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Preface

This book is an aid for the Game Master of a DragonSpawn based role-playing group. Use it wisely. This book is intended to provide ideas for the Game Master so that he can provide a group of spells to beginning characters as well as his own NPCs. In addition, it provides further guidelines for judging spell research and how to handle the use of magic in the game.xe "Preface"
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Introduction


This guidebook is meant to provide you, the Game Master, with extra information and quite a few sample spells with which to flesh out your non-player characters as well as to provide your fledging players with a few minimal circle spells to begin their adventuring career.


It might be a good idea to point out why the Game Player's Guidebook doesn't contain more then a scant handful of spells. It's simple really; I don't like the idea of everyone having the same spells. How much fun is it when Wizard A meets Wizard B and Wizard A begins casting a Fiery Blast spell only to have Wizard B pop out his handy-dandy Anti-Fiery Blast spell to counter it. Those are powerful magics being whipped around, and it's very doubtful that any wizard worth his salt is just going to be giving them away. A common spell is a spell that should be easily defended against. If it is common, every wizard knows it and every wizard knows how to defeat it. 


DragonSpawn tries to eliminate this by making each and every character research his own, unique, spells, thereby creating a more realistic mechanic within the game.

Chapter I: So You Want to be a Wizard


This simple statement wraps up a whole lot of grief within the DragonSpawn game. Magic.

Magic is no simple concept. We can't hold it up to our own world and say; "This is the way magic really works on Earth."

Since we have no real-world basis for magic, we need to create a magic system that can fit into the laws of physics that we know and understand without causing too many problems.

The first, and hardest, question to answer is: What exactly is magic? Well, I'm no Ph.D. in prestidigitation, but I'll take a shot at it.

The Basis of Magic


Magic in the realm of DragonSpawn is not truly "magic", as the word would lead you to believe. Magic is based in physical forces and just a bit of mysticism. 


Everything physical has a group of properties. Rocks are composed of baser materials; fire is just a haze of plasma caused by ionized particles. 
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