DragonSpawn: The Player's Guide to Mystic Arcana
Preface
ii
[image: image1.png]DragenSpawn





The Player's Guide to Mystic Arcana
By Jeffrey R. Naujok
(Book Picture Here)

Copyright © 1996-1997, Jeffrey R. Naujok and BlackStar Enterprises. All Rights Reserved under law.

[image: image2.png]DragenSpawn



In the spirit of the Internet, this document may be copied freely as long as it is not altered from its original form in any way. No fee may be charged for the distribution of this product. A fee may be charged to distribute this document on magnetic or optical media, but no fee in excess of the actual cost of manufacture may be charged without the express written permission of the author of this work. 

Preface


This book, like the others in the series, is a compilation of rules and guidelines for use in the DragonSpawn role-playing system.  In particular, this book covers the area of the rules which define magic. Magic in the DragonSpawn system is an area of studies and skills which covers a large range of topics. That is why this book is separate from the rest of the rules. This book will hopefully resolve for the player, and the game master alike, the various questions that arise during the playing of DragonSpawn. 


However, like all such books, this guide cannot hope to answer every question, and that is a good thing. If the game could all be written down in one place, with every answer and every situation covered completely, the game would devolve into just an exercise in looking up the various rules. Because the system is not, and probably cannot, be complete, the game itself continues to be a living, evolving entity. And that’s what keeps the fun in role-playing.xe "Preface"
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This book would not have been possible without the help of many other people. While I am sure that I will leave a large number of those people out, I will extend some of those thanks here. 


First and foremost, there is my wife, who not only accepts what I do with my free time, she actually encourages it. Without her, I wouldn’t have the urge to do much of anything.


Second, I need to thank all the people who got me into gaming, and those who I got into gaming in return. Without them, I wouldn’t have seen the table from both sides of the screen. I also wouldn’t have eaten quite so much popcorn, or polished off quite so many cans of soda pop. I also wouldn’t have waited for the end of daylight saving’s time as a good excuse to take the session on for an extra hour. 


Third, I need to thank TSR. The granddaddy of role-playing games, whose tyrannical copyright and trademark policy gave me the urge to write this whole thing.


And finally, to my son Jason, who probably thinks I’m welded to the computer by now. I hope he knows one day how much it meant to me every time he yelled “Daddy, daddy!” when I came home.
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Introduction


The Mystic Arcana Guidebooks are intended to make clearer some of the more obscure rules for magic in the DragonSpawn game. The Player's Guide focuses on some of the more obscure skills available in the field of magic, especially for mages from disparate and unusual lands.


An example is the Desert Mage specialties and skills that are detailed within. Desert magi specialize in spells and magics that affect their most commonly available material: sand.

Chapter I: The Specialty Mage


Within the game of DragonSpawn, there are no character "classes," so there is no specific Magi character type. It is entirely possible, however, for a player to choose nothing but Magecraft skills for his character. This would, as a course of fact, make that character a magi.
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