To Be a Sorcerer
A Guide by Eredhen i’Larien

(and his player)

Introduction and Warning
Understand that this is a guide.  It will not tell you how you must create a sorcerer, but only give you ideas, things to ponder, and show you some possibilities.  In the end, the life of your character is up to you.

Let me begin by asking you why you have chosen to play a sorcerer.  Did you read the Simutronics definition and have visions of power?  Let me tell you now, that definition is a blurb, a quickie, a spot-filler.  It does not do the profession justice.  Know this – every profession has the potential to become “extremely powerful and deadly”.  It’s called balance.  Don’t let that definition fool you, and do not choose to play a sorcerer based on that alone.
That said, you should also know that you will not find the richness and depth in any other profession that you will find in Sorcery.  The Art has an amazing history, and the practice of that Art is fraught with more danger than any other profession must face.  Our own spells can turn against us, and even if we are careful and properly trained our power will slip just beyond our control from time to time.  Yet, practiced properly, there is a wonderful beauty to it.  The spells are unique, intricate, and require an understanding beyond those of other professions.
It is also probably the hardest to properly role-play profession in GemStone.  Many see Sorcery as evil by nature, and the history of the Art is shrouded in tales of blood and battle.  We are Demonmasters and Necromancers, sowers of disease and bringers of pain.  We deal in fear and domination.  Does this make us evil?  No.  It is a dark profession, perhaps, but not evil, although we are often so labeled.  Don’t fall into that trap yourself, and understand that ethos is separate from Art.  You should understand, however, that while Sorcery does not make one evil it does often color one’s perception of the world.
However, there are as many shades of dark as there are of light.  I have met Sorcerers whose interests lie more with quiet research than with the arts of destruction.  Some Sorcerers could even be called kind, yet are not necessarily diminished thereby.  Even I do not hold myself above an act of kindness or a smile for those whose company I appreciate; I even enjoy a good jest or game of darts.  The difference is that I am not indiscriminate with my good graces the way some people are, and never without the dignity of my station as a Sorceress.






-Lylia Ravenbane-Rashere
I will not bore you with definitions on the nature of Sorcery in this document.  Eredhen’s beliefs differ from some of his fellow sorcerers, and you must come to your own conclusion after listening, studying, and practicing the Art.  Only then will you have a foundation from which to enter into the true “Heart of the Art” (which, as it so happens, is also the name of an interesting little place that you may someday have the good fortune to visit).  If you read the Sorcery Boards (under the forums link on the GemStone IV website) you will come to find that many of the players of this profession have a true love and loyalty to it, and that there are many who have given their time and energy to give it life beyond the boundaries of the game itself.  Thoughts and theories abound in a greater abundance than on the boards of any other profession.  You will find twisted humor, dark rumblings, and both logic and passion from people who are willing to make this Art all that it can be, and help others find their way along this most mysterious of paths as well.
If you have this understanding, that the power of a Sorcerer is not granted but is only what we make it, and that you will face intricacies beyond any other profession in the game, then I welcome you if you are willing to take that first step into the Void.
Preparation and Race/Culture Selection
You should begin by going to the GemStone IV website and reading as much as you can about Sorcery, Races, Cultures and Elanthian History.  This is the foundation from which you can structure a character that will have at its core the true flavor of Elanthia.

After you have a basic understanding of the races and cultures of Elanthia, you should choose which race your character will be.  Some races have a long history with sorcery (Dark Elves for example) and some are rarely sorcerers (for example, Halflings), but the choice is up to you.  Any race can become a sorcerer; however, I will give you this word of caution – if you wish to play as a Dark Elf, do not play a Dhe’nar character without doing extensive research.  If this is the first time you have ever played GemStone you should not choose Dhe’nar as your character’s culture.  Faendryl Dark Elves have their own special nuances, but they are often more subtle and their culture is much freer in the way of self-expression.
Even if you have played GemStone, if this will be your first Dhe’nar character you should carefully research the culture.  You can find information on the GemStone website, but it is incomplete.  I would recommend that you also visit The Obsidian Tower’s website and seek out one of the Tower’s recognized Dhe’nar to speak with them/their player about the culture and the requirements for proper role-play.
Stat Assignment
Before you begin to assign you character’s statistics, you should picture your character.  Is s/he strong, sickly, dexterous, intuitive, clumsy…  Now, go to the GemStone website and make sure you understand what each stat does and how each will fit with your vision of your character.  Keep in mind, as you think about these things, the following statement from the website:
Players are given 640 points to allocate among their stats, with their profession's prime requisites getting an additional +10 bonus (maximum 100).

The prime requisites for sorcerers are Aura and Wisdom.  How will you divide these points (essentially 660 points) between those ten statistics to achieve a character that is as close to your vision as you can get it to be?

When you divide these points up you should also remember that:
· Only 1 stat (before bonus) may be above 90

· Only 4 stats (before bonus) may be above 70

· Only 7 stats (before bonus) may be above 50

· Stats must be at least 20

· Stats can not be above 100

Finally, you should understand whether your character will be more mentally inclined, physically inclined, or balanced.  As described on the GemStone stats page, these scores will be used to determine the amount of Physical and Mental training points your character receives to purchase skills.  The next section begins the discussion of skills and by understanding the way in which you want to train your character and the overall costs for those skills (how many Physical Training Points and how many Mental Training Points each skill costs) you can come to some decision about how to assign your stats.  The only advice I can give is that you should not tank any stat (place it very low), nor should you place any stat so high that it will have no room for growth unless you know what you are doing and make the choice to do so for a very specific reason.
Most of the above stat point information was taken from Tsoran’s Spreadsheet – which brings me to another point.  If you do not already know about them there are two indispensable tools to use that will help you create your character.  The first is Tsoran’s Spreadsheet, the latest version of which can be found on Tsoran’s website and the second is the GSIV Stat Cruncher and Maximizer (see the Useful Links sections).  The Stat Cruncher can help you decide Stat Placement, and Tsoran’s Spreadsheet will help you set up a training plan for your character.  Use them.  You will be happy you did.

