RESEARCH 

Chantries are magical areas - often Places of Power - which have been specially prepared by each Tradition or Order, where magicians can immerse themselves in Astral space and magical studies.  Research concerning spell formulae, magic items, insight or experience is often undertaking by wise magicians of all Traditions, especially in Chantries which have been built on ley lines or a Nexus.  Wizards usually haunt old libraries and summon ancient powers for advice, Shamans speak with their totem and gain wisdom through dancing, singing, hallucinogens and wild ceremonies, Priests perform rituals, pray and commune with their God, Druids chant, perform sacrifices and commune with Nature, and Mentats meditate and solve internal philosophical and logical  puzzles.  Each method is valid, though different, and yet all parties can call upon spirits to help impart knowledge, and all can journey to the Meta-planes to help them find what they need.  Research facilities are rated (from 1 to 10) according to how much accurate, reliable, organized and wise knowledge they contain.  Trying to find spell formulae will usually take about 14 days minus successes, but the spell Level can be no higher than the rating of the facility.  Designing spell and magical item formulae also requires a research facility or Chantry, and nothing can be higher than the rating of the facility.  Some Chantries and libraries specialize in one skill area or Sphere of magic. 

CHANTRY TYPES BY TRADITION 


Hermetic

Decorated chambers, laboratories, libraries, fortified towers, large rooms, studies 


Shamanic
Forest lodges, decorated dance halls, smoke lodges, teepees, fire circles 


Akashic

Temples, monasteries, meditation rooms, altars, prayer walls, pools of reflection 


Druidic

Places of natural beauty, high mountaintops, serene groves, stone rings, within giant trees 


Etheric

Barren featureless rooms, rooms with no distractions, libraries, deep underground 

SAMPLE CHANTRY RATINGS 


Private library, small and unorganized

1-2 


Common library, castle or city


2-4 


Master Magician's personal facility


4-6 


Institute of Paradoxy, Aaman's Archives

3 


Holy Temple of God Chantry in Andurin

5 


Library at Cymril, Cabal Magicus 


6 


Library at Dracarta, Jacinth, L'Haan


7 


Brotherhood of the Bear Chantry in Werewood

6 


Order of Reason Chantry in the Shadowlands

9 


Lyceum Arcanum




8 


Maze of Altan, Temple of the Seven Moons

10 

RESEARCH TESTS (use Magic theory or Research + Intelligence) 


Common knowledge (e.g.: geography)

+1 


Unusual knowledge (e.g.: hidden tombs)

+0 


Obscure knowledge (e.g.: powerful spells)

- 1 


Exotic knowledge (e.g.: named spells)

- 2-4 


Place of Power (appropriate to subject)

+1 


Skilled assistants




+1 


Difficulty of subject (level of spell)


- ½ D 


Spirit's aid (appropriate to subject)


+1-2 


Totem bonus




+bonus 


Rush job (1/2 time)



- 2-3 


Astral quest




+1-4 


Helpful skills (like occult lore, languages)

+1 

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

