Sub-Men Rising Scenarios: Article Six
From: John Harper <feng@seanet.com>
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Darius wrote:

>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.

Hmmm.  If you're talking about 3rd edition, I agree with you.  However, I think one of the strengths of the new book is that it overcomes this problem.  Just about everything mentioned in the "color" text can be reproduced with the mechanics.  Adam was very careful to re-design almost all the magic items (like Djaffir masks, Aamanian amulets) so they could actually be made using the enchantment system.

Also, most of the truly powerful and versatile magic in Tal is credited to Archaen Sorcery, something that shouldn't be readily available in the New Age anyway.

[snip]

>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.
It's gonna happen.  Put a mage into enough life-threatening situations, and they'll spend all their time practicing Defend.  If you don't want combat-powerhouse mages, don't put them in combat situations all the time.  Anyway, so far in my play testing games, Reveal, Move, and Heal are much more popular than the combat stuff, since they can only be done with magic.  Attack and Defense is the warrior's job, IMO.

>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.

I agree to some degree. Battlefield Defend and Ward spells will remain very helpful, even at low levels.

>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.

Yeah... that's how I see *spell casting*, too.  More like a support thing.  But don't forget enchantment, and the Cymrilians’ penchant for producing magical goodies.  I'll say it again: invisible troops, warded against alchemicals, carrying a Cryptomancer into the Ur camps to paint some nasty surprises on their siege engines.  This is a simple tactical use of magic that overcomes the Sub Men numerical advantage.  I'm sure the 7K generals have better uses in mind.

If the Sub Men cannot detect or counter magic, they're going to succumb early to "dirty tricks" like this.  Of course, I still think the Sub-Men will manage to level large portions of the 7K, even if they do ultimately lose.

--- J

--- 
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