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I.  Becoming a Mage 


There are two basic steps in every mages career:  Apprentice and Mage.  To become a mage you must first find a Mage that has the ability to create apprentices.  This ability can only be granted to the Mage by his Archmage (leader of a Mage clan).  Finding an Archmage or a Paragon/Deputy is your best bet.  You do have the option of becoming an apprentice through the auto-class command, but without a clan, you will not be able to advance to full mage status.

II.  I’m an Apprentice, now what??


There are many things that you need to complete during this phase of your mage career, it can seem overwhelming, but will the time will fly by if you keep at it.  

A.
You must spell-bot all your colors (type exp or lvl to see current levels) to 240 Immediately!

1.
Setting up a spell-bot.  Spell-botting is one of the very few legal bots on RoA, please take full advantage of this.  I recommend this set up.  Use 5 different social commands (for a list of socials type social).  Choose one of them and make it your starting point.  When you do that social a message appears on the mud, put that in the line that will activate the trigger.  Have it cast 5-10 of the fastest spell of one color (c create water for yellow).  I like to do 5 then have it do level then 5 more and who.  After the 10th spell have it do the next social that you chose, and repeat so that it does a loop through all 5 socials/spell colors.  Set this up, go to work/sleep/lunch whatever, come back and check on it.  When one color is done, take it out of the loop.

B.
Get all stances to 200.  I do this while exping.  This may not be the way others do it, but if you are exping you are getting bigger, just spam berserk with a couple hellfire weapons until all stances are done.  Stance botting is also legal.

C.
All your exp should be going to primal to finish out your mageupkeep.  You will need all Runes, Sigils, and Glyphs to become full mage.  Use the Learn command to learn each of these:   learn [rune/sigil/glyph] [type].   You will gain the Mastery rune when you become full mage, more on this later.

D.
Once you have the things above taken care of you need to start working on your clan’s required stats to become full mage.  

E.
Get familiar with the magetalk (mage) and clantalk (ct) channels.

F.
Let your Archmage and/or Paragon(s) know that you are ready to become a full mage!  If you are a Black Mage you will need to find a clan to advance past this point.  Leave personal notes, and finger them to see if they have an email or Instant Messanger address.  They will not mind.

III.  Mage Special Commands


Mages have special commands and extra spells that are unique to the class. 



Cast Minor  (Potion, Scroll, Wand, Staff or Pill)



Cast Major  (Rune, Glyph, Sigil, Book, Page or Pen)



Cast Tough skin (recast every midnight)



Cast familiar



Cast 'copy' <rune> <page>



Cast insert page  (book name)



Cast remove page  (book name)



Cast ward  (highlander, kindred, werewolf, or demon)  (north, south, east, or west)



Cast polymorph  (frog, a fish, or an raven)



Cast scry  (person/mob)

Cast locate (object)

Cast enchant weapon

Cast identify

Cast brew

Cast carve

Cast bake

Cast engrave

Cast scribe

Cast resistance

Cast spellproof

Cast soulblade (not unique to mage, but once your spellcolors are at 240, they are stronger!)

Power  (more on this later)

Turn  <book>  <forward/back>

Chant <target>    (for using a Rune or True Magik spell in a book you are wielding)

Read  <book>

Intro  (ok, maybe not unique to mages, but still fun)

IV.  Rune Spells


Rune spells are made by combining a Rune, Sigil and Glyph onto a page using the ‘c copy’ spell, then inserting into a book with the ‘c insert page <book>’ spell.  Although you do not need to have the Spell Writer program to make Rune Spells, I recommend it for ease of use.  I will post a full list of Rune Spells and their makeup below.   I have put in bold the ones that I think are important to have, unfortunately many of these are useless.

Runes:  
Mastery, Spirit, Mind, Life, Death, Light, Dark, Earth, Air, Fire, and Water 

Glyphs: 
Protection, Reduction, Control, Destruction, Transportation, Transformation, Creation,


Information, Summoning, and Enhancement

Sigils: 
Area, Object, Self, and Targeting

FIRE + DESTRUCTION + TARGETING  - Double fireball

FIRE + DESTRUCTION + AREA       - Flames a room, 50% affected char gets lit

FIRE + ENHANCEMENT + OBJECT     - Resistance spell

AIR + DESTRUCTION + TARGETING   - Global chill touch 

AIR + TRANSFORMATION + TARGETING - Global-ish move drain. Hps stay <= max.

