Sub-Men Rising Scenarios: Article Four
From: plarose@scoot.netis.com <plarose@scoot.netis.com>

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

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

Date: Saturday, November 15, 1997 2:02 AM

John Harper responds to SMS...

>SMS wrote:

>>

>>Magic gives them a big advantage in terms of information gathering (scrying, >>etc.) and some other situations, but Tal magic is not very imposing on the >>battlefield.

>

>You're right, of course. Still, I think Illusions, Charm spells, and Scrying more >than compensate.

When I complimented Monk on his interpretation of the SMR ("not to be confused with SMS"), I nearly tossed in a comment on magic, but didn't get the phrasing right.  I'll try this time: The problem with magic in Tal and other systems (notably D&D) is that it's much better in description than in practice.  In other words, the background material tends to make magic sound fairly common, easily used, and quite powerful; however, the rules tend to make magic complicated, limited in scope, and so, apparently not sufficient to account for the wonderful things and prevalent use that the background material suggests.

As an aside, connecting magic on the battlefield and the change in editions, consider this:

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

Doesn't this severely weaken fourth-edition mages?  Won't this promote the "powerhouse" approach to magic, in which players concentrate on building up their Attack/Defend modes and don't bother with the other ones?  I do agree that's basically a problem of playing *style*, a problem which the GM can handle with just a little creativity; but still, it does seem to encourage that approach, for survival reasons, to learning magic.

In any case, under *either* edition, the mage on the battlefield will generally only have spell use for a couple skirmishes, if he's relying on magic for attack/defense; so I do agree that its place in the SMR campaign is not primarily on the battlefield in open combat.  But I guess I also wanted to say that I feel magic is not as decisive a factor in the 7Kingdoms' favor as John sees it; combine the difficulty of spell casting (with outside distractions either hindering or outright preventing it), with the limit on spells per day, and the 7-items-per-person limit; and consider the numerical superiority of sub-men to spell casters; and to me, that adds up to magic playing primarily a supporting role in intelligence and communications/support. Important, sure; decisive, not at all.


Darius

--- 

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 Darius was posted to the archived Talislanta Central website.

