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This spell system presents a different feel and style 
of magic for an ongoing fantasy campaign. It starts 
off magic users with a great deal more power than 
they get in standard games, and balances off as the 
characters grow in level. The end intent is that 
magic users at lower levels are more survivable, 
while at higher levels they remain at similar levels 
of power.  
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Manna is the mystic energy that all spell casters 
draw upon to create magical effects. It is a natural 
force that permeates the world, created by living 
things, and by the world itself. Manna circles the 
world in dragon lines, or lines of magical power. 
At places where dragon lines intersect, there are 
nexus points possessed of vast mystical energy. 
Effects of dragon line nexus points will be 
discussed later.  
 
Divine Energy is that which Clerics, Paladins, and 
other such characters use for casting spells. It is 
energy granted by the gods themselves, but is still 
Manna. Since their power comes from a different 
source, however, divine casters are not affected by 
dragon lines or nexus points, and do not have the 
innate ability to channel Manna as do arcane 
casters. Instead, divine casters gain the ability to 
heal, affect undead, and perform spell effects that 
most arcane casters do not have access to. 
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All magic using characters, divine or arcane, 
have a pool of Manna Energy Points (MEP) from 
which they draw the energy to cast spells. Every 
time a magical character casts a spell, subtract the 
appropriate number of points from the character’s 
MEP pool; casters can continue to cast spells 
until their MEP reaches zero, at which point they 
are fatigued and cannot under normal 
circumstances perform any further magical feats. 
In addition, any character with an MEP of zero or 
below (see emergency spells, later) is considered 
fatigued, and suffers a -2 to Strength and 
Dexterity as per the standard rules, until his MEP 
again reaches 1 or better. All spells are still 
subject to the listed casting times and 
components. 
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MEP is regained through meditation or 
(preferably) sleep. Each hour of meditation 
restores MEP at the rate of the caster’s level plus 
his primary attribute bonus. Wizards, for 
example, regain MEP at the rate of level + Int 
bonus per hour of sleep; clerics regain MEP at 
level + Wis bonus per hour. Meditation restores 
half this amount, and each hour of meditation 
requires a successful Concentration (DC 15) 
check. If there are no outside distractions, it is 
possible to take 20 on this check. Mild 
distractions, such as setting up camp, quiet 
conversation, etc., allow taking 10 but not 20. 
Attempting to meditate in an area of high 
distraction such as a crowded tavern room 
requires a roll for every half hour, and taking 10 
or 20 is not possible.  
 
Creatures that do not sleep, such as Elves, regain 
MEP through meditation as others do through 
sleep, as Elves require a meditation cycle in place 
of normal sleep.  
 

These rules assume the use of the High-Level 
characters rules elsewhere on this website. 
Those not using those rules can simply 
ignore references to Bard and Ranger spell 
casters. They also assume the use of fatigue 
and exhaustion, as explained in the Traits pdf 
elsewhere on this website. CK’s are 
encouraged to at least adopt these rules, for 
spell casters whose MEP drops below zero, if 
for no one else. 
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This process is the same for arcane or divine 
casters, as during these quiet periods, the body 
gradually opens itself back up to the return of 
magical energies. 
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Each spell casting class starts play with MEP as 
follows: 
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Characters cannot gain additional MEP until they 
achieve second level of spell casting ability. All 
other spell casting classes gain additional MEP 
starting at second level. Multiclass characters gain 
MEP as per the class they are currently advancing. 
 
At each additional class level, a character in a spell 
casting class gains additional MEP by the roll of a 
die, just like characters gain hit dice as they 
increase in level. MEP dice are as follows: 
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Spells are organized into levels based upon their 
basic power. All spells of a given level are 
considered and assumed to be of equal power to all 
other spells of that same level. Thus, each spell of 
a given level costs the same number of MEP to 
cast. Spells cost a number of MEP equal to the 
spell’s level + 1. 0-level spells cost 1 MEP, 1st 
level spells cost 2, etc.  
 
There is no limit to how many times a magic using 
character can cast a given spell on his or her list, 
so long as she has enough Manna Energy Points 

left in her pool to cast the spell. However, Wizard 
characters must still prepare spells each day by 
studying their spell book, according to the 
standard table for their character class. This leads 
to greater flexibility among Wizard characters, 
who no longer need to prepare Magic Missile, for 
example, multiple times if they feel they might 
need more than one instance of the spell. Rather, 
the first level Wizard character can now prepare 
four completely different zero level spells, and 
two first level spells, and may cast among those 
spells with impunity.  
 
