 Important Steps to Effective Spell Casting


1. List balance

a. Knowing how to work out your spells to work with your team

b. Choose spells you know YOU can use.  Can't throw, don't take too many balls.

c. Keep at least one or two spells for your own defense and attack.

d. experiment with different blends of lists.

2. Equipment - have plenty of what you need.

a. Balls, take as many as you can carry of the balls you’re using, especially in a larger game (remember mages, only 1 sphere.

b. Strips – make some of them longer, to get around shields, and bigger garb.

c. Keep an extra copy of spell list, or if you use one a spell book.  Remember you must have the rules of your magic on you, not just what it is.  Having what it DOES is also handy in rules disputes.

d. Wand.  A spare wand is even hand in the event it is damaged or affected by another caster.

3. Knowledge - know your spells.

a. Know who is immue to your spells

b. Know exactly what they do, what their range is, how many you have, are they per life or per game.

c. Know how they interact with other game effects.

d. Find out what class other players are playing.
4. Practice

a. Learn how to throw a spell ball.

b. Make sure you're comfortable saying the verbal magics for your spells.  
c. A little dagger practice is a benefit, as are sheild and staff or spear.  Get comfortable with your equipment. 
5. Battle plans 
a. Think about how your spells will work with the other members of your team.  
b. After a battlegame, evaluate what worked and what didn't and try different combinations.
c. Keep a couple of battle plans handy, knowing what's worked for you in the past and what's not worked.  
d. Talk with other casters about what's worked for them and what combinations they're using.
6. Improvisation.  Be ready to try spells in new ways.

From the Rulebook.  Vital to good casting

Magic Clarifications
	Under the notes sections of many magics it lists those classes which are immune to that magic. As the casses and their immunities evolve, immunities in the magic section will correspondingly be added or deleted, 

Neutral magic may never be dispelled. This includes ambidexterity, lend, extension, warskill, advancement, enhancement, presence, visit, imbue, mimic, voice, and extra magic points (all are neutral). Visit, messenger, and other classes' magic-like abilities are also not allowed to be dispelled. Druidic magics bought via bardic voice, may be dispelled. 

Liches and wraiths are undead and magical creatures. Zombies, mummies, and vampires are undead and diseased. Lycanthropes are diseased. 

Enchanted weapons (other than enchantments that are defensive such as harden) may be affected by heat weapon, warp wood, curse weapon, and magical balls. Note that relics do not possess any qualities that are not listed under their descriptions. 

Interrupted magics and class abilities/skills must be restarted to be used. 

Paladins and anti-paladins are immune to most wizard spells, but not their enchantments. Barbarians may never carry enchantments. 

Cure disease will turn an undead creature or lycanthrope back to human. Resurrect will not. Protection from disease will protect a person from conversion to these creatures for one life. 

Stone to flesh or a heal will negate petrify. A heal spell will alter the effects of druidic flesh to stone to those of an iceball (or entangle). 

Lightning in any form is considered to be a type of fl
ame. Protection from flame is proof against a flame wall. Protection from magic is not. Both are proof against a firetrap. 
Mend will not negate the effects of heat weapon or curse weapon. 

Red weapons, enchanted weapons of any type, relics, arrows, and touch of death will destroy a bless, barkskin, or protection without killing the wearer of these enchantments. The dagger of infinite penetration will kill them. 

Projectile protection is not proof against magic bolts (or for that matter, any other kind of magical balls). The magic bolt spell may be blocked and parried just like any normal throwing weapon. 

Dispel magic will cancel protection from magic. It does not block class abilities or skills, nor does it affect the following: neutral magic of any type, any spell or enchantment already discharged (healing, etc.), commune, messenger, teleport, or passplant in action of being completed, lost, duel, or an honor duel victory passage. Dispel magic can cancel anti-magic only if cast outside of, but within 20 ft. of the periphery of the antimagic circle. Dispel magic will cancel all enchantments on the target. 

Defend or protection from magic will not save a wizard from his own killing grounds or mutual destruction. 

Druidic passplant is the same as teleport for all game purposes. 

Game effects that allow questions of dead people (talk to dead scout tracking, etc.) must be asked in a "yes or no" format. 

Weapons or equipment carrying an enchantment are often referred to as enchanted weapons. This should not be confused with the wizard enchantments enchant shield and enchant weapon. 

Failure to have a list of one's magics renders one incapable of casting magic (exception- some monsters). Failure to wear appropriate class garb also negates the ability to use magic. 

Magical monsters created by spells or enchantments may not be resurrected. 

Magic may not be cast via a hand holding a weapon or shield. 

A magic user may have as many magical balls simultaneously functioning (fireballs burning, number of people simultaneously entangled, lightning bolts charged to throw, etc.) as total uses that he bought for that spell. Thus, 2 points spent on iceball will allow a wizard to have any two victims frozen at any one time. There is no limit to the number of magical balls that may be carried. Magical balls may not be used to parry or be used by those who did not cast them. 

Non magical armor will not stop lightning bolt, fireball, sphere of annihilation, etc. The target is fully affected and killed by these attacks. Note again that enchantments on a person and class immunities do not extend to carried or worn equipment. Noninvulnerable magical armors such as barkskin are affected by class abilities such as penetration arrows. 

Immunities, unless specified, do not exist (i.e. - paladins are not immune to dragon breath). 

Class abilities may not be magically stacked. Enchantments without a wizard stack may not be simulcast unless specified in the enchantment's description. 

Important game items (flags, etc.) may never be frozen, entangled, teleported, put in circles of protection, etc. (i.e.- magic may never remove game items from play). However, game items may also never confer such immunities on the people who bear them. 

Verbal magic can only be cast on items (or portions thereof) that the caster can see. 

The words "count" and "seconds" are synonymous in these rules. 26) Reeves, if requested, may place magic users' magic components. 

A break in the casting of a magic is defined as either improper or nonmagical wording and/or as a gap of two or more seconds between words.

 

	Magial Definitions

	Magic- refers to any game activity which is magical in nature. 

Spell- a magic which has a direct and immediate effect. 

Enchantment- a magic which has a lasting effect on the bearer. 

Fixed enchantment- a magic which has a lasting effect and is cast on an area of ground. Fixed enchantments must constantly draw power from the person who cast them, so they may only have one active at a time, and it permanently disappears when its caster dies. Does not prohibit the caster from carrying a normal enchantment. 

Neutral- a magic which alters the nature of that on which it is cast. Neutrals cannot be dispelled, and a person may have more than one of these operating at the same time. 

Magical ball- anything charged and thrown by a magic using class. An unlimited number may be carried (exception- only one sphere of annihilation may be carried). 