But what do they do for the Sorcerer?
The following list summarizes some of the things these stats help with.  We, the players, know how these stats affect certain systems in the game, but there are many others about which we are not given exact information.  The following list is by no means exhaustive.  Further information can be found on the GemStone IV website on the Stats page.
STR – affects encumbrance, physical attack strength with melee weapons and bows
CON – affects hit points, resistance to disease and poison, affects encumbrance
DEX – Bolt spell attack strength (such as from some wizard wands and spell 111), ranged weapon attacks

AGL – affects defensive strength and helps with dodging
DIS – defense against mental attacks (including mental spells), aids with Focused Maelstrom (spell 710), affects both physical and mental training points, is one of the four stats taken into account for the illusions guild skill
AUR – helps determine base mana, used for elemental spell casting strength (CS) and target defense (Elemental TD – your defense against elemental spells), used (along with WIS) for sorcery CS and TD, determines your spirit points, affects both physical and mental training points, as a prime requisite it counts double in the training point formulas for sorcerers, is one of the four stats taken into account for the illusions guild skill
LOG – affects experience absorption, is part of the formula for magic item and scroll activation
INT – affects dodging, is one of the four stats taken into account for the illusions guild skill
WIS – helps determine base mana, used for spiritual spell CS and TD, used (along with AUR) for sorcery CS and TD, as a prime requisite it counts double in the training point formulas for sorcerers, is one of the four stats taken into account for the illusions guild skill
INF – unknown, but it is a mental stat so it helps determine your MTP’s, it is thought to have some affect on financial transactions with NPC’s
There aren’t enough points!!
As mentioned above, you have only so many points to distribute between the above ten stats.  You should be fine so long as you don’t place any stat too low.  When assigning stats, you should pay close attention to both the stat and the bonus (which could be positive or negative).  The bonus is modified by your race (see the Stats page on the GemStone IV website for more on the modifications).  Small negatives for the bonus are okay, but you might want to try to stay away from large negatives.  Some people try to stay away from negatives completely.
Remember, too, that the stats will grow as you level.  Some grow faster than others do, so when you assign your stats if you use the training spreadsheet you can see exactly how much each individual stat will have grown by a certain level.
During the first 30 days after you start your character you will be able to change your stats up to five times.  To do so, just check into an inn.  You will see a menu option for changing your stats, along with a reminder of how many times you can still change them.  This will allow you to play with different stat placements and make any changes you want during that first 30 day period.

Remember, though, that changing your stats will also change the amount of mental and physical training points you have.  Right after you change your stats you will be presented with an option to change your skills.  If you changed your stats such that you have more overall training points, you will be able to get additional skill ranks.

If, however, you changed your stats such that you have fewer training points you will have to get rid of some of your skill ranks.  You will not be able to return to the game until the training points used by your skills do not exceed your new total.  That is one reason why I recommend using Tsoran’s training spreadsheet.  You will be able to make these changes in the spreadsheet first and will not be surprised when you go to make the changes in the game.
Skills

Before going further, it is important that you have an understanding of the skills available to you and what those skills will do for your character.  You will have to make choices, sometimes hard choices, about how you wish to train in these skills, so don’t become frustrated.  We all had to make these choices as there never are enough points to do everything.  That’s the way it’s supposed to be.
Note:  For training, when you see something like “1x” or “0.5x” it means the number of trains per level.  “1x” means one time per level.  “0.5x” means once every other level on average.  “0.3x” would mean once every third level on average.

All of the skills that will be available to you will not be listed in this document.  Only those most necessary or pertinent to Sorcery are covered.  Visit the GemStone IV website and read through the available skills to get an idea of what else is available.  You should also read though as much of the other documentation as you can handle so that you will understand exactly how some of these skills affect your defenses, your spells, and other areas of game play.  For example, if you will use a runestaff you should know that your magical skill training will determine your defense while using the staff.  Reading the spells pages for the spells pertinent to sorcerers (Sorcerer, Minor Elemental and Minor Spiritual) will help you understand how Lore training affects certain spells.

Note, also, that during the first 30 days after you start your character you will be able to move your training points around between skills very rapidly by using the ‘goals’ command or by checking into an inn.  Along with being able to change your stats around five times, this gives you the ability to easily experiment with your character and with training styles for the first little while.  After that 30 day period expires, you will still be able to move training points between skills by using the ‘goals’ command to set new training goals, but it will occur at the normal pace, which is extremely slow.

Also, once a year, you will be given the option to use something called ‘fixskills’, which is a command that allows you to instantly meet all of your set goals.  In other words, you can completely change your skill set by choosing new goals and then use the ‘fixskills’ command to bypass the tedious process of waiting for your skill points to migrate from the old skills to the new ones.  It only comes once a year though, so be sure that you want to use it!  You can save it, but once you use it it’s gone until the next year.
Overall Skills
Certain skills will be required regardless of the style you choose.  These skills are generally considered necessary, in some amount, for each and every character.  Keep these in mind as you read through the recommended training for the various styles.
Armor Use:  Sorcerers can wear up to full leather with no spell penalty.  Anything heavier will begin to interfere with your spell casting.  Most sorcerers will probably not ever wear anything heavier than double leather, although some will choose heavier armors.  See the GemStone Armor Guide for more information on armor.

The chart below shows available armors only through Studded Leather, as that is the heaviest armor for which it is possible for sorcerers to reduce all penalties to their minimum through training.