Likewise, Clerics and Druids must pray daily for 
their spells, preparing spells as per the “Spells per 
day” entry on their class table.  
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Spell-like abilities, spells granted as “per day” 
class features, and similar magical effects are not 
governed by MEP and function exactly as 
outlined for a given class or item. Paladins, for 
example, can still use detect evil at will, and do 
not need to spend MEP to do so. Paladins of sixth 
level can still use remove disease once per week, 
and the Paladin’s MEP pool is not affected by 
this ability in any way. 
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Under the Channeling rules, any time a character 
would receive bonus spells for high attributes, he 
receives extra spells on his daily list, as well as 
bonus MEP equal to that needed to cast each 
extra spell one time. This bonus MEP is gained at 
the level in which the character gains the bonus 
spell.  
 
For Example: A Wizard with an Intelligence of 
18 receives a bonus spell to his daily list, plus 2 
MEP at first level. He then receives a second 
level spell plus 3 MEP at third level, and an extra 
third level spell plus 4 MEP at fifth level. By fifth 
level, he has received a total of 9 bonus MEP, as 
well as three extra spells per day (one first, one 
second, and one third level).  
 
Bonus MEP is added to the character’s base just 
as though he had gained MEP through a normal 

Wizards, Illusionists: Int bonus + Con bonus + d4 
Clerics, Druids: Wis bonus + Con bonus + d4 
Bards: Cha bonus 
Rangers: Wis bonus 
Others: As appropriate to campaign. 
Suggest Prime attribute + Con bonus for primary 
casters, Prime attribute for secondary casters. 

Wizards, Illusionists, Clerics, Druids: d12 
Bards, Rangers: d6 
Generic Class: d8 or d10, as appropriate to the 
campaign. 
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level advancement. This bonus MEP may be used 
to cast any spell in the character’s repertoire; it is 
not restricted to the casting of bonus spells. 
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Sometimes things get desperate. You’re up against 
the wall, and the dragon is closing in. Your 
fighters are down, your cleric is running 
dangerously low on healing. You’ve got a Teleport 
spell, but damn it all, you’re out of MEP and 
fatigued. Maybe, just maybe, if you put enough 
willpower and faith into the casting, you can 
still… 
 
Emergency spells are for just these kinds of 
instances. When a spell caster is at zero MEP, 
sometimes it’s possible to channel his very life 
energy into the casting of one last spell, to 
(hopefully) save the day. Casting an emergency 
spell is only possible in the most dire of 
circumstances, and results in severe and permanent 
consequences to the caster. To cast an emergency 
spell, the caster must first make a Wisdom check 
with a CC equal to the level of the spell being 
attempted. If this check is successful, he may use 
his own life energy to cast the spell. The caster 
takes temporary Constitution damage equal to half 
the MEP cost of the spell being cast; this energy 
replaces MEP in the cost of casting the spell (each 
point of Constitution spent is equal to 2 MEP), and 
the spell goes off as normal. This ability damage 
returns as normal at the rate of 1 point per day. 
 
However, the end result of this casting is that the 
caster suffers 1d4 points of permanent ability loss 
divided as the player chooses between Constitution 
and the primary spellcasting attribute of his class. 
Also, the moment the spell goes off, the character 
is reduced to -1 hit points and is unconscious (but 
automatically stabilizes). If the spell requires the 
caster to remain conscious for the duration, 
unconsciousness sets in immediately after the spell 
has completed its intended function. The 
experience is quite harrowing for the caster, and is 
not something to be undertaken lightly. Still, there 
are times when it can save the day. 
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In this system it is also possible for a spellcaster 
to interfere with another spellcaster of a similar 
type (arcane or divine) by channeling personal 
MEP. The process for this is simple: the caster 
attempting to interfere first makes a Spellcraft 
check (DC 15+ the level of spell being cast). If 
successful, he may devote a number of MEP up 
to his primary attribute bonus + class level in any 
one spell casting class to interfering with the 
spell, making it more taxing on the caster.  
 
