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Fantasy L.A.N.D.

Lore text version of video

Hey storyteller, it's Alexis from purpleshelfclub.com and welcome
to Fantasy L.A.N.D. This is part 4, defined conventions.

Now, it's important to know what your readers want. As you know,
each genre is different. What makes each genre different is the
conventions used within them.

Genre conventions are a set of standards or expectations that
exist in any given genre. They often tell the reader what to expect
in terms of character archetypes, plots, and settings. They're the
shared, agreed-upon rules of what you can expect to happen in a
novel of that genre, creating a sense of familiarity for readers. It
also creates an expectation for the reader so that you don't have
to spend time describing things they already know.

Let's say you're standing in front of a coffee shop and a smoothie
cafe. Depending on who you are, you'll gravitate to one shop over
the other, and your expectations will be different. When you go
into a coffee shop, you expect certain smells, a cozy atmosphere,
and yummy treats that...may not be so healthy. But when you walk
into a smoothie cafe, the atmosphere differs markedly, and you're
more likely to get healthier food options.

Genre conventions are exactly that for bookworms. When readers
encounter a story that doesn’t follow the genre’s conventions,
they might feel as though the story is at odds with what they
expect from that genre. It's okay to go outside the norms, but if
you step too far away, you risk misleading your readers.

For fantasy, these conventions include magical creatures, a magic
system, and a military, among others.




We've already covered creatures, so in this lesson, we'll create a
magic system and a military.

Then we'll look at fantasy cliches, how to use those to our
advantage, and do a final comb over of our world to make
adjustments and fix any inconsistencies we've made along the
way.

As always, remember to focus on what'’s important for your story.
Ready? Let’s begin.

In Section 1, we're going to create our magic system using what |
call, the Magic System Recipe. Then, we'll make any changes to
our world based on what we create.

The Magic System Recipe has 7 ingredients, so let’s take this one
by one and follow the directions, shall we?

The first step is to choose our source. Essentially, we're saying
where our magic comes from.

Magic Systems are frameworks for how magic works in your
world. They can be categorized by their source. All magic systems
can fall under one or a combination of the following four:

¢ Inherited: Magic relies on a genetic component for someone
to wield it

Objects or Substances: Magic is found within objects like a
ring or wand or through substances like metals. These
objects and substances can be the direct source of power or
can be wielded by someone to use its magic.

Environment: Magic come from a physical location or from
the environment itself




e Faith: Magic is granted by a higher being or multiple,
accessed through rituals, or come from otherworldly
energies and forces. Deities and demi-gods can also have
powers

In my magic system, | did a mix of Environmental and Inherited.

Step 2 is to choose the depth of your magic system. The level of
detail a magic system has is known as hard and soft magic. Hard
and soft magic are really descriptors of how detailed and well
known by the reader the magic system in the story is. You can
think of it like a spectrum. You, as the author, decide where on the
spectrum you want your magic system to lie.

You have:

e Hard rational: More detailed, with explicitly described rules
and patterns. Readers learn the logical methodology behind

the magic system. Once they know how the system works
and what can be done with it, they can apply the logic to how
abilities and magic is used and can predict how it could be
used.

Hard irrational: More detailed, with explicitly described rules
and patterns. Less rules and information are revealed, so
while readers understand how most of the magic system
works, they can't necessarily apply the logic to how abilities
and magic is used or predict how it could be used.

Soft rational: More generic, with fewer rules revealed to the
reader, which can be on purpose, but doesn’t have to be.
Readers learn that parts of the magic system follow a logical
methodology. Once they understand these parts, they can




apply the logic to how abilities and magic is used and can
predict how it could be used.

e Soft irrational: More generic, with fewer rules revealed to the
reader, which can be on purpose, but doesn’t have to be.
Readers understand this magic doesn't follow a logical
ability or understand that this logical methodology is
unknown to the characters in the story. Therefore, readers
can't apply logic to how abilities and magic is used and can't
predict how it could be used.

You can also have a hybrid magic system. A hybrid magic system
is one that combines both hard and soft magic. It can also
combine sources of magic. With a hybrid magic system, you
might decide to be detailed and have extreme specificity in one
sector of your magic system, while another part is more
interpretive for the reader.

Questions to ask yourself before deciding:

How much do you want your readers to know?
Do you want magic to create problems or solve them?
How much wonder or mystery do you want in your story?

How much time and effort are you willing or able to put into
creating the depth of your magic system?

I'm deciding that most of my magic system will be soft rational,
but some parts will be hard irrational. This gives me a lot of
flexibility and keeps the mystery of magic alive, which is what |
want in my story.