	Armor
	Armor RT
	Action Penalty
	MnS Hindrance
	MnE Hindrance
	Sorcerer Hindrance
	Max Hindrance
	MAvA
	# Trains

	None to Light Leather
	0
	0%
	0%
	0%
	0%
	0%
	0
	0

	Full Leather
	1 / 2
	0%
	0%
	0%
	0%
	0%
	0
	2

	Reinforced Leather
	2 / 6
	-5%
	0%
	0%
	1% / 2
	4%
	-10 / 22
	22

	Double Leather
	2 / 6
	-8%
	0%
	0%
	2% / 6
	6%
	-15 / 45
	45

	Leather Breastplate
	3 / 10
	-5%
	3% / 10
	4% / 15
	5% / 20
	16%
	-5 / 9
	20

	Cuirbouilli Leather
	4 / 15
	-7%
	4% / 15
	5% / 20
	6% / 27
	20%
	-10 / 22
	27

	Studded Leather
	5/ 20
	-10%
	5% / 20
	6% / 27
	8% / 50
	24%
	-15 / 45
	50


Chart Explanation and some definitions from the GemStone Armor page:

Armor RT:

The RoundTime Adder is a number (in seconds) added to your base roundtime when swinging a weapon. By training in armor use skill, this roundtime can be reduced. Each 20 points in the skill removes one second of armor-based roundtime. High bonuses in dexterity and reflexes also offset this penalty.
Note: The number before the slash in the above table is the penalty in seconds.  The number after the slash is the number of trains necessary to reduce that penalty to 0, without taking into consideration DEX and REF bonuses.
Action Penalty:
The action penalty is a percentile subtracted from your chance to perform a maneuver roll.  A maneuver may include anything from dodging elemental wave (often referred to as ewave) and boil earth attacks, to something as mundane as standing up.
Note: The Action Penalty cannot be trained away.

MnS, MnE, Sorcerer and Max Hindrance:

This percentage represents the amount with which the armor interferes with spellcasting.  When you attempt to cast a spell while wearing that armor a separate hidden roll is made, and if it is lower than or equal to the listed percentage your armor prevents you from properly casting that spell.  The number before the slash is the minimum hindrance, which can never be trained away.  The number after the slash is the number of trains necessary to reach that minimum hindrance.  If you don’t have this many trains the hindrance will be some percentage higher up to the listed Max Hindrance amount. 
MAvA:
Maneuver Attack vs. Armor.  The number before the slash represents a penalty against maneuver attacks while wearing that armor.  It can be reduced through armor training, and is eliminated at the number of ranks listed after the slash.  Skills that take MAvA into consideration are those such as sweep, disarm and throw.
Note:  Most sorcerers who wish to wear armor heavier than full leather do not worry about training off MAvA and instead only train off casting hindrance.  Thus, many sorcerers who wish to wear double leather would train only 6 times in Armor Use, which is enough to train off both the Armor RT and reduce the Sorcerer spell hindrance to the minimum amount.

# Trains:
The number listed in this column is the number of trains necessary to reduce ALL penalties (including MAvA) for that armor to their lowest amount.

Recommendation:  Try to work in at least 2 ranks of armor training before 10th level and wear full leather.  After that you can look at the options available and decide if you wish to work towards wearing a heavier armor.
A Note on wearing no armor and wearing full leather:  Some sorcerers choose to wear no armor at all, which requires no training, or full leather, which requires only two ranks of armor use to train off the RT penalty; however, some do not worry about training off this penalty and wear full leather without any ranks in armor use.  If you do not swing a weapon you will not have to worry about this penalty as often, but it will affect other RT actions, such as dragging.  It will also have a small negative impact on your ability to dodge unless you have a high agility bonus.  Some also feel that this penalty affects encumbrance, but others do not.  The choice is yours.
Physical Training:  Physical Training is necessary to raise your hit points above the initial number your character began with.  You can raise your hit points up to a certain racial maximum (detailed on the GemStone IV website) plus a number of points equal to your character’s CON bonus.  Training in this skill can be spread over a number of levels and can be skipped in the first few levels as needed to fit in other skills.

Comment:  My sorcerer had very few hit points through level 25.  I believe he had 30-something through his teens up to 50-something around level 25.  Although I had to be careful at times, he was able to survive.  In GemStone IV there is the added advantage of using Blood Burst if you train in Necromancy Lore to help with hit point return.  See the spell definition on the GemStone IV website or at The Sorcerer Depository for more information on Blood Burst.
Climb/Swim:  These skills are necessary to traverse the landscape in Elanthia.  Certain areas require these skills if you wish to travel into or through them, although the necessary amount can vary based on your encumbrance.  In general, it is recommended that a character train at least 0.3x per level in these two skills, although you may not need much more than 5 ranks or so in each through level 25.

Perception:  This skill is useful in many ways, and will help with everything from spotting a thief in your pockets to helping you search out hidden entrances.  It is taken into account for the illusions guild skill  Recommended training is at least 0.5x, although many choose to train more often.
Magical Skills

Note:  All of the skills listed in this section, with the exception of Multi-Opponent Combat, are used to determine defensive strength (DS) when using a runestaff.  You should also know that we are not always told, by the GM’s, if a skill actually influences a certain ability, or, if we are told, exactly how or to what degree that skill affects that ability.  The abilities listed for each skill below are not necessarily exhaustive.
Multi-Opponent Combat:  A magical skill??  Yes, but only marginally.  It is considered, by the GM’s, a skill that will help when facing multiple foes, whether with attacks magical or mundane.  It is included here only because it affects ball spells and focused implosion.  When casting ball spells (the “Major” <element> spells from the wizard list – which you might use in the form of wands, and Fire Spirit from the minor spiritual spell list) it will increase your ability to hit multiple targets in the room with a “splash” effect.  This benefit maxes out at eight ranks of MOC.

As explained by Starsnuffer:

Ball spells always have a chance to hit multiple creatures. MOC training increases your chance of hitting multiple creatures. Lore training increases the possible targets above the normal, which is 8.

