Sub-Men Rising Scenarios: Article Five
From: Mark Williams <tipop@concentric.net>

To: The talislanta-l mailing list <talislanta-l@mars.galstar.com>

Subject: talislanta-l] Re:  Sub vs. Them

Date: Saturday, November 15, 1997 2:33 AM

On 14-Nov-97, plarose@scoot.netis.com wrote:

p>As an aside, connecting magic on the battlefield and the change in editions, p>consider this:  A third-edition mage with an MR of 9 can cast 10 spells a day, p>more with aid of a spell stone.  He can cast each of those spells at level 9 and p>have the standard chance of success, and no fear of mishaps -- not counting p>any outside influences, that is.  A fourth-edition mage with the same MR of 9 p>does not have the same absolute limit (MR + 1) per day; however, each p>successful cast adds a -1 cumulative penalty to the next spell casting attempt.  p>After casting 9 spells, he'd have a -9 penalty to his next attempt, so for safety p>reasons he'd be forced to cast spells at only level 1; and beyond that, he'd p>quickly be risking magical mishaps.  BUT, it *is* a cumulative penalty; so to p>truly avoid mishaps, *every* spell he casts has to be at a lower level than the p>one before; whereas the 3rd-ed. mage can cast at his "full level" until he runs p>out of spells for the day.

p>Doesn't this severely weaken fourth-edition mages?

You also didn't mention that attack spells now to 1 HP per level instead of 1d4.

However, the one thing you've failed to take into account is versatility.  Versatility is a form of power, and the 4th edition mages are MUCH more versatile than any of the previous editions'.  Having the ability to create the needed spell "on the fly" is an impressive power, one which more than makes up for the numerical difference in power.

It's this same oversight that people who create "mana" systems for AD&D make.  They create a spell-point system for AD&D, not realising that the added versatility must be balanced by weaker spells and/or fewer spells.

The tactical advantage of versatility cannot be overstated.  A Cymrilian mage with 11 modes is a powerhouse when it comes to versatility.  A simple Alter spell by one (beginning) Cymrilian wizard could give an entire windship an armor rating of three higher than it was before... more if he's experienced.  Or if they scry the enemy and determine what weapons they will be using against the windships then a simple Ward spell (against that weapon type) will take care of that.

-- 

The artist formerly known as Tipop  |  Tipop@Concentric.net

--- 

For list service help, send a message to talislanta-l-request@mars.galstar.com with a subject of HELP.

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

