


Optional Rule 




   
 Mana


These rules facilitate the use of a mana system rather than the traditional memorization process.  Though casters with spellbooks must still maintain that spellbook and go over it each morning in order to cast the spells within, they do not have to choose which specific spells they are memorizing.
Instead, the spells are cast, and paid for in mana.  A spellcaster has 1d10 base mana per caster level.  So a 3rd level mage would have 3d10 base mana.  For every odd point of int. above 11, (wisdom for priests) they get an additional 2 points of mana per level.  Therefore, a 3rd level mage with an intelligence of 15 would get 1d10+6 mana upon attaining 4th level.  If a mana system is implemented in the middle of a campaign, or to create characters higher than first level, roll the appropriate number of d10s, and multiply their bonus mana by their caster level.  In the case of priests, since they no longer need memorization slots, they get extra mana for extra wisdom at the rate that the extra spells would have cost.  For instance, priest who would normally get an extra first level spell would get the extra points necessary to cast a first level spell.  

The base mana cost for spells is as follows: 3 mana for 1st level spells, 6 for 2nd, 12 for 3rd, 24 for 4rth, 30 for 5fth, 36 for 6th, 42 for 7nth, 50 for 8th, and 60 for 9nth.  


The specific cost of a spell may be arbitrated by the DM, but the most a spell can vary is plus or minus the spell level.  For example, a first level spell could cost from 2 to 4 mana. (3-1=2/3+1=4).  Ask your DM for the exact cost of specific spells.


There are two ways to regain mana.  The first way to regain mana is by resting.  You regain 1d8+2 mana per caster level per hour spent resting.  You can also regain mana while not resting (not attacking, but walking, riding, ect.) but you regain mana at half the usual rate.  Sleeping for 8 hours will restore mana to full, regardless of how big the caster’s mana pool is.  The other way to regain mana is through potions.  Each potion restores 1d12+2 mana per caster level.  Therefore, a 3rd level caster would regain 1d12+6 mana by drinking a mana potion.  Mana potions should cost somewhere between 50 gp and 250 gp per d12 of restoration.  Spellcasters are limited in their mana regeneration to twice the value of their total mana pool in any 24 hours, regardless of the method of regeneration.  DMs may also include other ways to regenerate mana.

	Spell Level
	Base Cost
	Max Cost Variance
	
	Mana Restored
	Cost of Potion 

	1
	3
	2-4
	
	1d12
	50gp – 250gp

	2
	6
	4-8
	
	2d12
	100gp – 500gp

	3
	12
	9-15
	
	3d12
	150gp – 750gp

	4
	24
	20-29
	
	4d12
	200gp – 1000gp

	5
	30
	25-35
	
	5d12
	250gp – 1250gp

	6
	36
	30-42
	
	6d12
	300gp – 1500gp

	7
	42
	35-49
	
	7d12
	350gp – 1750gp

	8
	50
	42-57
	
	8d12
	400gp – 2000gp

	9
	60
	52-69
	
	9d12
	450gp – 2250gp


