RITUALITY

The Mysterious Arts of Magick

BASIC CONCEPTS

1. Formula:  a complete magickal formula must be found, learned and properly invoked.

2. Place:  a suitable place should be located so that the ritual will be most powerful.

3. Reagents:  many strange objects and substances provide vital links for the spell.

4. Focus:   a single powerful item of magick is utilised to focus the spell energies and catalyze the magick.

5. Forms:  vocal, somatic, mental and physical things must be performed to invoke the power of the spell.

6. Mana:  the appropriate source of mystic energy must be tapped to power the spell.
· Spells can and should be strategically prepared beforehand and maintained 'in stasis' until needed.  That is, a spell is cast, the reagents invoked and the mana linked, and then at the right moment the final aspect of the spell is invoked (like during combat) and the spell takes effect.

· Reagents for each spell are recommended, but other suitable items/things can be substituted.  This allows the player to muck around with the "internal programming" of the spell.  Thus, you could change the feather component in the feather fall spell into a pillow component, but the spell effect may be somewhat different (instead of slow landing you get a quick but soft landing).

· Areas have certain Mana ratings (concentrations of magickal essences) which enhance or inhibit certain classes of spells.  Thus, casting a spell which destroys plants inside the heart of a forest will be extremely difficult (penalty), while casting a necromantic spell  inside a graveyard will be easier.

· Certain races hold the secrets of certain spell effects.  Finding and learning such spells is difficult and dangerous.  For example, only Mirin Witches know the Spell of Winter, but the L'Haan government considers it a state secret, and thus forbidden knowledge to foreigners.

ARTS

Alchemy:  liquids, reagents, potions, powders, elixirs, metals, mithril, orichalcum, adamantine, objects.

Wizardry:  forces, power, tradition, houses, knowledge, patterns, symbolism, European.

Theurgy:  religion, God and gods, divinity, saints, miracles, faith, holy scripture,  prophecy, messiah.

Sorcery:  spirits, summoning, wisdom, primitive, shamans, savages, nature, balance, dream speakers.

Thaumaturgy:  elements: fire, earth, air, water, mud, ice, smoke, magma, transmutation, substances.

Necromancy:  death, corpses, undead, bones, beyond the grave, shadow lands, vampires, wraiths, ghouls.

Diablery:  hell, demons, devil worship, summoning, investments, infernal pacts, evil, corruption, sin.

Techmancy:  machines, technology, electricity, physics, atoms, computers, mad science, sons of ether.

PLACE

Pentagram, Altar, Pit, Statue, Carpet/Arras, Tapestry, Mosaic, Dolmen, Graven Idol, Pillar, Cathedral, Graveyard, Mosque, Temple, Vision Cave, Witching Circle, Labyrinth, Medicine Lodge, Laboratory, Elemental Realm, Faerie Trod, Pattern Circle, Netscape, Intellect Fortress, Tower, City, Field, Farm, Ship, Catacombs, House, Office building, Pool, Crossroads.

FOCUS

Rock, Statuette, Necklace, Ring, Wand, Knife, Staff, Doll, Drum, Rattle, Headdress, Sickle, Sash, Guitar, Flute, Seal, Rune-stick, Scythe, Flame, Holy Symbol, Abacus,  Cauldron, Medallion, Mask, Tattoo, Candle, Crystal, Jewelry, Bowl, Grave, Stone Obelisk. 

FORMS

Dancing, Slow Motion, Singing, Yelling, Humming, Chanting, Cursing, Meditation, Painting, Bowing, Jumping, Runic Inscriptions, Smashing an Item, Poetry, Kneeling, Clasping hands, Playing a musical instrument, Fasting, Drawing in sand/pencil, Purification, Washing, Inhaling, Breathing, Contortion, Scratching, Zazen, Yoga, Gesture, Hand Patterns, Twitching, Tai Chi.

FORMULA

Scrolls, spell book, grimoire, tome of magick, papyrus, rune-sticks, clay tablets, bones, sand-drawings, bark  shapes, hieroglyphics, wall glyphs, cave paintings, skin imprints, glass etchings, holy scripture,  prayer beads.

REAGENTS

Blood Moss, Black Pearl, Mandrake, Nightshade, Spider Silk, Basilisk Tears, Bloodspawn, Dragon's Teeth, Giant Bones, Phoenix Feather, Serpent Scales, Worm Tongue, Faerie Dust, Corpse Dust, Dove's Milk, Moonbeam, Ginseng, Demonheart, Sulphur Ash, Garlic, Silverspine.

Feathers, Fangs, Skin, Eyes, Flowers, Wood, Sea Shells, Beads, Talons, Fur, Incense, Pigments, Bones, Hair, Blood, Dust, Spittle, Crystals, Brains, Ichor, Spines, Carapaces,  Stingers, Bile, Tongues, Milk, Honey, Ambrosia, Water, Fruits, Stones, Barks, Pebbles, Mushrooms, Food, Eggs, Spices, Herbs, Roots, Icicles, Moss, Perfumes, Mud, Sap, Thorns, Teeth, Cocoons, Vapours, Horns/Antlers, Coral, Leaves, Urine, Tears, Powder, Feces, Needles, Nectar, Fossils, Gemstones, Skulls, Chalk, Wax, Silver, Gold, Iron.

MANA

Blue:  Waters and Oceans, Lakes, Waterfalls, Illusions, Movement, Aquariums, Fish, Coral Reef, Liquids, Reason.

Red:  Volcanic and Thermal, Heat, Fire, Smoke, Passions, Blood, Rage, Pain, Sensation, Deserts, Sand.

Brown:  Subterranean, Earth, Soil, Strength, Swamp, Caves, Grottoes, Substances, Metals, Mountains.

Gold:  Sun and Grasslands, Wheat, Warmth, Happiness, God, Light, Plains, Veldt, Male, Savannah, Day, Health.

Green:  Forests and Plants, Mushrooms, Gardens, Soothe, Animals, Procreation, Medicine, Rainforest, Evolution, Life, Nature, Gaia, Jealousy.

Silver:  Moon and Stars, Insanity, Cold, Snow, Ice, Night, Female, Mystery, Goddess, Arctic, Sorrow.

White:  People and Minds, Balance, Intelligence, Construction, Creativity, Soul, Civilization, Death.

Black:  Decay and City, Graveyards, Battlefields, Death, Corpses, Murder, Destruction, Bile, Slums, Misery.

Violet:  Sky and Birds, Clouds, Winds, Scents, Storms, Breezes, Whispers & Secrets, Sunset, Love, Dusk & Dawn.

Grey:  Neutral and Void, Pavement, Building, Space, Sterility, Sanitation, Cold Logic, Purity.

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

