomming a warrior?  In your youth, you will find that progressing is difficult; even frustrating at times.  Be comforted in knowing that later in life, the wizard is possibly the most formidible profession in the lands...  suffer now for Great are the rewards to come!

Rolling up a character

First off, don't use the quick generation method.  Full generation will give you some control over the caliber of your Wizard.


The "rolling up", or the creation of numbers used to define your beginning abilities is a rather tedious process.  Take some time and get a good set of numbers.  Nothing is more annoying that spending weeks playing a character that you realize,,  well.. sucks, so ya haveta go back and reroll.  When you begin generating your character, the game will give you a set of numbers or "stats."  These numbers will be within the following ranges:

First 3 - 50/90   Second 3 - 40/60   Third set of 3 - 20/50   Last 1 - 20/100

a perfect roll would look like this: (will NEVER happen,,, {sigh...})

90 90 90 60 60 60 50 50 50 100 = 700

I suggest that you keep trying until you get at least a 640 total roll. This is going to take some time... but the few hours spent in making a good character will be well worth it later on.

Once you've got your 640, apply then numbers to each stat.  Here is an explanation of each, in the order the game requires you to make place a number.

Constitution- The health and general wellbeing of your Wizard. This controls health points as well as resistance to poisons and diseases. A high constitution will cause you to gain health points faster. Since wizards seek to NOT GET HURT at all, Ever.  I don't feel Constitution is too important A low to medium range number would be good around here. 

Dexterity- A very important stat. Dexterity determines how well you can aim your spells and bolt attacks. It effects you hand/eye coordination and influences your defense against special attacks aimed at you. A high number, definately a High number here.

Discipline- Your willpower and ability to focus. It is used to help determine how many training points you receive in both Physical and Mental training areas (see Training) - Very Very important! Use your highest number.

Logic- Your ability to understand the experiences that you have witnessed, and learn from them. Logic will control the limit of experience that you can store at any given time. This should be a middle number.

Intelligence- Effects how fast you absorb experience, and is a prime requisite of the Wizard.  Because this stat will grow quickly as you make levels (get older) and Wizards get a +10 starting bonus, a lower number will be fine here.

Strength- Obviously how much you can lift and carry.  Strength also governs how well you attack and your chance of hitting when using a weapon. This really does not matter as you grow older so it can be a medium number. You can raise your attack by spells on your weapon very early on.

Reflex- Self-explanatory. Your ability to get out of the way when something wishes to harm you. Very important to wizards because you will almost always want to hunt in an offensive stance. Make reflex a high number.

Charisma- How Charming does a Wizard need to be?  A higher number here will get you a bit better prices when at a shop, but...  who cares?  Put your Lowest number here

Wisdom- Your ability to cast spiritual spells (you cannot learn them as a pure elementalist). It also gives you the gods’ favor, which can never hurt. This is not that useful for wizards and can receive a low stat.

Aura- The stat that gives you your mana or raw casting energy. It also helps you to cast spells that you do not aim. Sleep is one of them. This stat should be no less than 85. Aura also gets a +10 bonus when you choose to be a Wizard.


As I said, the numbers appear to be random, but have a limited range. The first three numbers are all 50-90. Try for numbers 85 or higher, at least one MUST be. The next three are all 40-60. Over 50 will be good enough, but try for two above 55. The next three will be 20-50. Always reroll if you get a number in the 20’s. Above 40 is beautiful. The last number will be 20-100. Above 90 will suit you well.


The stats should go something like this: DI, AU, DE, RE, LO, ST, CO, WI, IN, CH. Your Physical training points will be much greater than mental. Mental will grow faster, though.

Remember that you will get + 10 to aura and intelligence because those are the prime stats of your profession.  Also remember that stats in the later levels will look very different because they increase as you get older. The maximum for any stat is 100. Remember that some stats rise faster than others do. Logic and intelligence will shoot up while strength will crawl very very slowly....   (mutters wish I put it higher when I rolled).


You will receive an adjustment bonus for each stat depending on your race. Understand that the following "+'s" are to the bonus, not your stat numbers.  There are 8 races.

Humans

 +5 to IN, LO, and ST. Their maximum HP is 150.

Giantmen

+ 15 to ST. + 10 to CO, and + 5 to CH. -5 to AU, DE, IN, and RE. Their maximum HP is 200.

Half Elves

+ 10 to RE. + 5 to CH and DE. -5 to CO. Their Max HP is 135.

Sylvankind Elves
+5 to Re, CH, AU, and DE. -5 to DI. Their Max HP is 130.

