
Duration. Most of the hard core gamers —
those that play in excess of 30 hours a week
— didn’t like most of these changes (see the
column on p. 93, for some reasons why. Ed.).
However, everyone loves the duration
changes. With the ability of level VII spells to
last an hour, VI’s to last 45 minutes, and I-V’s
to last 30 minutes, it opens up entire new
areas for characters both young and old. For
the casual gamers, it gives a couple of
options. One, you can either increase the
amount of banes or buffs that you apply,
thus giving the ability to hunt in areas that
were inaccessible before, but leaving the
same 15 minutes to hunt that you had
before. Or secondly, you can keep the same
buff cycle, but dramatically increase the
amount of time you spend hunting between
buffs. As an aside, the durations of the spells
will also help the newer hybrid characters by
increasing the usefulness of the lower-level
spells. Before the patch, most hybrids didn’t
start casting until they were able to cast 3rd
level or above buffs, mostly because the
buffs didn’t last long enough. This had the
adverse effect of not raising magic skills
through use, and also of fighting lower level
creatures for quite a while. Now with even
level I spells lasting 30 minutes, their useful-
ness has increased along with their duration.

Bags and Burden. The community seems
split on Foci bags. They are not split over
their utility, but more on the loss of pack
space that the bags represent. For the high-
er-level characters it comes down to a ques-
tion of priorities and how your character is
played. Using the Foci bags means losing
some pack space for the benefit of burden.
However, as most high-level characters carry
quite a few death items, the loss of even a
few slots becomes irksome and not worth
the decrease in burden. To those characters
still in their 40s and below, death items
aren’t really that needful: a single row, 6
items, carried in your main pack is usually
adequate in times of death. To these charac-
ters, the Foci packs are a godsend. Two- or
three-school melees never really had that
much trouble in the burden area since one
of their main stats is Strength, with the
exception of bow and dagger. Fledgling 4-
school magi, on the other hand, had hard
times when it came to burden. Now with

the advent of Foci packs they can actually
loot the creatures they kill and make a bit of
profit on their hunting expeditions after buy-
ing their new prismatic tapers and scarabs. 

Tuition. One point that has been nearly
overlooked in the more sweeping changes, is
the way that a character learns spells. To
characters that are already established this is
not a big deal, as they already have their
spells in their spell books. However, for char-
acters that are new to the game, without
either higher-level characters to make money
for them, or an allegiance to provide money,
the change from researchable spells to store-
bought scrolls comes to quite a financial
challenge. There isn’t really a way to get
around this. What it really means is that
characters need to be more prudent in the
way that they spend their money, and buy
spells that they know they will need first,
then subsidiary spells second.

Economy Hardships 
The loudest and most vocal complaints
about the changes to the magic system
come from those who dislike the absence of
spell economy. When the changes went into
effect in mid-June, some found that they had
dropped as many as 6 points in their casting
skills. For those lower in level, it meant fiz-
zling more often when casting higher level
spells, or in some cases not being able to
cast them at all. For those higher in level,
this meant having to earn millions of XP just
to get their skills back to where they were
before the patch. Most people in AC hunt to
their limit, meaning they usually hunt the
highest XP creature that they can kill with
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A Question of Economy
Breaking Down the Recent Changes to AC’s Magic System

By Jess Melton

T hroughout its existence,
Asheron’s Call, above all
other MOGs, has marketed

itself as a game of change. Turbine,
AC’s developer, has kept an audience
that is normally flighty by nature glued
to their keyboards and mice, not to
mention paying their subscription fee,
by putting out new and exciting sup-
plements every month, adding to the
already full and robust world of
Dereth. Like patches in all MOGs,
these updates can be anything from
new quests to new items, or even just
increased lore. However, more recently
Turbine’s live team has upped the
ante, ushering in a fundamental
change to the magical system in
Dereth. 

