THE ESSENTIAL DRACARTAN

By Mateusz Krepicz

THE MUTADA PROTOCOLS

Dracartan Thaumaturgy is one of the most important and best-kept secrets of Talislantan Magick, and its users take many precautions to prevent its abuse and elevate it to a sacred art.  Nevertheless, with so many thaumaturges skilled in the uses of Elemental Essences, it becomes necessary to control such potent magickal power.  To this end, the Caduceus Mutada has introduced a brief series of Protocols to govern acceptable uses of the Transmutative Techniques of Jamba:

PROSAIC 

The following are acceptable and encouraged uses:

1. Elemental robes of animate fire, ice, water, clouds and sand to denote rank or magickal status.  Such apparel must be registered with a Magister, and must be free of all Spirits.

2. Liquefaction of equipment and artifacts for convenient storage, as long as such use does not destroy the object.  Example: 'melting' a small house for transport in convenient barrels.  Recombination of such 'liquid' items must be supervised by a Adept of at least Pierophim rank. The resulting item conglomerate may be considered proprietary. Example:  fusing iron+coal+silver to create an alloy, or fusing foam+steel to create a very light alloy. 

3. Fusing of controlled substances such as poison, radicals, mercury, diamantine, orichalcum and mithril is restricted.

4. Controlled and timed release of transmutative powers, such as slow evaporation of iron (for smelting), lowering the boiling point of water, and altering the structural Pattern of substances (density and crystalline indices of known chemicals) is allowed in safe zones.

5. The following items are considered frivolous:


purified cigar smoke in a box


liquid meals in a can


turning clay into marble (statues)


solidifying drinks for eating


turning air into laughing gas

USES OF ELEMENTAL ESSENCES

A pinch of E. Ice into a field of water = skating ring

A pinch of E. Earth = door opener

A vial of E. Liquid + plants = plant slime, grows on anything

A vial of E. Solid + air = fluffy fog, useful for underground expeditions

Melt holes in walls

Liquify marble, jade, ruby, copper, basalt, granite for molding into structures.

Liquify red sand + iron + silver + gold + metal into metallic alloys.


permanent armour plating (not hot)


dikote plating for fragile objects


dip anything and coat it with silver, gold, diamond, 


steel+fog = superlight steel


copper+gold = quality gold


water+gold = refined gold

Solidify waterfalls and rivers temporarily

Solidify magma, still hot but doesn't flow

Vapourize walls to make them walkable-through (like an illusion?)

Statues of animate Fire, reforming Ice, fountains spouting water which performs dives and shapes in the air.

'Flowing' sidewalks which carry people

Solid air which supports weight and creates steps in midair

Equipment-in-a-bottle: gaseous items and provisions for emergencies

CHANGES:

Bones to steel/jelly/ice/granite

Skin to dragon hide, chitin

Plants to crystals

Crystals into super solids which never shatter (swords?)

Sand to glass 

Solid lightning (lucky hit) - Still jolts!

Solid thunderclouds - for those sunny days!

Solid blood for rituals, something to nibble on...

Solid methane = grenade

Liquid Rope (sticky) thrown to target, sticks, then solidified into bridge.

Solidify quicksand or mud or swamps into roads for inhospitable areas.

COMBOS

Blood + Silicates = tough bloodstream?

Marble + Steel = veined alloy?

Dye + Liquid plants = crazy multicoloured plants

Dye + Liquid stone = crazy multicoloured stone

Clothes which cling tightly

Walls: fast movement = hard, slow movement = soft substance 

Items which adjust their density as they move (swords, spears?)

COMBAT

1. Turning a living being into another phase in a harmless manner, such

   as gaseous or solid, is acceptable as long as the subject is returned

   to a normal state after being rendered non-dangerous.

2. Turning parts of one's anatomy into sharp glass shards, metallic knives,

   diamond-hard cutting edges and such is considered excessively violent.

3. Liquifying an enemy's weapon, or other possessions.

4. Changing the enemy's sweat into toxic chemicals such as acid is forbidden.

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