Dark Elves

+ 10 to AU and DE. +5 to RE, WI, and IN. -5 to CH and CO. -10 to DI. Their max HP is 120.

Elves


+15 to RE and CH. +5 to DE and AU. -5 to ST. -20 to DI. Their Max HP is 130.

Dwarves

+ 15 to CO. +10 to ST and DI. +5 to LO. -5 to RE. -10 to CH, and AU. Their Max HP is 140.

Halflings

+15 to DE. +10 to RE, IN, and CO. +5 to LO. -5 to AU and DI. -15 to CH. -20 to ST. Their Max HP is 100.


I feel that for Pure Spell casters,,  the halfling is the obvious choice.  He gets a +15 to the Dexterity bonus for aimed spells!  If you do choose to be a halfling, make sure you place an adequate roll in Strength.  Palooka did not, and now has trouble carrying his own armor....  Bah!

Sylvankind Elves, and Dark Elves also make good pure casters.  

Training


Training is the phase of creating a character where you begin to become an individual.  No two players train exactly the same way, and that's why there are so much diversity in skills in the lands.  Take time to plan your training before you go check into the inn.  


Remember training points (TP’s)? This is where they matter. The way you've placed your stats will result in your being awarded TP's in two categories.  Physical TP's and Mental TP's.  Most skills require both some physical and some mental training.  Your skills won't magically increase when you gain a level. You choose each each skill you'd like to become more proficient in. Training is a very important part of character development.  Choose your skills carefully.

   Bonus   P/M (T) Skill Name                
Bonus   P/M (T) Skill Name

 1)  0   25/20 (1) Two Weapon Combat      
15)  0     2/8 (1) Picking Locks

 2) 20    14/1 (1) Armor Use              

16)  0     5/3 (1) Stalk and Hide

 3) 40     8/1 (1) Shield Use               

17)  0     0/3 (1) Perception

 4)  0    15/8 (1) Combat Maneuvers       
18) --    0/10 (3) Spell Research

 5) 40     9/1 (1) Edged Weapons          
19)  0     0/1 (3) Scroll Reading

 6)  0     9/1 (1) Blunt Weapons          

20)  0     0/2 (3) Magic ItemUse

 7)  0    20/3 (1) Two-Handed Weapons     
21) 10     0/7 (1) Mana Sharing

 8)  0    20/3 (1) Ranged Weapons         
22) 74     2/1 (2) Spell Aiming

 9)  0    20/3 (1) Thrown Weapons         
23)  0   15/10 (1) Ambush

10)  0    20/3 (1) Pole Arm Weapons       
24) 40     8/0 (1) Phys Training

11) 20     6/2 (1) Climbing               

25) 20     3/3 (1) First Aid

12) 25     3/1 (1) Swimming               

26)  0     0/3 (1) Trading

13)  0   20/25 (1) Multi-Opponent Combat  
27)  0     3/3 (1) Pick Pockets

14)  0     2/7 (1) Disarming Traps        

28)  0    20/3 (1) Brawling

From the first time to the tenth time you train in a skill, you will get a +5 bonus. From 11th to 20th, you will get +4, from 21st to the 30th you get +3, 31st to 40th is +2. Every time after that (trainings 40+) is a only +1. This is so that very high level people will not seem godlike.  These bonuses effect the chance of success or proficiency when you attempt to use a skill. For example, you must be better trained in climbing to scale a rock face, than going up a wooden ladder.  The training bonus influences your probability of success or failure.

Spell Research: Twice every year, PERIOD. Train in the wizard circle every year until 20. Train in the major elemental circle until you learn 503, blur. From then train in the minor elemental circle until you learn 414, elemental defense III. From then it is your choice. I, personally, would go in the minor elemental circle until level 20, catch up on your majors and then alternate between the 3 circles, still training twice a level, forever

Mana Sharing: There is some controversy over this one... Some think you only need get to 102% , I feel that 140+ is better.  This skill is very useful once you get your permanant enchant Item spell.

Scroll Reading: I a rather important skill so you can cast spells outside your circles..  When you're older, the Spirit defense spells found on scroll will be lifesavers!  Train this on and off until you get a 102 bonus.

Magic Item Use: about as important as scroll reading, but you'll need to wave wands when you're young and short of mana.

Spell Aiming: Twice every year, FOREVER. This skill will put more of your aimed attack spells on target.  Never forget.  2 times a year forever!

Perception: An important skill when opening boxes. You have to see the trap to disarm it!  also good to keep thieves outta yer pockets and find hidden folks.