AIR + DESTRUCTION + AREA        - Double call lightning

AIR + ENHANCEMENT + TARGETING   - Fly

AIR + ENHANCMENT + OBJECT       - Spellproof spell

EARTH + DESTRUCTION + AREA      - Double earthquake

EARTH + ENHANCEMENT + SELF      - Stone skin

EARTH + ENHANCEMENT + TARGETING - Global giant strength

EARTH + ENHANCEMENT + OBJECT    - Fix (equipment) 

WATER + CREATION + OBJECT       - Create spring

WATER + DESTRUCTION + AREA      - Double gas breath

WATER + ENHANCEMENT + SELF      - Triple mana spell

WATER + CONTROL + TARGETING     - Global jail of water 

DARK + DESTRUCTION + TARGETING  - Triple harm

DARK + TRANSPORTATION + TARGETING - Global curse 

DARK + ENHANCEMENT + SELF       - Frenzy 

DARK + ENHANCEMENT + TARGETING  - Global darkblessing 

DARK + REDUCTION + TARGETING    - Global poison 

DARK + CONTROL + AREA           - Sleep 

LIGHT + CREATION + OBJECT       - Continual light 

LIGHT + DESTRUCTION + TARGETING - Triple colour spray 

LIGHT + ENHANCEMENT + SELF      - Sanctuary

LIGHT + ENHANCEMENT + TARGETING - Global bless 

LIGHT + PROTECTION + SELF       - Protection 

LIGHT + PROTECTION + TARGETING  - Armour 

LIGHT + PROTECTION + AREA       - Global shield 

LIFE + CREATION + OBJECT        - Triple create food 

LIFE + DESTRUCTION + TARGETING  - Double global dispel evil 

LIFE + ENHANCEMENT + SELF       - Triple refresh 

LIFE + ENHANCMENT + TARGETING   - Triple heal 

LIFE + ENHANCEMENT + AREA       - Global heal 

LIFE + ENHANCEMENT + OBJECT     - Enchant armour 

LIFE + REDUCTION + TARGETING    - Global double drain life

LIFE + INFORMATION + TARGETING  - Global know alignment #

DEATH + SUMMONING + AREA        - Triple guardian 

DEATH + ENHANCMENT + OBJECT     - Preserve 

DEATH + REDUCTION + TARGETING   - Weaken 

MIND + ENHANCEMENT + SELF       - True sight 

MIND + REDUCTION + TARGETING    - Global dispel magic 

MIND + INFORMATION + TARGETING  - Global read aura (ignores shield)

MIND + INFORMATION + OBJECT     - Global identify spell

SPIRIT + CREATION + OBJECT      - Double soulblade 

SPIRIT + SUMMONING + AREA       - Summon 

SPIRIT + TRANSPORTATION + SELF  - Teleport 

SPIRIT + ENHANCEMENT + SELF     - Pass door 

SPIRIT + ENHANCEMENT + OBJECT   - Enchant weapon 

SPIRIT + REDUCTION + TARGETING  - Global faerie fire 

SPIRIT + CONTROL + AREA         - Faerie fog 

SPIRIT + PROTECTION + SELF      - Aura no magic (immune to magic)

Rune list Copied from (c) Alexis Lee’s “A Mage's Primer, A guide to Magic in all it's forms.”

V. Enchanting Armor and Weapons 

When using the rune spell enchant armor or the regular spell enchant weapon, make sure your alignment is correct for you or your friend.  I like to align good, then use the quest command to remove the alignment from the item.  This will keep you from losing your equipment in a fight if you are the wrong alignment for the weapon/armor.

VI. True Magik!!!


This is truly my favorite part of being a Mage!  We have so many options the limit is only our imaginations.  Let’s start with the basics.  First you need to have a Mastery rune for each page.  You can either create these yourself if you’re a full mage, or have a full mage make you some.  Most mages will make you mastery runes if you ask.  Second you will need a pen (c major pen) and the page you will write the spell on (c major page).  At this juncture if you don’t have the Spellwriter program, go get it!  I will walk you through the process of handwriting spells in the notepad program, but it is long and tedious to do.  The Spellwriter makes this long process quick, simple, and saved in an orderly manner for quick reference.  When handwriting spells please remember, even one typo can cause a True Magik spell to fail, so BEWARE!! 

Chained Spells are spells that are multiple pages long.  The maximum number of pages you can chain together is five.  The most familiar example of a chain spell is the Bless.  You have five pages, each signed a different color to let you add an affect five times on the same target.  To chain a spell, add next.page on the line directly above end.spell.  The other most common Chain spells are the Mage Bomb, it is 5 pages of damage spell linked together.


