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These charts are a visual representation of
the relationships between the hundreds of spells
listed in GURPS Magic. They not only reduce
the work required to determine the prerequisites
for a spell, but also reveal the underlying
organization of the colleges. For each college,
they show how far can one progress at each
level of Magery; which spells are central, pre-
requisites for most of the other spells in the col-
lege; and how much overlap there is with other
colleges. The simple, open format allows for
further customization. Color the boxes to show
which spells a mage knows and instantly see
which ones he is eligible to learn.
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	Chart Key
	Air
	Air2
	Animal
	Body Control
	Body Control 2
	Communication and Empathy
	Earth
	Enchantment
	Enchantment 2
	Fire
	Food
	Gate
	Healing
	Healing 2
	Illusion and Creation
	Knowledge
	Knowledge 2
	Light and Darkness
	Making and Breaking
	Meta
	Meta 2
	Mind Control
	Mind Control 2
	Movement
	Necromantic
	Necromantic 2
	Plant
	Protection and Warning
	Protection and Warning 2
	Sound
	Technological
	Technological 2
	Water
	Water 2
	Water 3
	Weather