Edged Weapons or Blunt Weapons: pure casters don't swing all that often, but choose one of these two, and train once each year when you're young, less frequently as you age.  When you're older, weapon use will figure into your defenses.  Blunt or edged, really doesn't matter, just pick one.

Ranged Weapons: Waste of training points.  For Rangers and such.

Thrown Weapons: Waste of training points.  too expensive.

Two-handed Weapons: Waste of training points.  For Warrior types..

Brawling: Good if you intend on pursuing Voln,  wait til you're older to start in this, however.

Shield Use: Train in this every level.

Physical Training: This will give you health points. Train every year. til you hit your max, then occasionally after that if you have the points

Climbing: Try to have about 10 trainings by the time you are level 20.

Swimming: Try to have about 10 trainings by the time you are level 20.

Armor Use: Train every time you can until you have four trainings. Then you can wear full leather with no penalties.  Later on in life, you may want to train in this more to use the heavier armors.  

Picking Pockets: Thieves get killed, make enemies and cause problems... I suggest you not train in this skill.....  but..  nobody would ever suspect a wizard.....   hhhmmm..

First Aid: Helps in tending wounds and skinning critters...  I don't train in this, the points are better spent elsewhere.

Picking Locks: Never train in this. You will get the spell soon enough.

Disarming Traps: Train in this occasionally.  It will help your disarming spell (408)  I'd say once every 4 years train in disarming.


Trading: Get a bit of a discount in shops,,, but worthless otherwise

Multiple Opponent Combat: Too Expensive... a waste for a wizard

Stalking and Hiding: Rogues and rangers stalk, Wizards make an Entrance!

Ambush: not worth the points for a wizard, pass this by.

Two weapon Combat: Pure casters truly dislike having to hold One weapon, why would they need two?

Combat maneuvering: Train in this later (meaning past lord or lady) when you can actually afford it. It helps you avoid special attacks like the Roa'ter ground eruptions.

Here is my normal training Regime,  

Double train every year Forever!  Do it Do it!

Spells

Spell aiming

Single train:

Mana Share until 140 bonus
Weapon use of your choice

Shield use

Magic item and Scroll reading until 102 bonus in each

Armor use (until you have trained 4 times more later on)

Climbing or swimming (alternate every level)

Remember that the following come only after you have trained in everything above.

Other:

Combat maneuvers when you get older (helpful)

Perception for spotting pickpockets and finding traps on boxes

Physical training

Prologue


This guide gives a basic overview of character generation and training.  Other guides on spell tactics, Enchanting, Imbedding, and Role Playing technique will follow.  I hope you find this guide useful, however, there are many other guides and I implore you to read as many as you can.  I'm not the know-all authority on wizardry and I know many folk who disagree with my training philosophy.  Do your homework, take the time to be Edumicated and make your own decisions.  Drop me an e-mail with any comments or corrections.  Take care!    jocepheus1@yahoo.com    

                                  Palooka Thumbles

Spell lists:  explanation taken from Brila's guide
(all spells with an “*” next to them use a spirit warding.) 

The Wizard Circle

901-minor shock, your first aimed spell. It is also very weak. You shoot a small bolt of electricity at a target. This spell is pretty useless on light armored creatures, so it will not really help you at all early on in the game. By the time you start to fight things using heavier armor, you will have major shock, which can make you forget about this little spell. The only time I use this spell is to take down a creature after it has been thoroughly pummeled and is being held together by its clothing.

902-minor edge, a weapon enchantment. To clear up some misconceptions that you may have, there is no major edge and you can cast this spell on any weapons with no magic already present. This will ad + 15 to your AS when attacking with that weapon. If a weapon already has a spell like this on it, like bless or E-blade, it will not work. The same works for things that have crits in them, like feras, drake, frost covered, etc. It lasts for a number of swings equal to the caster’s level.

903-minor water, your first good aimed spell. You hurl a stream of compressed water at your opponent. Though this spell does not have an inverse effect with armor, minor water deals great damage.

904-stun cloud. You summon up a small, gray cloud. It takes a bit of time to grow then zaps the creatures in the area instantly dealing damage and stunning them. It is safe for players and usually does not kill creatures, making it a spell that is good for group hunting. Dissipates a few minutes after cast.

905-elemental refraction. You will appear to be a bit to the side from where you really are. It will not completely deter your opponent, but will cause confusion enough to give you + 20 DS. Lasts for 10 seconds times the caster’s level.

906-minor fire, a very powerful aimed spell. You hurl a stream of fire at your opponent. This deals a huge amount of damage and will make almost anything fun for its life.