Alright, in step 3 we need to decide how accessible and
transferrable our magic system is. Basically, who can use magic?




To answer this, first look at your source. If your source is
inherited, then you can say people are born with it, or people must
go through a genetic change to use magic. Then take it a step
further, separating magic users from non-magic users. For
instance, in Harry Potter, there is a distinction between muggles
and wizards/witches. In the Witcher, normal people become
witchers by going through an alchemical process that mutates
their genes.

If you want to get even more detailed, you can categorize your
magic, which can also further determine who can and can’t have
or use magic. For example, are there different types of magic
within your system, different techniques, different groups, or even
different sanctions?

Examples of this would be

e In Avaatar there are nations separated by their abilities
(Water, Earth, Fire, Air)

In Eragon, sorcerers utilize the spirits for magic but witches
utilize objects and substances

In the Lord of the Rings there are several types of magic like
dark magic and elven magic

Next, you can decide how transferable this magic is. If magic isn't
transferable then you're done with this part. But if it is, decide
what would lead to their magic being lost or gained. Examples of
this are:

e Being stolen or extracted from them. Think of the Disney
Hercules film when Hades made a deal with Hercules and
took his powers away for 24 hours.




e Through a place. For instance, magic is usable in one
land/world but not in another. So, you must be in that place
to use magic.

Through an event. It could be by accident like in superhero
movies that gave people superpowers through spider bites,
acid exposure, and science experiments gone wrong. Or it
could be on purpose like through rituals or sacrifices.

Lastly, how accessible is your magic within your world? This will
apply if magic can be acquired by collecting ingredients for
potions and brews. Or waiting for the right timing such as a
significant time of the year or sourced through weather events. Or
by using objects or through training. So, think about what magical
resources exist, how abundant they are, and how easy it is to
access them.

In my story, | said nature spirits, magical creatures which | ended
up calling Wondertures, and some magical plants which | ended
up calling Veiled Blooms could all use or have magic.

And since during my worldbuiidling | said humans and gnomes
interact, I've said humans aren’t born with magic, but nature
spirits can teach them certain magic.

For transference, | said humans can gain magic through the veiled
blooms.

For accessibility, | made veiled blooms hard to find, since they
only have magical qualities late in the night until dusk and only on
a winter or summer solstice.

But for nature spirits, magic is extremely accessible.

Step 4 then has us determine to what degree magic is usable.




After determining who can use it, it's time to decide how they use
it and to what extent.

If you plan on a character or multiple characters learning the
magic, then here is where you'd lay out that process. What would
someone need to know to learn your magic, and how would they
learn to do it. The easiest method for this is to first determine
how someone would wield magic. Then create a step-by-step
process they would follow to learn how to wield it. And remember,
how detailed you are in this is entirely up to you. Think back to the
depth you chose. Some questions you could ask yourself are:

e Would they go to a school, become an apprentice, or self-
teach for instance?

e Would they need to learn potion making, spells, hand
gestures, or physical movements?

e How easy is it to learn to wield magic or long would it take?

Next, determine how reliable and usable magic is in your world.
Does wielding magic always turn out as expected or is it more
unpredictable? As an example, an interesting idea would be to
have a spell that is sort of like rolling dice. The spell could have 3
random but related results and every time you cast that spell, you
aren’t sure which result it will be.

The reliability could also be determined by when magic can and
can't be used. Perhaps in your world, magic is taboo, so even if a
character really needed to use magic, they wouldn't be allowed to
do so in public. Or magic could be place, time, or resource
dependent, thus limiting when it can be used.

For my story, | looked back to my plot and realized gnomes have a
magic linguistic code that allows the intended reader to




see/feel/etc. what was written. In my civilization development, |
said gnomes go to school, so this is where they will learn how to
write that code. I've also said that gnomes use movement and
concentration to perform their magic and | went a little more
detailed about what each type of gnome can do. For humans, they
can't wield magic, so to get around this, they combine technology
with the magic they know. They are innovative.

For reliability | said it's 100% reliable for gnomes, though they can
get rusty and for Wondertures and nature spirits, their magic
capabilities relies entirely on how healthy and strong they are.

Next, in step 5 we need to ground our system and humble it with
disadvantages that make our system unique, interesting, and
force our characters to struggle and innovate.

Unlimited powers or perfect magical capabilities is boring. And
that's the last thing any writer wants. And as we know, all magic
comes with a price. So, adding costs and limitations to your
magic system will not only make it more unique and interesting,
but it will also make the story more enjoyable to your readers as
they root for your characters to get out of a pickle or innovate
their way out of a problem caused by magic.