The magic system has run bug-free for
the 2+ years that Asheron’s Call has
been active. However, according to the
developers, and the original lore that
was published with the game, the sys-
tem was not working as originally
planned. Originally spell economy was
in place: if a spell was cast a lot, it
would have decreased effectiveness.
Conversely, if a spell were rarely cast, it
would have an increased effectiveness.
What Turbine did not count on was
the generosity of its online community.
Within months of the game’s launch,
there were multiple websites that
would give a spell’s components, with
the user only having to furnish a ran-
dom taper. Eventually with the advent
of third-party applications, even the
so-called random taper was easily
found. The new system that was
implemented was a long time in com-
ing and according to Turbine, “the
subject of many intense conversa-
tions!“ Perhaps to ease the sting of the
removal of the spell economy, the
developers significantly increased the
duration of all spells and also gave
casters the option of purchasing Foci
bags instead of components, that
could conceivably drop casters’ and
hybrids’ carry weight by as much as
9,000 burden units.

New Foci
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regularity. At the higher ends of the spec-
trum, those 6 points lost meant that they
had to drop down and fight creatures that
provided less XP, but resisted their spells far
less often, until they regained those lost
points. Some viewed this as “Arcane lore
luv,“ while others viewed it as an out-and-
out “nerf“ of the magic system. The truth of
the matter is, it was just a balancing issue.
Turbine had called for the magic system to
operate a certain way, but it did not perform
as expected. Later, Turbine announced that
the balancing of the magic system wasn’t
over and that they were considering placing
a personal spell economy for war magic that
would be based on the caster’s skill. This has
quieted some of the heat that Turbine was
taking. However, in July’s patch, Turbine has
announced that they aren’t quite done with
the revamping of how magic works in the
world of Dereth.

The installment from the July patch did not
change the way that magic fundamentally
works, as was done in June, but rather it
changed what are called “Transfer“ spells.
Transfer spells refer to drains, self-transfers
and remote transfers. While Turbine hasn’t
come out and officially cited the reasons for
the change in the Transfer spells, many say it
is a direct response to the long-time problem
of drain macroers. The changes to the trans-
fer spells are simple and complex at the
same time, but are effective in curtailing
what is commonly referred to as “wall lick-
ing.“ The measures come in the form of a
decreased casting range, an inability to drain
if you cannot physically benefit from the
drain, and a 1-1 transfer ratio.

The old casting ranges of the transfer spells
were dependent on the skill a caster had in
Life magic. The new ranges are static, rang-
ing in value from 5 to 20. The largest differ-
ence that will be seen is in the lower-level
spells (levels I to III). For spells level IV and
above, it appears that a rough median of the
old ranges was taken, and that was made
the range for the spell. 

With the old Drain spells, a flat amount of
25% was drained from a creature and then,
depending upon the level of the spell, you
received a percentage ranging from 75% to
175%. The new Drain spells range from
draining 10% for a level I spell to 50% for a
level VII. However, unlike the old system, you
always receive a flat amount of 100% back
on what you drain. (Note: a cap of 100 pts
drained and received is still present.) Even
though the percentages are changing dra-
matically, the largest effect players will see is
that if you are at full Health/Stamina/Mana,
you cannot drain from a creature. For exam-
ple, if you have 100/100 Health / Stamina /
Mana, you cannot cast a Drain spell. This in
and of itself is going to be the biggest hur-
dle that drainers have to overcome.

As always with Turbine, with the perceived
bad comes the good ... projectile Life spells.

These spells take a portion of the caster’s
Health (25%) and project it as damage at a
creature or player. The damage multiplier is
dependent on the level of the spell cast,
ranging from .5 for level I to 1.4 for level VII.
The range of the spell is dependent on the
Life skill of the caster.

Putting It All Together
Ok, so what does all this mean? Many cast-
ers, once they get out of the developmental
stage, only use Drain to either get back lost
Health, or to “soften“ up a target after a
Vuln. With these new changes, mages will
have to change from:

Vuln / Drain / Blast

to

Vuln / Blast / Blast

Another possibility, for those magi that rival
Asheron in magical prowess and have the
fabeled Og template, is to use the projectile
Life spell on a creature after a Vuln, as your
Life skill is usually higher than your War, and
thus has a longer range. Then, when the
creature closes, use a Drain to regain lost
Health. A third possibility applies if one is
fighting more than one monster. Use the
new projectile Life spell on one, and then
Drain the second, but the damage done
with the Life spell pales in comparison to
War spells.