907-major cold. You hurl a ball of cold about 1 foot in diameter at the target. This will almost always hit because of the explosion at the end.

908-major fire. Same deal with 907 except it deals more damage and is fire. 906 hits harder but not as often.

909-tremors. The ground around you appears to shake and knocks down players and creatures alike. This is an illusion that you are immune to. Because it is not real, no structural damage will occur.

910-major shock. This is a powerful spell that is great for getting rid of those extra limbs. It arcs toward the target and will almost always hit, and hit hard. It almost never deals less than 10 times minor shock’s damage.

911-mass blur. It is also known as brillies. It casts 503 on everyone in the casters group and lasts 30 seconds times the caster’s level.

912-call wind. Call wind, in simplest terms, calls a wind. The air in the area begins to blow, knocking down players and enemies alike. If not knocked down, a creature or player will lose their ability to defend unhindered, hence a loss of DS.

913-death cloud, 904’s evil twin. Death cloud hurts much more than gas cloud. Death clouds are many less stable than gas clouds, so they jump to other areas more often and they damage and often kill players (including you).

914-firestorm. Fire falls from the sky into the area. This spell is very powerful and will almost definitely hit everything in the room. Firestorm lasts 10 seconds times the level of the caster.

915-weapon fire, a fun spell. This makes the target’s weapon explode in its face and cause a minor injury. This spell does not always work on magic metals (mithril, ora, mein, etc.). 

916-invisibility, even more fun. You can figure out what this spell does. If you attack, it will wear off, but it is great for travel through dangerous ground and can get you out of paying tolls to use the gates of towns. It’s fun. Try it sometime.

917-boil earth. The ground under an opponent boils. Whether it hits depends on the opponent’s dexterity and skill in combat maneuvers. If it hits, it will deal significant damage to the opponent’s legs and knock them down.

918-duplicate. Not only does duplicate split the matter of an item and create two of them, it looks really cool in the process. Remember that this does not usually work on magic metals and silvers (awwww).

919-wizard shield. This spell gives the target +50 to the DS. Yes, I said + 50. It also lasts for 30 seconds times the caster’s level. 

920-call familiar. This spell will give you some respect. It will also make people wonder why an owl is speaking with them. You gain control of an animal in the area. The species varies for the area. You can see through their eyes and control what they do. You can also project your voice through the creature. Be careful with your creature because if it dies, you will go into shock. Your familiar remains linked to you for 1 minute times your level.

925-enchant item, what wizards are famous for. You can raise the bonus (or create one) on weapons, armor, and shields by +5. This process is complicated enough for guides to be written. I will write one if I receive E-mail telling me to.

930-familiar gate. You can create a portal to your familiar. It will stay there until one of several things happens. A) The time limit is reached. B) The maximum number of people passes through. C) You pass through.

The Minor Elemental Circle

401-elemental defense I. The target gains +5 to his DS for one-minute times the level of the caster.

402-presence. It lets you know about any hidden or invisible players or creatures in the room. You just know they are present, not where they are.

403-picking enchantment enhances the target’s picking ability. Give +10, and +1 for every level when cast on yourself. +5, and +1 for every two levels of the caster when cast on someone else.

404-disarming enchantment, same deal except with disarming instead of picking.

405-elemental detection. When cast on a creature, player, or item, you gain knowledge of any spells that may be in effect on the target. You learn more with each level.

406-elemental defense II, same deal with 401, except you gain +10 to DS.

407-unlock. Unlocks chests, doors, and most other locked things (the graveyard gate). This spell depends on your aura and level.

408-disarm. Disarms those chests that will hurt you otherwise. If there is not a trap, or you did not disarm the trap, this spell will appear to have no effect, it will not tell you if there is a trap.

*409-elemental blast. This is like mana disrupt. A spiritual warding will apply, and if it works you will deal some damage.

410-elemental wave. A wave of elemental energy sweeps through the area knocking down and pinning all that it hits. Its chances of hitting you depend on your dexterity and skill in combat maneuvers.

411-elemental weapon (E-blade). This is like 902, but more powerful. The weapon gets a +20 for swings equal to 3 times the caster’s level. The icing on the cake is that your weapon will emit blasts of either cold, fire, or lighting. Each wizard gets the same element every time (cold, fire, or lighting).

*412-weapon deflection. The target gets -25 AS to all attacks for 10 seconds times the caster’s level.

*413-elemental saturation. The target gets -25 TD to all spiritual wardings. The target’s defense against this spell is a spiritual warding without the -25.

