Ars Magica Quick Reference Sheet

Die roll types:  Simple Die = 1d10, 1 = 1, 0 = 0

Stress Die = 1d10, 1= roll again and double the result, 0 =         possible Botch (Fumble), roll again, a second 0 = a Botch

The following are totals to be added to Stress Dice in combat (except in the Action Combat System, where a fixed total of 6 is used for all defensive physical actions)

First Strike =Speed + Skill + Qik - Enc.

Attack = Attack Bonus + Skill + Dex

Damage = Damage Bonus + skill + Str

Soak = Protection + Stm + Size (+6 in Action System)

Fatigue = Stm - Enc.

Parry = Skill + Parry Bonus - Size (+6 Action)

Dodge = Skill + Qik - Enc - Size (+6 Action)

Magic References

Spell Casting Speed = Qik + Finesse - Enc

Casting Formulaic Spell = Technique + Form + Stm - Enc ( + Aura if applicable)

Ritual Spell = As Formulaic + Meditation

Spontaneous Spell = Technique + Form + Int - Enc, /5 if not expending a Fatigue level, /2 If you do.

Basic Lab Total = Technique + Form + Int + Magic Theory (+ Aura if applicable)

Magic Penetration = Spell casting total + Penetration

Magic Resistance = Form (of incoming spell) + (5 X Parma Magica Skill)

Targeting = Perception + Finesse + modifier (from a table)

Fast Cast Defenses: vs. spells, compare your Casting Speed with the enemy caster.

vs. Weapons, compare your Casting Speed with the total of your opponent's Qik + Attack                          Skill - Enc.

                               Using a Spontaneous Spell, subtract 5 from your       

                               total, and roll 3 extra Botch Dice

Recognize a Spell being Cast by another: Perc + Magic Theory, roll of 9+

Multiple Casting (Mastered Spells only): Int + Finesse - # of spells, roll 9+, there is a 

                                                                 penalty to casting and targeting rolls. 

Casting a Spell while maintaining another: Int + Concentration, roll 15+, +3 bonus if same target.

Casting from a Text: as for Formulaic spells, always a Stress roll regardless of level, 

                                  double normal # of Botch dice.

Ease Factors

3          Very Easy

6         Not Too Hard

9         Difficult

12        Very Difficult

15        Extremely Difficult