Commands needed for Truemagik use and writing:



Turn <book> page #  - Turns your book the the appropriate page.  Page 0 is your index.

Turn <book> forward – Turns your book forward one page.

Turn <book> backwards – Turns your book backwards one page.

Chant <target>  -  Casts the spell on the target.




Cast remove page <book> -Removes the current page from the book.

Cast insert page <book> - Inserts a page into your book.  It will be placed in the book as



    the page following the page it is currently opened to.

VII.  Hand writing spells.


Contrary to Alexis Lee’s “A Mage's Primer, A guide to Magic in all it's forms,” I recommend that you have one main book for all combat related spells, a Bless book, and a Test Book.  You can even combine the Combat and Bless book.  The reason many of the older primers recommend having fewer books is due to a bug dealing with c remove page <book>.  It used to screw up the order of your pages, which was a huge issue with chained spells.  However that bug has been repaired on RoA.


A. Step one.  Create a page (c major page) and mastery rune (c major rune mastery).  Copy the mastery rune onto the page (c copy mastery page).


B. Step two.  Write your title.  Wield your pen (if you don’t have one cast major pen).  The command is: write page title <insert title here>, and YES you can add color (help color or help hash)! 

C. Begin to write your spell.

VIII. Types of spells.


You have some decisions to make.  Damage,  Movement , Affect, or Creation spell.

A.
Affect Spells – Affect spells are spells that affect either the caster or another player in a positive or negative way.  Common examples of Affect spells are the Bless, Reverse Bless, and Umbra/Ethereal spells.

B.
Creation Spells – Creation spells are used to make an item or mob.  To do this you have to know the correct name of the item/mob.  Some items and mobs cannot be created.

C.
Movement Spells – Use the spell to move to an item/mob/player or move the item/mob/player to you.

D.
Damage Spells  – Obvious. 
IX. Spell Format

  Start.<type>.spell  
- Starts a spell of type (action/affect/damage)

  [target]            
- See 'Targets'

  [global.target]     
- Target something MUDwide except within a container

  [reversed]          
- Reverses spell effect, ie damage to heal

  [variables]         
- See 'Variables'

  [messages]         
 - What's shown when you cast the spell

  [next.page]         
- Chains spell. Next spell in book is cast.

   end.spell          
- Ends the spell description

X. Targets:

1.
victim.target: Spell requires a mob or player target.

2.
object.target: Spell requires an object target.

3.
area.affect:   Spell is cast against everyone in the room. This includes group members. If you do this, it's wise to include not.caster for pk and no.players for exping.

XI. Variables:

    
aggravated          Part of the Damage done by the spell is aggravated.

  
not.caster            Doesn't affect caster. Useful for area.affect spells

  
no.players           Doesn't affect players. Again, area.affect spells

  
apply:                   <str/dex/wis/int/con/hit/dam/ac/hp/mana/move/save> 



            You can have more than just one, but you will need a new line for each one.

XII. Affects: 
    
blind               
Blinds victim.

    
invis               
Turns subject invisible.

    
detect.evil         
Find evil people.

    
detect.invis        
Makes invisible peeps visible to target.

    
detect.magic        
Makes target notice magic things.

    
detect.hidden       
See hidden people.

    
umbra               
Places you out of most people's reach.

    
umbra.vision        
See people in the Umbra (shadowsight still works)

    
sanct               
Large damage reductions.

    
faerie.fire         
Heavy AC penalties.

    
infravision         
See monsters even in dark areas.

    
curse               
Combat penalties and can't recall.

    
burning             
Sets the victim on fire.

    
poison              
Poison!

    
protect             
Protection vs. evil people.

    
ethereal            
Makes victim ethereal.

    
sneak               
Lets target sneak.

    
hide                
Hides target.

    
sleep               
Sends someone into enchanted sleep.

    
charm               
Victim is charmed by you.

    
fly                 
Fly!

    
passdoor            
Walk through doors.

    
web                 
Target is webbed, with AC penalties.

    
contraception       
Safe sex 
    
aura.no.magic       
Makes target immune to Mage damage spells.

    
true.sight          
True sight; see vanished peeps (based on blue magic).

    
tendrils            
Entraps victim in tendrils of darkness.

    
rot                 
Rots victim's flesh.

    
fear                
Makes victim scared.

    
jail.water          
Entraps victim in a jail of water.


Duration is in MUD hours (1 hour about every 30 IRL secs).

    
Any number of affects can be set, but each one has to have it's own line and every affect raises the mana cost of the spell.

    
Again, these spells can be reversed. Although trains do not function on RoA (lowering cost to train stats), the reversed bless can be employed as a pk tool.