414-elemental defense III, same deal as 401, except you gain +25 to DS.

*415-elemental strike. This is like 409, but much more powerful.

416-piercing gaze. You can see through closed doors, chests, and the like. Some items are resistant to this spell and you will not see them.

*417-elemetal dispel. This can have several results:

1) The target loses any spell he was preparing. The target loses mana.

2) The target will lose magic effects on him (blur...).

3) When cast on an item, it will lose enchantments on it or charges in it.

418-Mana focus. This spell will create a mana focus like there is in Town Square Central for one minute times the level of the caster. This spell has the potential to blow up if not properly cast. May the caster beware.

419-mass elemental defense. This is the spell that will make you friends. This casts 414 on everyone in your group including yourself for 30 seconds times the caster’s level. Many people cast this in Town Square Southwest in the landing and you should tip them though they are almost never tipped. Remember, if someone is casting massies, do not be afraid to join in.

420-magic item creation. This spell will allow you to put one of your spells of a lesser level into a specially prepared item. You can create staves, rings, wands, etc. with this spell.

425-elemental targeting. The target will get a bonus his AS = to the caster level for 30 seconds times his level.

430-elemental barrier. The target will gain a bonus to his DS = to the caster’s level for 30 seconds times his level.

450-minor elemental. The group of the caster will be transported to the nearest mana focus.

The Major Elemental Circle

*501-sleep I. The result depends on how badly the target failed its spiritual warding. If the target fails its warding by 10 or lower, it will shrug off the effects. If it fails the warding by 11-25 it will become dazed for about 10 seconds. Any greater a failure, and it will fall asleep for 5 seconds times the caster’s level. Creature above level four and all undead will not be effected.

502-spell store. Once cast, you will have 30 seconds to prepare another spell. Once that spell is prepared, you will have it prepared for a very long time. The time limit is not infinite, but you will use the spell before the time limit is reached 99% of the time.

503-blur. The target gains +10 to his DS for 1 minute times the caster’s level.

504-Slow I. The target’s actions all take 3 seconds longer than usual for 1 minute.

*505-Sleep II. The spell works as sleep one except on creatures up until level 12. If the warding is failed by 12 or less, the creature is unaffected. The creature will become groggy for 10 seconds if it fails by 13-29. 30+ and the creature will fall asleep for 8 seconds times the level of the caster.

506-Haste I. All of the target’s actions will take 3 seconds less for 1 minute.

507-Elemental deflection. The target gets +20 to DS for 20 seconds times the level of the caster.

508-Elemental bias. The target gets +20 to TD for 30 seconds times the caster’s level.

509-Strength. The target gets +15 to AS for 30 seconds times the level of the caster. Elemental attacks and ranged attacks are not given this bonus.

510-Unpain. The target gets up to +50 HP for five minutes. At the end of those 5 minutes the target will lose all the HP gained by this spell.

511-Floating Disk. This is a great moneymaker because people pay about 1k silvers to have this cast on them. A disk will appear and follow the target of this spell. The disk will carry all of the items put in it without the owner being weighed down. When a person logs off the disk will disappear and drop all of its contents. 

512-Slow II. Same exact thing as slow I, but actions take 6 seconds longer.

*513-Sleep III. This spell works on creatures up to and including level 18. If the target fails by 14 or less there is no effect. If it fails by 15-33 it will be groggy for about 10 seconds. 34+ and it will fall into a slumber for 10 seconds times the caster’s level.

514-Haste II. The target’s actions take 6 seconds less for one minute.

515-Rapid fire. Lasts for 5 seconds times caster’s level. If you prepare a spell and cast it the same exact spell will be prepared immediately once cast. To switch to another spell you release the current one and prepare the new one.

*516-Life leech. The target loses 1 HP per 2 points of failure and the caster gains the same amount.

517-Charge item. You can charge a specially treated gem worth over 1k silvers. When the spell is cast on a gem, the mana will begin to build up. The level of success is based upon the spell being recharged and your level. Recharging costs 1 mana X the level of the spell being recharged.

518-Cone of lightning (CoL). This spell casts major shock on everyone in the room who is not in your party.

519-Telekenetic disarm. Whatever the target is holding in his right hand is torn from him and placed in your right hand. If your right hand is holding something the item will fall onto the ground.

*520-Major sleep. This will put anybody but undead to sleep and works as sleep I otherwise. The target gets -25 TD while this is being cast on him.

525-Meteor storm. The caster throws his arms in the air. 20 seconds later meteors will come down. If you are inside, debris may fall and harm people in the area.

