MTG Character Creation

Introduction

In the past, a single wizard was able to conjure entire armies, lay waste to castles and raze the countryside with their magical powers.  Today, wizards are much less powerful.  Even through a wizard is more powerful than a single individual or small group of individuals; they can no longer perform the arcane feats of legend.  Many scholars attribute this to a wasteful expenditure of magical energy in the past and reason that mana is no longer bountiful.  Still others claim that knowledge and skill lost through the ages is the reason for the magical decline.  Nobody is certain.  What is evident is that magical power in individuals is once again on the raise and wizards are still the most potent individuals in the world.

Background

Welcome to the Magic the Gathering (MtG) role playing game.  The character you create is going to be living in the MtG world of Dominaria using his skills and wits in order to survive.  Please review and follow the character creation rules noted below.  

Character Background
In order to create a comprehensive character history, each player needs to develop a character background based on the following:

· All the characters are from the same village of Ivy.  You have all grown up in or near the village and have knowledge of the other characters and possibly their family history.  Interaction between characters before the game starts is encouraged.

· Ivy is a village of about 1,000 people during a medieval/pre-renaissance period with a corresponding level of technology, ideas, and vocations.  See the Player World handout for more information about the world and Ivy.
· Most people believe that Wizards are evil and that the Mage’s guild was the reason for the many wars that destroyed civilization. 

· Everybody knows that the Wizard’s guild is in the far-away city of Ptolus and they rule their own city, country and many other nations through magic and fear.

· You consider yourself loyal to your family, the people, and your community.  You want to do well for these groups and support yourself and others as best you can.  In other game systems you would be considered “good” or a “hero”.
· Fledgling wizards start out between 15 and 19 years old.  Choose the age you wish your character to start within these parameters.  

· All PC’s are young wizards. Come up with how you discovered your potential and control of mana.  How does your family and friends react to you?

· You can have relationships with NPC’s and other player characters.  It’s encouraged to develop relationships in order to foster the role-playing of the campaign.  Note, if you want a relationship with an established or new NPC please consult the referee.  

· Does the character have any living relatives?  Where do they live?  When was the last time they were seen / visited?  What does the character do for employment?

· Does the character have any friends or are they a loner?  Where do their friends live?  When was the last time they were visited?  What does the friend do for employment?  
· Your character needs to have at least one secret.  This can be something simple to complex.  Ideas include secretly wanting to marry somebody, a desire for political power, or that you killed a stranger one night by accident. Come up with something appropriate.

· The character also needs to have some sort of character flaw that can be role-played.  This could be hard of hearing, bad temper, one eye, or anything else desired.  See various role playing books for ideas.  (GURPS, Exalted, etc.)

· Why are you using your powers?  What do you want out of life?  What is your character trying to accomplish?   This should correspond to your Calling.
· Minor character changes will be allowed after the first 2 game sessions. 

MTG Character Creation Summary

1. Create a character concept.  

2. Determine the primary mana source and record it on the character sheet.

3. Choose a Calling
4. Choose a Demeanor
5. Assign Attributes - 10 dots.  Maximum of 3 dots in any one Attribute.  Note, all attributes start with zero (0) dots.  There are no “free” attribute dots.
   Attribute
Mana Type

Wizard Type
Special
Strength
Red - Mountains
War Mage
Power +1 / pt

Dexterity
Green – Forest

Druid

Initiative and Dodge +1/ pt 

Constitution
Black - Swamps

Necromancer
Life Points 10, +2 / pt

Intelligence
Blue – Air & Water
Magician
Hand size 2, + 1 / pt

Wisdom
White - Plains


Priest

Reserve mana +1 / pt  

Charisma
Colorless 


Artificer

Summon 1 creature, +1 / pt  

6. Select Skills - 20 dots.  Maximum of 3 dots in any one skill.  In addition, beginning Wizards start with 1 free dot each in Arcane Knowledge and Spell Research.
7. Choose your cantrips equal to your number of Prime Attribute dots.  

