Foci.

Spenglers Template.

Focus Design Time: 120 Days. Focus Design TN#: 6. Focus Type: Special. Bonding Cost: 3X Rating. Magical Item Bonding Cost: 2X Rating. Cost: Rating X 50'000Y. Street Index: 2. 

Description: The noted Enchanter Aaron Spengler had always worked on a way of incorporating Metamagic principles into Enchantment, with his Template he succeeded. The problem with Anchoring Instantaneous Spells is that once they are activated the Anchoring is finished, and in order to re-establish this form of defence the Anchoring process had to be repeated. Spengler developed a highly technical Orichalcum Cube (Think of Hellraiser) that could have a Spell Cast into it, once this was done the template which resembled a Quickening Circuit would sustain the Spell, no matter how many times it was cast.

The Template in itself does nothing else, it launches and renews the Spell.

Game System.

The Template allows a Mage to store a Spell within it, at a force up to its Rating (Only one Spell at a time), the Mage merely Casts the Spell at the template with a TN# of the Templates Rating. Should this be successful the Spell is contained within a self-renewing circuit, the Template can then be linked to other Enchanted devices such as the Spell Holder or Mana Lance which can launch the contained spell. Once the Spell has been cast from the Template, the Template must renew the circuit, it does this by opening itself to the Astral Plane and drawing in Ambient Mana, this takes a base time of 15 Minutes X Rating divided by successes generated by rolling the Templates Rating. (During the release of a Spell or its recharge it is vulnerable to Astral Attack). Unfortunately it has been found that various Astral Entities some of which are hostile are attracted to the templates. 

[Wasn't Spengler the Guy working for MetaTech who disappeared a few months back.]

--Lilly--

[News Flash, Dr Aaron Spengler was sighted a week ago in a heavily guarded compound in the Arabian Territories.]

--Alt--

[In that case it could've been the Brotherhood of Solomon who sanctioned the extraction from MetaTech, their amongst the foremost Enchanters in the Sixth World. They've developed stuff that many of the Big A Megacorps own Enchantment R&D Departments haven't got a clue as to where to start.]

--Mouse--

Spell Holder.

Focus Design Time: 30 Days. Focus Design TN#: Rating. Focus Type: Special. Bonding Cost: 3X Rating. Magical Item Bonding Cost: 2X Rating + Force of Spell (+ the Cost of Anchoring). Cost: Rating X 75'000Y. Street Index: 2. 

Description: The Spell Holder is an advanced form of Spell Lock using the Spengler Template theory (See Above). In actuality it is a programmable Spell Lock mimicking the Metamagic process of Anchoring, allowing the addition of Links and the storing of Instant/permanent Spells within it. Its main advantage over Anchoring is that due to its internal template Instant Duration Spells can be housed, released and then will self renew, rather than as with Anchoring the Link Conditions are met, the Instant Spell is released and the Anchoring is finished. The most common use for the Spell Holder is as a Magical Watchdog, with detection spells linked to offensive spells, commonly Spell holders are constructed to resemble Dragons or similar mythical guardians.
Game System. The Spell Holder is basically a holding unit for an Anchored Spell and a Spengler Template, allowing the Spell to be constantly renewed after initial casting. The rules for anchoring still apply and the Holder is considered Enchanted for the Anchoring Process, once the Spell is Anchored the Template renews itself as above, the holder can discharge its stored Spell times up to half its Rating before recharging. The Force of the Anchored Spell plus number of Links cannot exceed the Holders Rating.[While this may not seem to be an earth-shattering magical advance, it is a useful one. As the Datafile states the biggest problem with Anchored instant Duration Spells is that once their activated their gone, requiring a new Anchoring. In the terms of using them for magical Defence that's cost ineffective, the Holder due to the Spengler Template renews the Spell once fired, so pay out for the initial Anchoring plus Holder and you have an effective Magical Defence, one that will continue to launch its magical payload at intruders.]--Mortant--[I've actually seen one of these things, already! In an imported Castle in New England. I was a guest not an infiltrator, they had these metre tall gargoyles guarding what I presumed were sensitive rooms, our resident Shaman told me that they had Detect Individual Spell linked to some form of offensive Spell. Weirdest thing was that they each had one of those Protection Orbs circling them in Astral Space - guarding them.]

--Wonder Lust--

Mana Lance. 

Focus Design Time: 60 Days. Focus Design TN#: 8. Focus Type: Weapon. Bonding Cost: 5X Rating. Magical Item Bonding Cost: 4X Rating. Cost: [Force (Of Spell) X 25'000Y] + Rating X 20'000Y. Street Index: 3. 

Description: The Mana Lance is the second Magical Device that utilises the Spengler Template, essentially it is a housed Combat or Damaging Manipulation Spell within a long (Rating X Feet) lance type structure. The inside houses the Template at the Haft and then lengthens into a Radicalised Crystal rod, all encased in Radicalised Metals or Crystal. When the Weapon is activated it releases the Spell in the direction it is pointed, the Lance is treated in the same way as a Weapon Foci in that it can be used offensively in Astral Space or the Metaplanes, however the Spell contained must be a Mana Based Spell. 

