Declaration of the Rules of Magick for
_____________________________
1) Personal Limitations of Magick:
These mental limitations are set by each person. Pay attention to the loopholes: blood magick, and magick batteries!
________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________

2) Physical Limitations to Magick:
The total amount of raw energy a being can handle. This may be modified by levels of skill and control!
________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________

3) Secondary Sources of Magick:
Can a practitioner channel the energy from a storm? from a ley line? from the earth? What consequences go with it?
________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________

4) Non-Human Bloodlines:
Does your setting include non-humans? Can they use magick? Well or poorly? Better than humans? Cross-breeds? 
________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________


5) Magickal Radiation:
Are there side effects to improperly controlled magick? What does it do to the landsape? to other beings?
________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________


6) Schools of Magick: 
Circle the types of magick included in your setting.
~Vatican Magick
(Magick language)
~Evocation 
(Focus & Intent)
~Themalurgy
(Small to large scale)
~Rune Magick
(Magick symbols)

~Abjuration
(Counter magick)
~Alchemy
(Transmutation/Potion)

~Divination
(Future/past/present sight)

~Bard Magick
(Manipulation via music)

~Necromauncy
(Armies of zombies,
Stop-gap healing & immunity)

~Final Strike/Death Curse

7) Focus:
Do your practicioners need a focus object? What are the consequences if they go without?
_______________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________________