In the course of the next year, at least four
MOGs are scheduled for release, including
Asheron’s Call 2. Some have expressed their
opinion that Turbine has instituted these
changes in order to alienate their player
base, so that when AC2 comes out, the
majority of the population moves to AC2.
Turbine has flatly denied these accusations,
saying that they are fixing the exploits and
game balance issues in order to appeal to a
larger fan base. In business terms this makes
sense. If Turbine and Microsoft can create
two great games, they have twice the rev-
enue. Some people are not going to be able
to play the next generation of MOGs due to
either lack of computer power or lack of
interest, and making the original AC appeal
to them is a great move on Turbine’s part. 

In the end it all balances out. Spell economy
was removed, but prior to that items (includ-
ing the Focusing stone, Tumerok drum,
Elysa’s favors and cantrips) were introduced
to the game that well offset the loss of spell
economy where skill points are concerned.
The introduction of a personal War spell
economy will bring back the damage that
was gained over the base damage. I person-
ally love the changes to the system. I love
the lowered burden provided by the Focus
bags, and an entire new world of hunting
has been introduced due to the spell dura-
tion changes. So my fellow Derethians, hunt
well and may all the nasty denizens quell at
your coming!
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A QUESTION OF ECONOMY

CASTLING PATCH (6-13-02)
Magic & Magic Items

•Major system change in magic.
•New characters will receive the new Foci for
starting any School of Magic, along with 5 Lead
Scarabs and 25 Prismatic Tapers.

•Learning and reading a scroll has decreased to
approximately one second.

•Separate panels for positive magic (the usual
wand button in the upper right) and negative
magic (the red wand in the upper right).

•Superb Mana Charge (gives 2000 mana) can be
found at some mage vendors. More mage ven-
dors now carry the High (gives 500 mana) and
Greater Mana Charges (gives 1000 mana) .

•Using a Mana Stone to drain mana from item
will result in a confirmation check whether there
is mana in the item or not.

•The Arcane Lore difficulty has been changed on
Nuhmudira’s Boon Gorgets: high-level Red, now
180; mid-level Blue, now 150; and low-level
Green, now 120.

•When using a mana stone on yourself, you will
receive a message letting you know when all
your items are full.

Weapons

•Isparian Bows, Crossbows, and Atlatls can no
longer be enchanted.

•The Isparian Modifying Tool will not break now.
However, the stones will still break each time
they are put into an Isparian weapon.

•Isparian Daggers now have the correct damage
ranges: Perfect, maximum damage of 8; Superb,
7; Good, 6; and Quality, 5.

•The Isparian Dagger image has been changed. 

Housing

•150 cottages and 50 villas added.
•All non-used hooks now become visible whenev-
er a house is abandoned.

•Mansions have 100 usable hooks.

Allegiance / Monarchs

•MONARCHS ONLY: Typing @allegiance info will
garner full allegiance information about a mem-
ber of the allegiance: full name and title of
patron, plus full name and title of each of the
character’s vassals (can be used once every 30
seconds). Monarchs can now assign speaker sta-
tus to someone even if they aren’t online.

•ALLEGIANCE SPEAKER ONLY: 10 allegiance
broadcasts (instead of the 3 previously allowed).

Miscellaneous

•The leader of a fellowship is a green triangle on
the radar.

•@filter can be used to filter out recall messages.
(Check @help filter in game.)

•All vendors now accept all trade notes.
•Pyreals stack to a maximum of 10,000.
•ALCHEMISTS NOTE: Neutral Balm now has a
burden of 65, instead of 135.

•Select Self key now works to have a targeted
action work on oneself.

•A number of UI panels and character options can
now be mapped to your keyboard.

•Each Wood, Copper, or Obsidian Heart carved
will now result in a stack of 3 keys.

•The Invoker now displays the correct inscription. 
•The portal to the Arcanum Research Facility now
has a level restriction prohibiting those charac-
ters under level 20. 

•Ciandra decided to reverse her impromptu sex-
change operation, and now looks like a woman. 

•The combat macroing ability has been handi-
capped in the Tenkkardun Foundry.

•All Bronze Statue trophy items can now be
dropped and given.

•Players can no longer open the doors to the

continued on sidebar, p. 85
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