It works like this:

You cast a ball spell with X number of critters in the room
A hidden roll is made to determine how many, out of the X, can be hit by the explosion.  This is Y, or your "maximum possible targets". The maximum for Y is 8, unless you have the extra lore training to raise it (See spell description).
Another roll is made to determine how many out of the Y (max possible targets) you actually hit. Here is where MOC comes in. For every rank of MOC you have, your explosion WILL hit a target. So, if Y=6 and your MOC=3 ranks, you WILL hit 3, with the possibility of hitting 4, 5, or 6.

Remember, MOC does not ensure that you will hit additional critters - that is based on a completely random hidden roll. MOC only insures that you will hit more if the first hidden roll deems it possible.

When casting Focused Implosion, you will have a chance to stun two additional creatures beyond the one targeted.  Training in MOC will give you a chance to stun two additional creatures beyond the first two for every rank you have.
Suggested Ranks: 0 to 3 by level 100

Arcane Symbols:  This skill affects being able to invoke spells on scrolls, the duration of invoked spells, your ability to infuse scrolls (spell 714 – scroll infusion), and your ability to draw runes on runestones (which are used for various spells).  It will eventually affect your ability to ensorcell and summon major demons when those spells are introduced.  It may also figure into future possible skills such as Sorcerous Teleportation.
Magic Item Use:  Similar to Arcane Symbols, this skill is taken into consideration when you use a magical device to activate imbedded spells by rubbing, waving, tapping or raising them.  It also affects the duration of spells activated in this manner.  Along with Arcane Symbols this skill will be taken into account for future spells (ensorcell, the summoning of major demons) and possible skills (Sorcerous Teleportation).

Harness Power:  This is how you increase the amount of mana you have to draw upon.  You will begin the game with a certain amount of mana based upon your Mana Stat (which, for sorcerers, is Aura and Wisdom since we are hybrid casters).  This amount will be (Aura Bonus + Wisdom Bonus) / 2.  Training 1x in this skill (up to your level number) will grant you 3 additional mana per train.  Anything more will give you 1 point of mana per train.  This skill will also increase the amount of mana returned to you per pulse because mana returned per pulse is based on your overall amount of mana (15% of your maximum while off node, 25% while on node).
Spell Aiming:  This skill is essential if you wish to use any type of bolt spell, and will allow you to focus Limb Disruption (spell 708), Maelstrom (710) and Implosion (720).  To get the most effect you should train 2x per level.  However, it is not absolutely necessary, and some sorcerers do just fine training 1x per level or not training in it at all.

Mana Control (Elemental and Spiritual):  There are three mana control skills, but as sorcerers are hybrid casters that use Elemental and Spiritual magics we are usually only concerned with Elemental Mana Control and Spiritual Mana Control.  Training in these skills allows for the transfer of mana between others who have also trained in these skills.  Training in Elemental Mana Control allows for the easy transfer of elemental mana (used by Wizards and partially by Bards) and likewise for Spiritual Mana Control and spiritual mana (used by Clerics, Rangers, Paladins, and partially by Empaths).  The transfer of mana is never perfect, and some mana will always be lost in a transfer.  Use the verb send to transfer mana to someone who has also trained in the appropriate skill (Send <amount> to <person>).
These skills affect a number of things, including the amount of mana returned per pulse, the ability to infuse mana into scrolls, the ability to send and receive mana to certain minor demons, the mana return when using sacrifice (a sorcerous ability), the mana returned when using Dark Catalyst, and the mana cost of Focused Implosion.  It is also very likely that these skills will play a role in future sorcerous spells (such as ensorcell) and skills (such as sorcerous teleportation).

To find out how much extra mana is returned per pulse (which is a fixed amount, not a percentage, regardless of whether you are at a node), do the following (from the GemStone IV website):
For professions with two spheres of power: Bonus Mana Recovered = Evaluate higher of their two respective MC ranks as above. Evaluate lower MC ranks as above, divide by two (round down), and add to first result.

Example: 
If a sorcerer has 170 skill (70 ranks) in Elemental MC and 120 skill (30 ranks) in Spirit MC, he will have a bonus of 7 mana recovery (70/10) for the Elemental training and a bonus of 1 mana recovery for the Spirit training (((30/10)/2) = 1.5, rounds down to 1) for a total bonus of 8 mana recovered per pulse.
Spell Research:  Spells, spells, spells.  This skill should be trained in at least 2x per level without fail.  For spell information, see the spell guide at the Sorcerer Depository, the GemStone IV website, and Nilandia’s Repository.  In general, it is a good idea to keep the number of ranks in sorcerer spells equal to your own level, but you can get by for a time without doing so.  Some sorcerers will train in Sorcery ranks once per level up to either level 20 or 25 (depending on whether they want to summon minor demons), train up in the minor spheres to get certain spells, then go back to the Sorcery list and train back up to their level.
Sorcerous Lores:  Consisting of Necromancy and Demonology, these lores allow us to enhance many of the spells in our base list.  Most of our spells will function well without knowledge in either lore (especially the spells under level 20), but knowledge of a lore will provide nice benefits.
The following five spells are enhanced by Necromancy:

Blood Burst

Limb Disruption

Pain Infliction

Disease (active spell, lore enhancement forthcoming)

Animate Dead (forthcoming)

The following four spells are enhanced by Demonology:


Cloak of Shadows


Torment


Minor Summoning


Major Summoning (forthcoming)

For more specific information on these lores, please see the guide at the Sorcerer Depository.

Spiritual Lores:  This skill consists of three sub-lores: Blessings, Religion, and Summoning.  The only truly useful sub-lore for sorcerers is Summoning, as it will enhance Unbalance (spell 110), Fire Spirit (spell 111) and Call Lightning (spell 125).  Blessings will allow us to cast Lesser Shroud (spell 120) on others, but requires 60 ranks and the spell lasts only 2 minutes.  Fire Spirit, Spell Aiming, a few ranks in MOC and Spiritual Lore: Summoning can be a deadly combination.
Elemental Lores:  This skill has four sub-skills: Earth, Air, Fire and Water.  In general, these lores are fairly useless for sorcerers.  They will enhance certain spells in the Minor Elemental list (411, 415, 435) and one spell in the Sorcerer list (719), but the effect is so negligible that training in this lore is generally seen as a waste.  Still, if your vision is one of an elemental sorcerer you can consider these as an option.

