
 

 

 

The Powers of Enchantment alter the 
state of an Object or living being. 
Enchantment is exclusive to the Magus 
Archetype and includes the 
manipulation of subtle forces including 
Ether, Time, and offers Protection versus 
attacks and conditions. 
 

Through Enchantments, The Magus 
weakens opponents through a variety of 
status ailments, offers nearly 
impenetrable defenses and brings life 
into otherwise inanimate objects. The 
Magus  functions as a more practical 
wielder of magic. 
 

Activation 
Enchantment Powers consume 1 Instant 
per Power Level to activate, and last for 
X Instants. Enchantments are activated 
through rituals or simultaneous power 
words and gestures. 
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