Arcane Mark


Ghost Sound


Mage Hand
Control Shadow


Identify



Mending
Detect Magic


Know Direction


Missive
Detect Poison


Light



Purify Food & Drink
Float





8. Total your maximum Life Points and record:  10 points, +2 / point of Constitution.

9. Determine the Wizard’s hand size and record:  2 cards, +1/ point of Intelligence.

10. Select the renewal period for your Wizard:  Sunrise, Noon, Sunset, or Midnight.

11. Record your Sanctuary.  “None” is acceptable as long as the player recognizes that the character’s spell deck cannot be reorganized until a Sanctuary is established.

12. Calculate and record your movement scores for Walk, Sprint, and Run.

13. Record your starting weapon.

14. Record your chosen Talisman.

15. Determine your starting gold with a random card draw and multiply by 5.  (Count the mana casting cost.)  This represents your life’s savings, gifts from your family, and etc.
16. Select and organize your starting spell deck.  (To be done with the referee.)

· You will start with various boosters, land and possibly a starter deck.  These cards are stripped down to 60 cards and include any number of basic land types desired. 

·  Any “extra” cards are given to the referee for future use.

· The character than makes their adventuring deck out of the remaining 60 cards; keeping at least 50% of the adventuring deck the primary mana color of your character (including land cards). 

17. Review all the rare cards received with the referee.  The referee has the final decision whether the character can keep the card.  This is because some rare spells are game breaking and these will be unfair to play in an RPG environment.  (Substitute cards will be given if a rare card is removed from play.)

18. Training costs and time will not be used.  Experience spends can occur anytime outside combat with approval by the referee.  
Alternate Character Creation Process

Only to be used for fallen or replacement characters.

1.   As the standard process above with the following exception:  

2. Divide Attribute, Skills, and Feats based on 100 points as follows:

· Attributes:  4 points per dot.

· Skills:  3 points per dot.

· Feats:  Varies.  As specified cost.  

Experience Points
See pages 20 to 22 for experience point uses summarized below:


Attribute Increase
Current rating x 4 (Minimum of 4)  (4, 4, 8, 12, 16)


Skill Increase

Current rating x 2 (Minimum of 2)  (2, 2, 4, 6, 8)


Feats


As specified  (Pages 10 to 13)


Spell Acquisition
Either 1, 2, or 3 experience points per mana casting cost

Favored Attributes
Training cost is one (1) less for the attribute and related skills of the Wizard’s primary mana source.  

Meta-Gaming Notes

1. All five colors of mana need to be represented.  Therefore, each Player will be required to play a different mana source until all colors are selected.  Duplicate mana sources will be allowed after the first five are chosen.  Players are encouraged to work-out the color they select among themselves.

2. This campaign is designed to last a long time.  Plan your character development for the long-term campaign.

3. If possible, provide a picture of your character.  A MtG card would be appropriate.

4. A lot of events will happen in and around your starting town of Ivy.  It will be helpful to learn the NPC’s and create a back-story for your character.

5. This campaign will be darker and less campy than the Humanoids campaign.  For that reason, there will be less focus on fighting and more on role-playing.  Make sure to develop a character that has depth that you will enjoy playing.

6. We will be experimenting with email gaming.  All attempts will be made to keep time even for all participants.  For those that do participate, the rules are as follows:

· Only 1 action per fortnight of email gaming allowed.  This includes speaking with NPC’s, investigating something interesting, or spending time researching spells.  Generally, this time is equal to about one “in-game” day.  However, this is a free day for those that participate.  This extra day will not be held against the character during the next game session.  

· Experience may or may-not be awarded for the character’s efforts; depending upon the situation.  Do not count on more than 1 experience point.  (If any.)  
7. This is a timed campaign.  Events will occur because of or in-spite of the character’s actions.

8. This is intended to be a somewhat realistic campaign where your actions and inactions have long-term consequences.  

9. We will be using cinematic combat and events.  The more description and flare added to an action the more likelihood of a situational bonus.  I.E.:  Describing how a lighting-bolt sears the eyes out of an Ettin may grant an additional point of damage, one-point less casting cost,  or some other applicable bonus.    
10. Magic is going to be very loose.  Unlike other game systems, I do not want magic to be a different type of science.  For this reason, magic and magical effects may not be fully explained or consistent.

11. Considering we are experimenting with home-brew rules, please be constructive with your criticisms.

12. I reserve the right to change any rule or decision at my discretion and without warning.