One Art, Many Paths
You are now ready to decide on exactly how you will train your sorcerer.  In times past, there were loosely agreed upon styles of character training for sorcerers.  These styles grew from the way in which people trained their characters and were given form by the player of Gahread, who maintained what was known as the best guide for sorcery during the last years of GemStone III.  These styles offered guidelines on how to play different types of sorcerers and they were given names based on the type of abilities chosen.  They were called things such as The Tripler, The Disrupter, The Dabbler and The New-Style.  Some of these styles still exist in some form, but the changes to the mechanics of the game require a change in thought about the styles.  I have chosen to follow a similar format, but will deviate from the base perspective in some ways.  In each case I will offer a style, a short discussion, and a set of suggested skills for “base” training.  These suggested skills are not set in stone and can be tweaked as you desire.  You will also find that after training in the base skills each level you will have extra points to use to round out your character as you see fit.

Your first choice is in whether you want to wield a runestaff, weapon and shield, or neither.  These choices form the main styles.  There are pros and cons for each, but before going further remember your vision for your character.  See that character, and then read on.

The Runestaff Wielder

This sorcerer concentrates solely on magical skills, and relies on those skills for protection by channeling that power and knowledge through a runestaff.  While it is possible to attack with a runestaff they make very poor weapons.  The greatest advantage in this style is that you will be able to concentrate on your magical skills in a way unmatched by any other style.  In trade, you will find that you are not as well protected as those who follow the other styles, especially since your non-spell defense it tied solely to your runestaff.  If you are disarmed (your staff knocked out of your hand) you will be an open target until you have it held tightly again.

While using a runestaff, your left hand will usually be open.  If you hold something in your left hand, other than a wand, your Defensive Strength (DS) will be reduced.  You can use a wand in your left hand with no DS penalty.

Runestaff wielders will also receive a bonus when CHANNELing certain spells (702 – Mana Disruption for sorcerers) if their left hand is open.

Suggested minimum training:


1x Arcane Symbols

1x Magic Item Use


1x Harness Power


2x Spell Aiming


1x Elemental Mana Control


1x Spiritual Mana Control


2x Spell Research


1x in Sorcerous Lore
Note:  For a runestaff to function properly you must have at least eight ranks of magical skills average per level.  The above suggested minimum will give you ten ranks per level.  Remember that these suggestions are not absolute!  You could, if you chose, not train at all in Sorcerous Lore and instead use those points in another magical skill.  So long as you have eight ranks in magical skills per level your runestaff will function, but the more ranks you have the happier you will be with your defensive strength (DS).  A runestaff spreadsheet, created by Alarm, is available for download at the Sorcerer Depository.  You can use it to get an idea of what your DS will be with different combinations.
Recommendation:  While eight ranks are all that is necessary to allow a runestaff to function, I recommend getting at least ten ranks per level if possible.
The Weapon and Shield Wielder

Some like the feel of contact with steel…  Sorcerers who use a hand-held weapon and a shield tend to relish fighting up close – at least from a role-play point of view.  While that should be your primary reason for choosing this path, you should know that this path will give you a higher defensive strength (DS) than the runestaff path.  You will concentrate more heavily on some physical skills at the expense of your magical skills, but there is some flexibility and you can decide how much of a trade-off you can live with.  Those following this route will also likely find the first few years of hunting a bit easier, especially those with a higher STR bonus, as they have a back-up method of killing when their mana runs low.  They will not, however, be able to use the spell Spirit Barrier (spell 102 on the MnS list) for defense if they intend to use their weapon to hunt as that spell interferes with the AS of mundane attacks.
Suggested minimum training:


0.5x to 1x Shield Use


1x Edged Weapons OR Blunt Weapons


1x Harness Power


2x Spell Research

Note:  This style offers much more freedom of choice in magical skill training because your defense does not rest upon your magical skills and your runestaff.  You will have many extra points to spend as you see fit.  With the above plan, you could choose to train 1x per level in Elemental and Spiritual Mana Control, or you could choose to get only 24 ranks over a number of levels.  You can choose to 2x Harness Power instead of 1x, train in Spell Aim at 1x or 2x, etc.  In essence, choose a weapon, train in the above at a minimum, and put other points where you want them.

You should also be aware that the GemStone IV suggested minimum for shield training for pure casters is 0.5x.  It is up to you to make the choice about whether 0.5x per level will give your character enough DS.

The Brawler
Similar to the Weapon and Shield user, the brawler is a more physically oriented character.  The brawler will still use a shield for defense, but instead of having to carry around a weapon the brawler has learned to fight and defend with an empty hand.  This is advantageous for two reasons.  First, the brawler doesn’t have to worry as much about being disarmed, and even if the brawler is using a brawling weapon and is disarmed there will be very little reduction in DS due to the character’s skill with empty handed fighting.  Second, as with the runestaff wielder, the Mana Disruption spell can be enhanced by channeling the spell with an empty hand.  There are separate bonuses for the right hand and the left hand, so having both hands open will give a stacked bonus for both.  Putting a shield away to have both hands open can be dangerous, but the brawler will lose less DS in doing so than a character of any other style.
Suggested minimum training:


0.5x to 1x Shield Use


1x Brawling


1x Harness Power


2x Spell Research

As with the Weapon and Shield User, this style leaves many options open for magical training.  The disadvantage of this style as compared to the Weapon and Shield User is that it is a little more expensive to train in Brawling than in regular weapons.

Note:  As a Brawler, a character can choose to fight with a brawling weapon or with an open hand.  In addition, if the character becomes a member of the society known as Voln they will have access to a type of unarmed combat that is called Voln Fu by the player base.