        
Hp: +/-500 points


Mana: +/- 500 points


Moves: +/- 500 points

        
AC:  -/+500 points

        
HR/DR: +/- 50 points

XIII. Messages:


Note that you can use 'message.one' instead of 'message.1’,   I have included what each message represents in the section pertaining to the type spell you are making.  Try to keep the message as short as possible, but don’t be afraid to make it funny!  Color works in messages.


message.1: 

    
message.2: 


    
message.3:    
 

Within messages you'll inevitably want to use pronouns and names.   Use the following :


$N for the target’s name

       
$n for your name (course, you could just type your name in)

      
$e for he or she

      
$s for his or her

      
$m for him or her

      
$p for objects


Example: $n's fireball hits $N, burning $S flesh. 

  
For a reversed move, cases are swapped. The target is lowercase, and you're uppercase.

XIV. Damage Spells.


Let’s start with the most basic of spells, the Damage spell.  It is straight forward and to the point.  You will want to chain five of these pages together.  Remember on the fifth page it is unnecessary to add the next.page line.  

write page title Bomb pg. 1  Ensure that your title can be easily found in your book’s index.  I prefer to put the

           what page it is in a chain spell in the title.

write page line start.damage.spell   Tells the mud what kind of spell.
write page line victim.target

write page line global.target  Tells the mud that the target can be anywhere in the mud.  Leave this line of for

             in local (in room) bombs.
write page line min.damage: 500  minimum amount of damage to inflict

write page line max.damage: 1000  maximum amount of damage to inflict
write page line message.1: BOOM!

write page line message.2: BOOM!

write page line message.3: BOOM!

write page line next.page  Tells the mud to immediately chant the next page in your book after this one.

write page line end.spell   Ends this page of the spell.

message.1 = damage type (eg: fireball, lightning bolt, etc).

message.2 = message to caster.

message.3 = message to everyone else in the room.

For a normal bomb, leave out the global.target line.  To make it an Area bomb (hits everything in the room), add area.target.  Be sure to add not.caster (or it will hit you too) or no.player (if you’re exping with it).  I suggest if you are using it for exping lower the max.damage to 501 to lower the mana cost of the spell.  

To make your damage spells (with the exception of area spells) deal damage you will need to set your power.  I recommend power: 100 for almost all damage spells.  Area spells should be cast at Power: 0.  More on power later.

To make a Healing spell, simply make a reversed damage spell.  If you want it to be able to heal people in another room of the mud, make sure to add the global.target line.  This is not always mana cost effective, but is handy when you need to heal fast regardless of how much mana you have to spend.  Power: 100 is not always the best setting for healing spells.

XV. Movement Spells.


Action spells are quite possibly the most useful mage spells. The 'move' variable sends you to the same place as your victim or an object (just use victim.target/object.target to switch). In reverse, they summon players(if they have summon on), mobs or objects to your location.

    
The limitation of move is that the target has to be in a MUD location. Not in an inventory, not equipment, not items inside items. However, you can step to the container, open it, and retrieve the item.

Example Summon spell


write page title Summon Spell 


write page line start.action.spell


write page line victim.target   Use object.target for objects

write page line reversed  Move target to you, remove to move to target. 


write page line global.target


write page line move


write page line message.1: A Glop of Snot falls on you.


write page line message.2: A Glop of Snot falls on $N.


write page line message.3: $n’s glop of snot appears holding $N.


write page line end.spell

    

message.1 = message to target

    

message.2 = message to others at target’s room

    

message.3 = message to caster's room

For a standard move, $N _should_ be the target, but at the moment comes out as ' <@@@> '. Instead, use $n for the target, and just type your name.


Use Power: 0 for all Summon/Move spells.

XVI. Affect Spells.


The Bless spell is the most common example of an Affect spell.   Affect spells can have a lot of functions and are only limited by what you can come up with to do with them.   You will want to Power: 0 for all Affect spells (unless chained to damage/healing spells).

