THE ART OF ENCHANTING     

(simple, detailed version)

"The eye of the Master melts the metal." 

- 11th century alchemical maxim 

Enchanting is an art dedicated to the creation of magical items whose potency often exceeds that of spells and monster powers.  Unlike other forms of magic, enchanting causes no lose of Essence (spell points).  The magician brings the magical essence into manifestation very gradually, and 'grounds' it safely into the receptacle.  The fatigue and Paradox normally associated with potent magics is reduced below the danger point.  Enchanting takes a good deal of Karma however, as well as a lot of time and money.  The only exception is simple Talismongering, which does not require a Gifted person and can be done with simple tools.  These requirements, and the often secret procedures which must be researched keep magical item production to a minimum.  There are no schools or factories of mages producing magical items.  Magic is an Art, not a technology.   

A focus is a powerful item that actually enhances the casting of  spells and the use of magical skills.  A spirit focus enhances all dealings with spirits of that type; a power focus increases all magical skills; and a sphere focus enhances the casting of all spells in its Sphere of magic.  Charms are small, primitive, items made from refined materials which confer small bonuses.  Reagents are expendable materials which enhance the casting of Spheres once.  Fetishes are refined materials which aid in the casting of specific spells and work continuously. 

SKILL CONCENTRATIONS   

Talismongering deals with finding and refining raw materials such as crystals and making them into simple charms, fetishes and reagents.  Artificing concerns the making of armours, weapons, foci, rings and other items related to craftsmanship. 

Alchemy involves the manufacture of complex substances such as radicals and potions, and deals with the four Arcana of Minerals, Herbs, Animals and Metals.  It also includes magical item analysis. 

ENCHANTING EQUIPMENT 

Finding raw materials - such as reagents - requires only minimal gear (shovels, shears, gem-cutter, etc). 

Enchanting kits fit in one backpack and have sufficient materials and tools to refine raw ingredients and to make charms, fetishes, potions, elixirs and reagents.  Cost is 2,000 GC. 

Enchanting shops completely fill a 10x10 metre room and come with forge, alchemical apparatus, pots, containers, and other magical paraphernalia.  Enchanting shops are needed to create radicals for magical armours, weapons, wands, rings, foci, alchemical substances and some exotics; to analyze items; and to refine metals.  Cost is generally 40-50 thousand GC, with an additional outlay of 500 GC per month to maintain materials, replace broken equipment, etc.   

MATERIAL TYPES (ARCANA) 

Animal materials are feathers, claws, teeth, eyes, beaks, wings, blood, urine, pigment, skins, furs, tongues, organs or bones.  

Herbal materials are plants, roots, flowers, bark, wood, molds, fungi, mosses, tubers, mushrooms, fruit and even plankton. 

Mineral materials are crystals, gemstones, coral, granite, rock types, oils, soils, pigments from soils, clays, and any stone. 

Metal materials are separate from minerals and include ores of iron, gold, silver, copper, tin, lead, aluminum, mercury and other metals. 

PROCEDURE 

GATHERING RAW MATERIALS 

Raw materials are classified as being the Arcanum of Minerals, the Arcanum of Herbs, the Arcanum of Animals or the Arcanum of Metals.  Raw materials are rarely sold in stores, so the enchanter who wants to be assured of pure ingredients must often go looking for them at the source.  This can be as simple as a walk in the park or an adventure into the howling wilderness.  It generally takes about 10 days to find a large enough amount of material of the right type, stage of growth, variety and quality to use in magic.  An Enchanting + Perception roll is required, the more successes the more units are found.  Generally about 2d4 units will be present This is not merely scooping up armfuls of shrubbery.  Every leaf must be checked and tested for quality to ensure that it has not been polluted physically or magically.  If the enchanter has a skill related to the gathering (metals: geology) then he can make another skill roll to find more units.  Spirits, Totems, and Gods can all enhance the roll.  Acquiring animal materials may require hunting and killing the animal.  Role-play this if desired.  A unit of metal or mineral weighs about 10 Kg while a unit of plants or animal weighs about 5 Kg.  The character must carry out certain rituals and procedures while gathering raw materials, and these require an enchanting kit. 