The Archer
This rarely followed path is also one of a more physical nature.  Instead of closing in for close combat, the archer engages from a distance with bow and spell.  This character will never be as good at archery as professions that are more physically inclined, but s/he will be able to use spells to help even the odds.  This path is probably more difficult for sorcerers than for some of the other pure casting classes (clerics and wizards) because we don’t have as many Attack Strength (AS) boosting spells as they do.  Still if you can get access to these spells on a regular basis you will find this path possible, if somewhat difficult.

Suggested minimum training:


1x Ranged Weapons


1.5x – 2x Perception


1x Harness Power


2x Spell Research

While this may not seem like much, there are other things to consider.  The archer will benefit from a high STR and a high DEX, and these stats will likely need to be placed higher in the beginning for a character following this route than for any other style.  You will also want to train heavily in the MnE sphere to maximize the benefits received from 425 (for AS) and 430 (for DS), and you will not be able to use Spirit Barrier (spell 102 on the MnS list) for defense as it will interfere with your archery AS.  You should get as much Perception as possible, since it increases your archery AS at +1 for every 4 ranks past 40 ranks (thanks Gespry).  In addition, if you decide to use a crossbow, you get a +30 to your AS while kneeling.
I have also been informed (thank you Kilshaar) that DS is probably the most notable concern for those who follow this path, so you will want to plan carefully and use outside spells (spells from lists other than Sorcerer, MnE and MnS) if needed.  These spells can be obtained from magical items, scrolls, and from friends and strangers who are willing to cast them for you.  Kilshaar also mentioned that an archer, like the runestaff wielder and the brawler, has on open hand for channeling.  The archer can also, with a drop in DS, wave a wand.  This drop in DS won’t matter as much in Defensive Stance, but you will need to gauge the danger in each instance.
Bows and crossbows work somewhat differently from one another.  You will need to read about the mechanics of using them on the GemStone IV website.

The Tripler
Characters of this style concentrate on the power of their spells at the expense of other skills.  They have the highest Casting Strength (CS) of any style, but will not have as much knowledge of other magical skills as those of other styles.  Due to the high cost of training in spells, it is unlikely that the Tripler will be able to get the necessary ranks in magical skills per level to be a runestaff user.

Suggested minimum training:


0.5x – 1x Shield Use


1x Edged Weapons OR Blunt Weapons


2.5x – 3x Spell Research


1x Harness Power

All other skills are left to your discretion.  Spell research concentration is 1x to 1.5x sorcery spells per level.  You should also try to get at least 24 ranks in Elemental Mana Control and Spirit Mana Control.
This style used to be immensely popular, but a number of changes, especially those involving the calculation of Casting Strength, have made it a less rewarding and somewhat difficult style to play.

Other Possibilities
If you examine the list of skills available, you will realize that there are other possibilities.  For example, at one time there was a style known as The Picker, a character who would use methods mundane and magical to disarm traps and pick locks.  Changes in spells and skills have made that path less viable, especially for those hoping to open their own boxes using these skills.  It is still possible to train in these skills to open boxes for those of lower levels, and to learn from doing so, but you may find that even this leaves your magical skills too neglected.  Besides, it is possible to disarm many traps and “pop” (magically unlock) many treasure containing boxes, chests, trunks, etc. by using spells available to us – it is just dangerous depending on the trap and it’s not possible to pop some magically resistant types.
Styles Summary
As you can see, there are many options available.  Use the above style options as guidelines, and pick and choose among the skills so that your training fits the image of your character.  One good thing about GemStone IV is that nothing you do with training is permanent.  The Skill Migrator will allow you to shift your skills around if you are not happy with the way your character turns out.  As discussed previously in this document, this shifting of skills happens very quickly for the first little while for a brand new character, but after a set amount of time the shifting of training points goes to the “normal” pace.  This is a very slow process, especially if you are moving large numbers of points.  Use the quick move time to gain some levels and play with the options.  After that, use the normal rate to make small tweaks if you feel it necessary.

Sorcerous Abilities
Sacrifice
Sacrifice is a sorcerous skill that allows the sorcerer to sacrifice living targets and convert their animus into mana.  The animus is the energy that connects the spirit to the body; it is not the spirit itself.  In order to sacrifice something, the sorcerer must first weaken the target thereby weakening this connection.  Doing so allows us the opening necessary to rip the animus from the target and convert it into mana.  The target will be killed by this action, but it would have been killed anyway so there is really no additional loss.

Note:  The conversion of the animus is the official view on sacrifice.  Some sorcerers role-play that they are actually consuming the spirit of the victim, and some who believe this, due to affiliation with a certain society, will not use this ability.
For more information on this skill, see Lord Simh’s Guide at the Sorcerer Depository.
Sorcerous Teleportation
This oft-discussed, but not yet implemented, skill will (hopefully) allow a sorcerer to travel to any place on Elanthia, and possibly beyond.  It will be potentially dangerous, especially when traveling great distances.  It is so far off the scope that we actually know very little about it and is, at this point, only a hope and a dream.
Guild Skills
To work on guild skills, you must first, of course, be a member of the guild.  To become a member you must have reached level 15 and have received an invitation.  This invitation should come automatically sometime shortly after you reach level fifteen, but these invitations go out at various times to candidates who happen to be logged into the game at the time.  There have been some sorcerers who did not receive the invitation until a few levels later because they just happened to not be logged in at any of the previous delivery times.  Keep in mind, too, that you may have just missed your invitation because of screen scroll.  If you aren’t sure, you can always go to the guild and check by trying to become a member.

To become a member, you must take 3000 silvers with you to the Guild Master’s Office.  You can ask the Guild Master about membership, take the Guild Oath, and become a member.  Once you have become a member, you will have to pay 1500 silvers per month to remain a member.  You can get up to three months behind and a warning or two before getting kicked out, but you should try not to go past being two months behind with your guild dues.
Each guild has a shop and a summoning chamber.  The entrances to these places are not out in the open, so you will have to search around a bit.  They are also not in the same place from guild to guild.  Have fun finding them!