What this means in game terms is that the caster 
must make a Primary Spellcasting Attribute 
check (CC = ½ the MEP spent to interfere, 
rounded down) to successfully cast the spell. If 
he is unable or unwilling to make the check, his 
spell simply fails. 
 
For example: Martin, a wizard, finds himself and 
his comrades in battle with a horde of orcs led by 
an evil human necromancer. The necromancer 
begins to cast a spell, and Martin makes a 
spellcraft check. The GM secretly sets the CL at 
17 (the necromancer is casting a 5th-level spell), 
and Martin rolls a 22. The GM says, “the evil 
wizard is casting a 5th-level spell.” 
Martin, being an eighth-level wizard with a 
Charisma score of 18, can devote up to 11 MEP 
to interfere with this spell. Since MEP 
interference is rounded down, spending 11 is 
pointless; Martin decides to spend 10. The 
necromancer is caught off guard by Martin’s 
expenditure of power; his Intelligence check is 
only a 16, and he needed a 17. His spell fails, but 
Martin is now down 10 MEP for his trouble. 
Combat continues… 
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Magic energy is created by everything in the 
world, from the smallest blade of grass to a rock 
to a human being. It is a cosmic force generated 
by all matter. Dragon Lines are lines of mystic 
energy that crisscross the world. It is from these 
lines of magical energy that arcane casters draw 
their power. Dragon lines are invisible to the 
naked eye, and can only be detected by arcane 
spell casters who pass an Intelligence check with 



 4 

a CL of 15. While standing directly on a Dragon 
Line, an arcane spell caster sees the MEP cost of 
all spells reduced by one. Some of the more 
powerful Dragon Lines may even reduce the cost 
of spell casting by two, though these are rare 
indeed. Regardless, however, the cost of casting a 
spell can never be reduced below one point by a 
Dragon Line. It should be noted that Dragon Lines 
only exist in areas where the mystical energy of 
the world is particularly strong, and they are not 
incredibly common. They are like eddies and 
currents, streams or rivers of magical energy. 
Direct encounters with Dragon Lines are always at 
the discretion of the GM. 
 
Where Dragon Lines intersect, places of magical 
power, much revered to sorcerous types, exist. 
These places are commonly known as Sites of 
Power, or Nexus Points. Places such as this are 
rare indeed, with perhaps five on the continent, 
and an estimated twenty to thirty existing 
throughout the entire world. Nexus Points are 
sanctuaries for arcane and natural magic users of 
all types, and provide a number of tangible 
benefits. First, when at a nexus, spell casters may 
cast zero level spells without expending any magic 
energy whatsoever. Spells of first level and up see 
their costs reduced by a full five MEP, to a 
minimum of one, always see all variable, numeric 
effects increased by ½, and are cast as though the 
caster were two levels higher. These effects are at 
no additional MEP cost, and since the effects are 
constant, magi must be extremely careful about 
casting spells on nexus points. With such power at 
their disposal, magic users have gone to open war 
over control of a nexus point, until finally at a 
Grand Conclave of magic users, it was decreed 
that no arcane or natural user of magic would be 
allowed to create a domicile or exercise sole 
control over one of these sites. Rather, it fell to the 
druids to maintain groves near (but not on) Sites of 
Power and protect them from interlopers.  
 

Sites of Power are considered neutral ground, 
where spellcasters can meet without fear of 
violence, and often times are the subject of 
permanent Sanctuary spells, to ensure that no 
violence occurs within. All arcane or natural 
magicians resting at a Site of Power regain MEP 
at double their normal rate, and it is only at a Site 
of Power that permanent ability loss from the 
casting of emergency spells can be healed (at a 
rate of one point per day, as though it were ability 
damage). 
 
#��	
�#��	
�#��	
�#��	
�$��!	��$��!	��$��!	��$��!	����������������	�
����������	�
����������	�
����������	�
����
It is also possible to combine the standard 
Channeling rules with a “Spellcraft” check, to 
represent the caster’s skill at crafting his magic. 
If using this option, in addition to spending the 
MEP for a spell, the caster must also make a 
Primary Casting Attribute check (Int for Wizards 
and Illusionists, Wis for Druids and Clerics) with 
a CC equal to the level of the spell being cast. If 
the check is successful, the MEP is spent and the 
spell goes off. The result of the Spellcraft check, 
in this case, is also the CL of any saving throws 
allowed by the spell.  
 