A.
The Bless Spell – By far the most important spell you’ll need.   You’ll want to chain 5 pages together for this spell.  It will be up to you if you want to have all of the actual spell affects on each page, or just the stat affects, as you’ll see below.  Here is an example of the first page of my Bless spell:

write page title Blue Bless  It’s important that the title will be easily found in your book’s index.
write page line start.affect.spell   Every affect spell will start with this line.
write page line victim.target 

write page line global.target

write page line affect: umbra.vision

write page line affect: true.sight

write page line affect: detect.magic

write page line affect: detect.invis

write page line affect: detect.hidden

write page line affect: detect.evil

write page line affect: aura.no.magic

write page line apply: save

write page line apply: ac

write page line apply: dam

write page line apply: hit

write page line apply: move

write page line apply: mana

write page line apply: hp

write page line apply: con

write page line apply: dex

write page line apply: wis

write page line apply: int

write page line apply: str

write page line duration: 60  0 to 60
write page line bonus: 100  1 to 100
write page line message.1: BLESS!!  Fun to add color that matches what color the bless page is.

write page line message.2: BLESS!!

write page line message.3: BLESS!!
write page line next.page

write page line end.spell   Simply sign end.red, end.yellow, end.purple, end.blue, or end.green to make each page a different spell color.  This is unique to RoA.  Other muds require that you have a mage of the appropriate color sign end.spell on your page.


message.1 = message to caster.

    

message.2 = message to victim.

    

message.3 = message to everyone else.


Beware of adding Sanctuary in your bless spell, if your bless wears in the middle of a fight you’ll get your face own’d fast.  


Add the reverse.spell line after  victim.target to make the apply lines affect the target negatively, don’t forget to change the affect lines to negative affects (faerie fire, etc). 

B.
Desanct Spell – Basically this is removing the target’s Sanctuary affect during combat to make your bombs deal greater damage.  Do this by having a simple one page Affect spell with the only thing in it being affect: sanct with duration being as low as possible, chain this to four pages of bomb.    If you can find a dispel weapon, wield it at the same time you use this bomb to rip his/her sanct off even faster.  This technique used to be a closely guarded secret due to it actually being a flaw in the mud’s design; however it has come to be an accepted pk tactic for mages to employ.

C.
Fear/Jail – This is similar to the Desanct spell in that you have one page of affect spell chained to four pages of bomb spell.  Load up the Affect spell with all the negative affects you can think of making sure to include Jail.water, tendrils, and Fear.  The target will lose attacks due to trying to flee, but unable to do to jail and tendrils.  They can flex out of this, but the other affects will still be in stick.

D.
Umbra/Ethereal – Make a one page affect spell that includes both umbra and ethereal as affects.  No one but another mage will be able to get to you.  I believe there is a limited time you’re able to stay in this state before getting kicked out.  Be careful while casting this due to having to dispel your regular bless to use it.

XVII. Creations Spells


The two create commands are also useful, object much more so than mob. Mobs created with spells don't give you xp. Objects created with spells do keep all bonuses of the originals however. Created items don't work for quests... but it's perfectly possible to use the various move spells and very useful.  


When creating things, however, you must get the exact short name, as it appears in your inventory (ex:  'some chain shackles'). Otherwise the spell will fail.  No need to use power here, so make sure it is set to Power: 0.  Messages:  the third message doesn't matter, but must still be included. Use 'message.3: (null)'.

write page title Make Beastly Fido

write page line start.action.spell

write page line mob: The beastly fido  Make sure this is the exact short name of the mob/object.

write page line message.1: POOF!!

write page line message.2: POOF!!

write page line message.3: (null)

write page line end.spell

XVIII. Power


Power is how much Magical energy you are pumping into a spell.  This affects not only how much damage (or hps restored for Heals) but also how much mana is consumed when you chant the spell.  I recommend the following power settings:


Damage Bombs – Power: 100


Area Bombs – Power: 0

Healing – Power: 50-100


Affect/Bless – Power 0


Summon/Move – Power: 0

Creation – Power: 0 

XIX. Beyond a mere Mage.

You’ve gotten good.  Real good.  Now what… Paragon… Archmage?  It’s up to you how far up the chain of command you take yourself, and a lot of it has to do with attitude as well as pk ability.  

Paragon is the title for the Mage Deputies, you gain the favourmage and teachmastery commands.   

Archmage is the leader of the clan, he has full control over who is in the clan and chooses the clan’s Paragons.  Use the Deputy command to add and remove Paragons. He also has the Teachmastery command that is used to make apprentices into full mages.  Favourmage allows the Archmage to induct, outcast, and allow mages to create apprentices.  Archmages are required to log at least 10 hours a week to retain their position.  They are chosen by the immortal staff.

Special Thanks to Alexis Lee’s and “A Mage's Primer, A guide to Magic in all it's forms” I would not have been able to put this together so efficiently without referring and referencing this guide repeatedly.  I’d also like to thank Tijer and Pyro for proofreading and Pyro for posting on the RoA website. 

 If you would like to use this primer in any form, I only ask that you email me at Booger_apoc@yahoo.com and let me know.   