Game System.

The Lance holds an instant duration Spell with a Force up to its Rating, when activated (Requiring a Magic or Willpower Roll: TN# 3/6) it launches its spell, it can fire a number of charges up to half its Rating and then renews. The Lance can be used by all Adepts including Physical Adepts, to be utilised on the Astral Plane it must contain a Mana Spell, a Magically Active wielder can opt to increase an attacks Power (Up to have the Foci's Rating) by allocating Magic or Astral Pool.

[Guess who I've seen carrying these recently.]

--Torc--

[Surprise us.]

--Mary--

[Tir Paladins, they were at some big up your hoop Corporate shindig, dressed in even fancier ceremonial armour than normal. Carrying these 6 foot long engraved Lances y'know like short versions of the old medieval jousting lances only made out of crystal.]

--Torc--

[Puts a new slant on who grabbed Spengler, may it was the elves not the Arabs.]

--Mitchell--

[Or maybe the Elves just bought Formula for these lance things and kited their Paladins out with them, I'll say one thing these Magical boom-booms sure fit in with the Tir Paladins image.]

--Nightmare--

[I've also seen Renraku Red Samurai carrying these things, but they were incased in metal tubing resembled a hand held rocket launcher than a lance, the main thing I noticed is that the Samurai were mundane.]

--Thomas--

[Bulldrek, Mundanes can't use Foci.]

--Midnight--

[That's where your wrong, Mundanes can't use most Foci because most Foci aid in Magical operations that Mundanes have no access to. Mundanes can have Spell locks bound to them and can activate them through force of will. The Red Samurai I saw had some kind of Anchoring mechanism locked to them, presumably an activation link allowing them to ready and use the weapon.]

--Thomas--

Channeller. 

Focus Design Time: 30 Days. Focus Design TN#: 6. Focus Type: Special. Bonding Cost: 3X Rating. Magical Item Bonding Cost: 2X Rating. Cost: Rating X 10'000Y. Street Index: 3. 

Description: The Channeller was developed by Thaumaturgists from MIT&T, upon request from Doc Wagon Platinum's Medical Directors. The reason was that in extreme circumstances very badly injured clients (Wealthy Clients) had to be treated via Sorcery to keep them alive. However in the case of heavily augmented Clients the use of Heal and Treat Spells proved incredibly difficult and unreliable, MIT&T came up with the solution: They created a specialised (But easily produced) Foci that utilised the usually harmful process of Grounding Spells from the Astral into a physical body and amplified it. The theory was that if a Mana based Health Spell (Or any other Spell) was Grounded into a subject the usual penalties caused by Cybernetic Implantation could be bypassed as the Energy was travelling through the Aura and its contained Cyberware rather than trying to get around it as in the case of normal Spell Casting. Of course these Foci have a detrimental side as they make the process of harmfully Grounding a Spell that much easier.

Game System.

The Channeller allows a Mage to purposefully Ground Spells through a Target from Astral Space into the physical World, primarily designed to make the Healing of low Essence Subjects easier it does have offensive uses. Once locked to a Subject (Target) it acts in every way the same as a conventional active Foci, the difference is that the Channeller synchronises itself more deeply into the subjects Aura than another Foci. When a Spell is Cast from the Astral the Foci makes no resistance test to stop the Spell (Which conventional Foci do), instead it rolls its Rating against a Target Number of the Subjects Willpower per 2 successes lowers the Casters Target Number by 1 (To a minimum of 2). In the case offensive Spells to maintain Game Balance the unwitting subject is allowed to oppose the Foci's Roll with his Willpower and any applicable Spell Defence.

Example: Bishop is lying bleeding to death in the middle of Aztlan with a rapidly worsening Deadly Wound after a confrontation with an Aztlaner patrol boat. Having no functional Medical supplies Silk the teams Physical Magician looks to healing Bishop with his Heal Spell TN# 10- Essence. Unfortunately Bishop is a walking drinks vendor with an essence rating below 1, so Silk's TN# to Heal just one Damage Block is 10. Let alone healing 10 Boxes. Fortunately Bishop who's been in this predicament before has a Channeller Bonded to him which Silk Astrally activates, the Channellers Rating is 4, so as Silk casts his Heal Spell the GM rolls 4 Dice against a TN# of Bishops Willpower which is 5 getting 4 successes. This reduces Silk's TN# to 6 which with the help of a little Magic Pool he gets 6 successes on his Sorcery (The highest amount of damage he can heal with his Force 6 Heal Spell) and brings Bishop down to a much more comfortable Moderate +1 Wound.