Each of the guilds has rooms and items of interest.  For example, the guild in the Landing has a telescope that can be used to examine the constellations.  The guild in the Nations has a journal written by a Faendryl necromancer.  Walk around and explore!

The guild Library also offers for sale copies of the abridged edition of the Enchiridion Valentia.  They are expensive, but well worth the cost.  They are most useful to demonologists, but are an interesting read for everyone.  You should also know that they are not simple texts.  They are magical in nature, and can be magically locked, used to find information about a summoned demon, record a short list of demons summoned by a particular summoner, and various other things.
Once you are a member you can begin to work on guild skills.  To do so, you will first need to see the Training Administrator.  Once you find the Administrator, ask about training and you will be given instructions on who to see and what to do.

So far, the only guild skill available to sorcerers is illusions.
Illusions
Sorcerous illusions are not simple tricks with light and sound.   They are real, albeit temporary.  GM Lothwyn explains:

In GemStone IV, Sorcerers create Illusions by using elemental and spiritual mana to pull reality apart and to twist it into the perceived shape the Sorcerer wishes. This reality is very tangible and can affect normal reality. However, it is not a permanent form of reality. Eye Spy, Quake, and other Illusionary forms of Sorcerer magic work in the same respect.

We have been told what factors are used to determine one’s ability to create illusions:

· Illusion Ranks

· Aura

· Wisdom

· Discipline

· Intuition

· Perception

· Level

· Difficulty of particular skill
What we do not know is exactly how these things influence our ability to create illusions, and we’ve been told by GM Nilven that “it's not something that you'll readily be able to decipher.”

There are a total of 63 ranks in the skill.  Upon reaching rank 63, you will have ‘mastered’ the skill.  The skill is composed of six different illusions, which you will work on in sequence as you progress through the ranks.  The ranks during which you will work on a particular illusion are:
	RANK
	ILLUSION

	0-6
	Rose

	7-14
	Vortex

	15-24
	Maelstrom

	25-34
	Void

	35-47
	Shadow

	48-63
	Demon


The information in the chart above came from Darwar.  He also said that the ranks above are based on what the Guild Master tell you after each promotion, not by the rank you see when you use the ‘gld rank’ command on yourself or on others.

To move from one rank to the next you will need to accumulate a number of training points.  The number of points you need to accumulate will vary with your experience (not your level) and the number of ranks you have in the skill.  When you first begin a new rank, the Training Administrator will let you know how many points you will need before you can move on to the next rank.  To gain these points you will need to successfully complete certain tasks.

There are four tasks for illusions, and the one you are assigned seems to be random.  When you are assigned a task you will also be told how many times you need to repeat what you are doing in order to have successfully completed the task.  These are known as repetitions.  The tasks include teaching, learning, speed and audience.
The basic command for creating an illusion is ILLUSION <ILLUSION>.  If you want to make a rose, use the command ILLUSION ROSE.  For a vortex, when you reach the necessary rank, use the command ILLUSION VORTEX.

The teaching task requires that you teach illusions to a fellow guild member.  Once you teach someone, that person must successfully create that illusion within a certain amount of time.  If they do, you will have completed one repetition for that task.  To teach a person, use the command ILLUSION TEACH <PERSON> <ILLUSION>.  So, if you were teaching the rose illusion to Eredhen, you would enter ILLUSION TEACH EREDHEN ROSE.
The learning task requires that someone teach you.  After you have been taught, you must successfully create that illusion within a certain amount of time.  If you do, you will have completed one repetition for that task.

The speed task requires that you make a certain number of illusions within a minute.  If you can successfully create that number of illusions within a minute you will have completed one repetition for that task.
The audience task requires that you successfully create an illusion in front of an audience.  According to Carabele, the audience must consist of five people other than you, or two guild members other than you (each guild member counts as 2.5 people).  This does not mean you can have three people and one guild member.  The two do not combine, so you must have one OR the other.  After having successfully created an illusion in front of an audience and getting a repetition, you must wait at least 30 seconds before another successful creation will count toward your repetitions.
Once you have gained all the points you need to move to the next rank, you must go see the Guild Master to be promoted.  The command you will use is ASK <GUILD MASTER> ABOUT NEXT ILLUSION.  So, if Baire is your Guild Master, you would enter ASK BAIRE ABOUT NEXT ILLUSION.
When you are creating illusions, play with them!  For example, the rose illusion will do some interesting things when tapped, rubbed, clenched and eaten.  The void illusion can be used as a trash can.  Play around and see what you can get them to do.

Tips:

· Some illusions create screen scroll when they fall apart.  While training, if you place the offending illusion (such as the rose) in a container, the decay message is not seen.

· Try using the GLD STANCE command to change your guild stance to offensive.  This might make it easier to create illusions.

· If you are having difficulty creating illusions and are stuck at a certain rank (even if that is rank one), remember the factors listed above.  It may be that you will need to wait until you have gained a number of levels (because of level and/or stat bonuses) before you can successfully gain ranks.
Comments on using Tsoran’s Spreadsheet and the StatCruncher
I will not include instructions on how to use these tools, as instructions for each are included on their respective sites.  However, I do recommend that you open the spreadsheet, select your preferred race and class options, then go to the StatCruncher and generate a set of stats.  You may have to tweak the settings so that no stat is tanked (as described above) or so that they fall within your own desired minimums.  As a sorcerer, you will need to put a “60” in the WI box and in the AU box at the top of the page so that the program knows you will need a minimum stat of 60 for these two stats.  Next, input the generated stats into the spreadsheet and examine the bonuses and penalties to your stats.  Are they okay for you?  Is there anything you wish to be different?  If so, either tweak them on the spreadsheet or go back to the StatCruncher.  Work with your stats until they are close to what you would like them to be.