For Example: A fifth-level Wizard casts 
Fireball, a third-level spell. This requires the 
expenditure of four MEP, and a Spellcraft check 
at a CL of 15 (12 for Prime Attiribute +3 for the 
spell level CC). The wizard rolls and gets a 20 on 
his Spellcraft check. The spell goes off, and 
Dexterity saves for half damage are rolling 
against a CL of 20.  
 
If the check fails, on the other hand, the spell 
fails. The MEP is still lost, and the caster suffers 
spell burn for his troubles. Spell burn is equal to 
1d4 points of subdual damage per level of the 
spell that was attempted and failed.  
 
Spell burn can also be applied to casters who fail 
spellcasting based on interference from another 
caster (see Spell Interference, page 3).  
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Designation of Open Game Content  
All material that is OGC by virtue of appearing in another OGC work remains Open Game Content. In addition, with the exception of 
Product Identity as declared below, the section entitled “Dragon Lines” is hereby declared Open Game Content under the OGL version 1.0a 
as published by Wizards of the Coast. The remainder of this document is declared Product Identity, including the text of the Open Game 
License itself, and the terms MEP, Manna Energy Points, and Spell Burn as they apply to concepts herein. The author reserves the right to 
declare additional OGC in this document at a later date.  
 
OPEN GAME LICENSE Version 1.0a  
 
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.  
 
1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content; (b)"Derivative Material" means copyrighted 
material including derivative works and translations (including into other computer languages), potation, modification, correction, addition, extension, upgrade, 
improvement, compilation, abridgment or other form in which an existing work may be recast, transformed or adapted; (c) "Distribute" means to reproduce, license, 
rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content" means the game mechanic and includes the methods, 
procedures, processes and routines to the extent such content does not embody the Product Identity and is an enhancement over the prior art and any additional content 
clearly identified as Open Game Content by the Contributor, and means any work covered by this License, including translations and derivative works under copyright 
law, but specifically excludes Product Identity. (e) "Product Identity" means product and product line names, logos and identifying marks including trade dress; 
artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, 
poses, concepts, themes and graphic, photographic and other visual or audio representations; names and descriptions of characters, spells, enchantments, personalities, 
teams, personas, likenesses and special abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or 
graphic designs; and any other trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically 
excludes the Open Game Content; (f) "Trademark" means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or 
the associated products contributed to the Open Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, 
translate and otherwise create Derivative Material of Open Game Content. (h) "You" or "Your" means the licensee in terms of this agreement.  
 
2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used under and in terms of 
this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or subtracted from this License except as described by 
the License itself. No other terms or conditions may be applied to any Open Game Content distributed using this License.  
 
3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.  
 
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license 
with the exact terms of this License to Use, the Open Game Content.  
 
5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contributions are Your original 
creation and/or You have sufficient rights to grant the rights conveyed by this License.  
 
6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT NOTICE of any 
Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright holder's name to the COPYRIGHT 
NOTICE of any original Open Game Content you Distribute.  
 
7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in another, 
independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability with any Trademark or 
Registered Trademark in conjunction with a work containing Open Game Content except as expressly licensed in another, independent Agreement with the owner of 
such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership of that Product 
Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest in and to that Product Identity. 
 
8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game Content.  
 
9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this License to copy, 
modify and distribute any Open Game Content originally distributed under any version of this License.  
 
10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.  
 
11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written permission from 
the Contributor to do so.  
 
12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game Content due to statute, 
judicial order, or governmental regulation then You may not Use any Open Game Material so affected.  
 
13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of becoming aware of 
the breach. All sublicenses shall survive the termination of this License.  
 
14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it enforceable.  
 
15 COPYRIGHT NOTICE  
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.  
 
System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, 
David Noonan, Rich Redman, Bruce R. Cordell, based on original material by E. Gary Gygax and Dave Arneson.  
 
Castles and Crusades Player’s Handbook. Copyright 2004, Troll Lord Games; Authors Davis Chenault and Mac Golden. 
 
Unearthed Arcana, Copyright 2004, Wizards of the Coast, Inc.; Authors Andy Collins, Jesse Decker, David Noonan, Rich Redman 

 
 

 