But what costs and limitations can you add to your magic
system?

e Availability. This could be in terms of abundance, quantity of
an item or items to perform the magic, or perhaps these
items are difficult to find. Or difficult to acquire because of
who or what guards these magical resources.




e Skills. Perhaps someone can't use magic even if they have
the gene because they must first learn some physical or
mental skill.

Who can use it. Who can or is able to wield magic could be
determined by source, talent, exposure, or discovery. For
instance, you could determine that very few people know
how to use magic because it's an ancient practice that was
passed down from generation to generation and was lost
along the way or died out. Or because people must find
something in order to use magic. Or the magic gene skips
every other generation. Go back to your who and see what
limitations you can add.

Situational. This goes back to when magic can be used or
can't. This can be time, location, or resource dependent. Or
magic can only be wielded with wands. In that instance you

could say that every magical person gets one wand but if it
breaks or they lose it, then they lose the ability to use magic.
And you only get one wand.

Risk. What are the costs of using magic? Perhaps it causes
the magic user pain or discomfort in some way, or that
pain/discomfort is inflicted on others, or it could negatively
affect the world. Or it could be taboo or illegal to use magic.
When you think of risk, think of what negative consequences
could result in using magic.

Another way to determine limitations and costs is to think in
terms of opposites. For every positive element of your magic
system, what is the opposite negative element?

Or what could stop/counteract the magic? Can technology or non-
magic users counteract the magic user?




| came up with quite a few disadvantages. One is that when the
recipient of my gnome linguistic code reads the letter, the writer
of the letter is significantly drained of energy, the equivalent of
losing a week’s worth of sleep. Their immune system as a result
is weakened, and if they are a magic wielder, they are too weak to
use that magic.

| also listed disadvantages for my Wondertures, the veiled
blooms, and even each magical metal that | came up with since |
said there were magical metals in this world.

Step six is terminology. Finally, you get to put a name to your
magic system and also determine what terminology could be
important to know in your story world. Kind of like a glossary. Just
so you know, when | did this, | came up with all my names in this
step, then went back through my magic system document putting
those names where they belong.

Every magic system has a name. The people who use magic have
labels, and the magic itself has its own terminology. You'll also
want to determine if you want to distinguish between good and
evil magic and what those distinguishers are.

Don't feel bad about using names and terminology that already
exist. Afterall, your magic system can show what your
interpretation of those terms is.

To come up with your own names, keep your naming conventions
similar to what your magic can do and who can use it. For
instance, in the marvel comics, magneto can manipulate
magnetic fields, storm can manipulate weather such as lightning
and tornados, and these magical people are called mutants
because they have mutated genes that gave them their abilities.

And there are more examples:




e In Avataar, elemental magic is used but it's called Water,
Earth, Fire, Air bending. They use martial arts to
telekinetically manipulate the elements. Each of these
movements has a name.

In The Mortal Instruments series, Shadowhunter’'s were given
their powers by an angel. And they are called
Shadowhunter’s because they hunt and kill demonic
creatures. The author also uses runes as their source of
magic which is a common term that already existed before
the series was written.

Star Wars is also a great example even though its more
science fiction. They have the Jedi and the Sith. The Force in
its simplest terms uses energy and allows the Jedi and the
Sith to do things like levitate objects, trick minds, and predict
events.

In my system | used a thesaurus to find words that related to
what my magic could do. Then | used a word combiner to come
up with some interesting names for my metals, magic system,
and so on.

The final step of your magic system recipe is to decide what
magical effects your system has on your story and your world.

What is the purpose of magic in your story? In other words, what
is it used for? Examples of purpose could be

Political strategy
War strategy
To heal

For power, wealth, or some other gain




e To create or solve problems in the story

e To portray or emphasize a theme in your novel or even
characteristics like greed, pride, strength, etc.

Decide what purpose your magic system serves in your world.

It's also important to know how magic influences your story and
the world it resides in. To do this look back to your lore, natural
environment, and advancement worksheets and ponder how
magic could have affected those areas of your world.

Just like in the disadvantages, | came up with quite a few magical
effects. Like magic is combined with non-magic items by the
military, children are told stories about the nature spirits, and
people are known to get lost or die trying to find the Veiled
Blooms. They're like treasure hunters.

Okay, in this section, we created our magic system and made any
adjustments to our world based on this system.

In the next section, we're going to create a military if that makes
sense for your world. If not, skip to section 3. But before you
move on, | strongly encourage you to fill out your magic system
recipe worksheets and put any important resources relevant from
the directory to your storyteller binder or wherever you want to
keep your world building materials. | found that my magic system
had quite the effect on my military so it might be good for you to
complete this first. If you have any questions or requests, let me
know in the chat.

When you're ready, I'll see you in section 2, your military.