Now you can go down to the skills section of the spreadsheet and start working on a training plan.  Put in the minimum suggested skills, and then begin to fill in other skills as you wish.  Just remember to keep an eye on the “Total PTP Left” and “Total MTP Left” boxes for each level.  So long as you don’t go into negatives in these boxes your plan will work.

The last thing to consider, if you can’t get a certain plan to work, or if you wish you had just a few more training points of a certain type per level, is to try tweaking the stats again.  You can keep going back and forth until you come up with a combination of stats and skills that works for you.

Remember, that Mental Training Points (MTP’s) and Physical Training Points (PTP’s) do covert from one to the other if you need them to at the rate of 1 for 2.  In other words, if you want to train in a skill that requires MTP’s, but you don’t have any left, you can use 2 PTP’s for every 1 MTP the skill would have required to train in it.
On Roleplay
I started to write my own additional thoughts about role-playing a sorcerer, but the advice Gahread provided on his website says it all.  I have copied his text below, and hope he doesn’t mind.

Unfortunately for our profession, some sorcerers have decided that ‘evil’ means ‘person who attacks other people, and generally tries to make their lives miserable’. That’s all well and good for your favorite fantasy novel, but this is a multi-player game. Those other people in the game have real live people, who are paying at least 9.95 a month to play this game. Keep detracting from their enjoyment, and you’ll eventually get booted. Abuse of certain spells against other people may also have been a factor in their downtweaking too. Known as ‘nerfing’, being the person who is known to have caused it will get you many enemies very quickly. 

By using the threat of violence instead of violence, you can appear nasty, evil, malicious, and still stay within the boundaries. When Bloodsnake says "How does this little toy work? Come here, I’ll show you" and grins evilly in your direction, you know something bad is about to happen. You don’t need to walk over there to realize that. 

If you hear a request for help, and sneer at the person’s weakness instead of going to their aid, you will swiftly be known as an evil, mean person. Sheka (even though she is a wizard) has managed to become infamous within a bare few months by making such comments and laughing at another’s misfortune. The key difference between ‘evil’ and ‘nasty’ is that a nasty person is having a bad day and taking it out on everyone else. An evil person is just plain bad all the time, and everyone knows it. ‘kool d00ds’ may have a problem crossing this line, as evil people are more usually a little more subtle and intelligent. They don’t walk up and steal kills from someone younger than them, they chuckle at the younger person’s inability to hunt such a feeble creature and mock them for their weakness. They don’t walk past a corpse without a second glance, they make sure the corpse knows it is being ignored. The evil person may even lifekeep the corpse and sit down to taunt it for a few minutes before moving on, leaving the helpless ghost screaming imprecations at their back. Be creative, know where the line between angering the character and player is, and use it to your advantage.

It is important to remember that not all sorcerers are evil. Some are neutral, or even are staunch worshippers of the lighter gods. You must decide for your character how he will face the world. Before you reach 5th level, you should have some basic idea of who your character is, and how he got there. Know where they’re from, even if it’s only some unnamed village a few days south of Wehnimer’s Landing. Why did they decide on a life of adventure? Were they forced into it? Do they have any goals? 

A little bit of backstory can go a long way. Just as you wouldn’t tell every person you meet your life history (at least I hope not!) you only need use it when it comes up. As you figure out who you character is, chances are that he’ll develop his own quirks, foibles and personality traits.

As a rule, most sorcerers are intelligent, insightful, and quick-thinking individuals. They are often volatile and powerful in their field, an unfortunate combination for any who cross them. Some are brooding and dark, while others are quick with a joke. Some are just your average traveler, but very few are giggly, flighty and run around hugging everything they see. 

Useful Links

The resources mentioned in this document that can be found on other websites are:

GemStone IV website:

Main Page: http://www.play.net/gs4/
Information Page: http://www.play.net/gs4/info/

(Also, follow the Index of Documents link on the Information Page)
The Sorcerer Depository (includes guides and other information for Sorcery):


http://sorcerers.hopto.org/
Tsoran’s (maps and training spreadsheet):


http://www.tsoran.com/
Stat Cruncher and Maximizer:


http://home.mchsi.com/~cphillips73/StatCruncher/StatCruncher.html
Nilandia’s Repository:

http://www.geocities.com/ladynilandia/
The Coven

http://www.zone9.com/coven/
The Obsidian Tower (for Dhe’nar information):


http://elanthianpublishingsyndicate.com/dhenardev/
The Dhe’nar (a critique of the Obsidian Tower)

http://www.kallini.com/dhenar/index.htm
In Closing…
These pages have offered only a glimpse into what it is to create and role-play a sorcerer in Elanthia.  There are so many other sources of information geared toward both sorcerer specific concerns and general character concerns that there is really no need to include discussions of such in this document.  From this point on it is up to you to read these other sources of information and to interact both on the forums and in the game.  Only by doing these two things can you bring your character to life.

Other than the GemStone message boards (forums), you can find links to sorcerer specific information, as mentioned above, at the Sorcerer Depository.  Two other very good general information sites are The Coven and Nilandia’s GS4 Info Repository.

Understand, as well, that the sorcerers on the GemStone forums are willing to help you with questions you may have about all aspects of sorcery, from training questions to hunting.  Don’t hesitate to ask.

There are many I would like to thank, both for their input on this document and for their discussions on the sorcerer boards through the years.  There are many sorcerers in GemStone, but there are a select few from that mass whose presence is frequently felt and known through those boards.  We may not always agree, but we all have a love for this profession that cannot be denied.  It is their insight, their thoughts and concerns that, along with our GM guides through the years, have helped make this profession what it is today.  While I would love to name names of those currently active, there are too many.
I will, however, mention a select few who I haven’t seen in some time, those who left a truly lasting mark on this profession and on me, as a sorcerer and a player: Lylia Ravenbane-Rashere, Silvendale Thriftfellow, Lady Bloodsnake, Allequerie the Cat and Gahread Tempestas.  Your thoughts, and your wisdom, will always be remembered.
Eredhen i’Larien

(and his player)