Example 2: Some Months later safely back home Bishop runs afoul of a Mage who Astrally discovers his active Channeller (Doh), he fires a Deadly Fireball down through the Channeller. The Channeller rolls its 4 Dice against Bishops Willpower TN# 5 getting 3 successes, the Mage has a TN# for his Fireball of 14 (Bishops Body Rating) ordinarily the Channellers successes would reduce this to a TN# of 11 (14 -3=11). However due to this being an offensive use of the Channeller Bishop is allowed to roll his Willpower against the Channellers successes, he does and gets 2 successes greater than the Channellers reducing the bonus to only -1. The Mage therefore has a modified TN# of 13 for his Fireball (Good Luck) and better prey that Bishop doesn't find his meat body (Bishop's a big lad with only so much tolerance).

[This has got to be the worst magical development ever, you lock this thing to you and once its activated, which by the way a so called friendly magician could do without your knowledge, any old Astrally Projecting perp can fire a physical spell down your Aura more easily than normal.]

--De'Mon--

[Your correct but many Mundanes carry Spell locks around which are active which although not as easily still allow spells to be ground.]

--Thomas--

[The basic principle is sound, it is (& I speak from experience) extremely difficult to Magically Heal heavily augmented Chummers and sometimes mundane medicine just isn't quick enough. I lost a good friend because I couldn't get my Treat Spells to take because he was highly chromed.]

--Warlock--

[Plus their are methods of protecting Astrally Active Foci, reinforced bonding, placing Spirit Guards and now even this Protection Orb thing.]

--Mystic--

Protection Orb

.Focus Design Time: 60 Days. Focus Design TN#: 4 + Half Watchers Force. Focus Type: Special. Bonding Cost: 6X Rating. Magical Item Bonding Cost: 4X Rating. Cost: Rating X 50'000Y. Street Index: 2. Description: The Protection Orb is a union between minor Conjuration and Enchantment, which provided an extremely effective early warning system. The concept is that a specially constructed Orb is fashioned containing at least a Unit of Orichalcum, as part of the process a watcher is summoned with a Force up to the Rating of the Foci finally a joining Ritual is conducted which transfers the Orb wholly into Astral Space. The Orb resembles a reddish gold sphere with Arcane Symbols inscribed around it, with a central Gem fitted as the Watchers eye, the Orb once Bonded guards its Ward in Astral Space although they can be made to manifest. During the Enchantment/Bonding process the Watcher can have limited powers bestowed upon it, in addition the Orb prolongs the Watchers Lifespan indefinitely. 

Game System.

As described the Orb combines Conjuring and Enchanting to produce an Astral Guardian, this involves the summoning of a Watcher Spirit which is then bound inside the Orb, this bestows the base Powers of Immunity to Age and Manifestation (As long as it remains within the Orb). However the Watcher is bound to patrolling an area equal to the subjects Intelligence Rating in a circular radius. The Watcher has all the basic Stats equal to its Force, it also has an Armour Rating equal to its Force plus the Orbs Rating in Astral Space it must rely on its Manifestation Power should it enter the Physical World. The Orb communicates mentally with its ward and will notify them of any Astral intruders as well as any incoming attacks, obviously the more intelligent the Spirit (Higher Force) the more able it is to interpret what is a threat and what isn't. Orb Spirits can be improved in terms of Force via a Ritual similar to the Ally Spirits Ritual of Change, in the design process the Orbs can have further powers imbued, these include an offensive Spell Power (Cast at the Force of the Spirit, with the same rating used as Sorcery Dice) this can be any Spell that the Enchanter knows. Defensive powers can also be invested these include the powers of Accident, Guard, Magic Resistance and Magic Guard, these powers increase the Design Time by an additional day (Per power) and cost 5 Karma each, the Orb can only perform these powers a number of times per day equal to its Force.

The Orb can be ordered to physically manifest, employing its manifestation Power to do so, when it does this its Ward takes Force+2/M/2 Stun. Should the Orb be disrupted then the Watcher is freed and the Orb become inert, this does not destroy it but requires a new Spirit be summoned and bound costing its Force Karma.

[How horrible imprisoning a little Spirit like that.]

--Ma Toadstool--

[Look lady frag off, every Watcher I've ever summoned has been thick as a plank, least this way you don't summon it and it dissipates after a few hours, now their useful.]

--Tony T--

[I've always found Watchers to be very useful and their intelligence is governed by how high their Force is, you summon them at a good Force they can be very smart. Oh by the way Tony how do you like you new life as a frog, Ma Toadstool may be a bit soft on Spirits but she's a real bitch towards rude men.]

-Cassandraa--

[Like we've seen in the rest of this post even though these are recent developments this stuff is out there already. I've seen these Protection Orbs guarding highly placed Corp Estates, compounds and even circling a real big Ares Exec, seems to me these little guys are in fashion.]

--Torc--

I've got a Protection Orb paid a top amount of cred for the Formula, but well worth it. The process is sort of a mix of Enchantment, Watcher Summoning and Allied Spirit Creation, the interesting thing is I've only had her three months and she started off as thick as a brick. The more she's around and encounters the more smart she becomes, just like an Allied Spirit, it seems with their lifespan expanded Watchers and maybe other Spirits can learn.

--Alpha Shaman

Goes without saying, my bound Earth Elemental has been with me for three years, he can drive my car, handle a pistol and play pool, amongst other things.

--Cross--