REFINING RAW MATERIALS 

Mineral and herbal materials can be refined with a kit, but metals require an enchanting shop.  Refining cleans up the raw materials, removes some impurities and makes the materials more appealing to the holder.  Crystals are broken open and polished, plants are dried or expressed, and organs are cleaned and preserved.  Refining takes about 10 days, requiring an Enchanting + Dexterity roll, or use the appropriate skill.  Refined materials are good for reagents, summoning, ritual magic, fetishes, medicine lodges, hermetic circles, druidic rings and charms. Refined materials weigh half the raw material weight. 

FORMING RADICALS 

The process of creating radicals from refined materials takes 28 days (or one lunar month), requires an enchanting shop, and this time may not be reduced.  The alchemist must spend the entire time supervising the cranky stages of the transformation process, or circulation, as it is called.  Each time he leaves he must make an Enchanting + Intelligence test to determine if the operation aborts.  At the end of the period the alchemist will have a number of radical units equal to the number of refined units times 1d4.  Each radical weighs one-hundredth of the raw material.  Radicals must be used for magical items such as swords, armours, wands, rings, foci and substances. 

ARTIFICING 

The process of enchanting involves long hours of melting, stirring, sifting, mixing, boiling and spell weaving, all intended to combine Essence and ingredients with the receptacle.  It is a tedious job requiring extensive equipment, reagents, ingredients and knowledge.  Each item has a rating of difficulty [D] from one to ten.  Each item requires a minimum of Difficulty units of ingredients, be they refined materials for fetishes or radicals for foci.  Extra reagents can be added for extra effect.  Items should be made from special virgin materials such as hand-picked and carved wood, or personally smelted metal.  This ensures that the spell caster bonds his magical energies in the item. Additional ingredients for the item are assigned by the games wizard, and can be mundane, rare or totally exotic.   

If it's the last, then the gm should role-play a quest to retrieve the ingredient(s) rather than make an enchanting test.  A magician must also design the magical formula for the item, or use someone's complete formula, as long as it is fully detailed.  Armours, weapons and metallic items are composed of three substances:  mithril (+1), adamant (+2) and orichalcum (+3).  The custom-built armour must be forged by the magician during the circulation and bonded with the magical metal. 

Mithril is composed of equal parts of silver, tin, mercury, diamond and blue steel radicals, yielding 1 unit. 

Adamant is composed of 2 parts blue diamond, silver, mercury, and granite radicals, yielding 1 unit. 

Orichalcum is composed of equal parts copper, silver, gold, mercury and black diamond radicals yielding 1 unit. 

Items which store spells, such as rings, wands and garments need amberglow radical, a magical metal if appropriate, and one other radical of an Arcanum associated with the spell or item. 

1.  Design formula


Magic theory + Intelligence - Diff 

2.  Gathering materials

Enchanting + Perception 

3.  Refine materials

Enchanting + Dexterity  

4.  Radical ingredients

Enchanting + Intelligence 

5.  Final enchantment

Enchanting +Essence - Diff 

ENCHANTING TEST MODIFIERS 


Extra reagents (as appropriate)


+1 


Virgin materials (gathered and refined)

+1 


Handmade item (refined)



- 0 


Commercial item




- 1 


Difficulty of item




- D 


Skilled apprentices (enchanting skill)


+1 


Spirit aid (appropriate type)



+1 


Place of Power (appropriate to task)


* 1-2 


Rush job (1/2 time)



- 2 


Reference books (detailed)



+1-2 


Totem, God or Symbol bonus


+bonus 


Weapon or Destructive



- 1-2 

ENCHANTING TIMES  


Normal item
28 days

Charms 
   14 days 


Fetishes

14 days

Weapons    56 days 


Armour

84 days

Focus
   28 days 


Power focus
56 days

Potions
   1-2 days 


Minor items
1-7 days

Elixirs
   1-6 hours
 

MAGICAL SUPPLIES PRICE LIST 

Material



Raw
Refined

Radical 

Animal



15
30

300 

Herbals



5
10

100 

Crystals



30
60

600 

Semi-precious gems

70
140

1400 

Black iron, Tin, Lead

5
10

100 

Blue steel


10
20

200 

Precious gems


100
200

2000 

Copper



20
40

400 

Silver



40
160

1600 

Mercury



90
180

1800 

Gold



120
240

2400 

For a list of rare animal and herbal materials see separate lists. 


Medicine lodge materials

50 x rating3   


Hermetic library


55 x rating3 


Druidic Ring materials

35 x rating3 


Priestly Sacraments

55 x rating3 


Mentat meditation devices

20 x rating3 

Drohem (10/25/2010):  this article by was posted to the archived Talislanta Central website.
