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Quote 
 

"As one of the most binding forces in the 
universe, the concept of existance is closely 
tied to magical force. Understanding these 
basics from Introductory Creation Magic, we'll 
move on to tackle the more advanced subject of 
creating things with special properties. Since 
these properties are also influenced by magic, 
weaving them becomes the task of casting a 
spell within another spell. The Hidge method 
provides a good bit of assitance with this task, 
though it is a bit limiting in the effects it can 
produce."  
- Trophel Harken, Professor of 
Correspondence''  

 
Planar Mages who specialize in 
Correspondence are called Relativists  

The Spoon Doesn't Even Exist 
Correspondence is the branch of planar studies 
that deals with the way that spatial relationships 
interact and exist. With this knoweldge, 
relativists can command forces, gravity, 
direction, and all manner of other effects. They 
can use their talents to transform space at will, 
creating and destroying objects, and altering the 
base patterns of things around them. As a 
Relativist, you see the world as a collection of 
patterns and relationships, colorfully dressed up 
with the appearances we see and feel. However, 
the truth of the matter is that the system is 
nothing more than a system, and can be 
completely quantified, controlled, and altered 
by any Relativist with a bit of skill.  

Relatively Obvious 
Correspondence deals strongly with 
relationships. These are the ties of 
correspondence that bind objects together and 
compose order in the physical universe. An 
example of a relationship might be distance, for 
example. Between you and an object, there is a 
specific distance, which is one of your many 

relationships to this object. As you move closer, 
distance decreases, and if you move further, 
distance increases. With correspondence magic, 
however, this natural order can be changed, so 
that moving toward the object makes the object 
further rather than closer. Unlinked 
relationships can even be tethered together, so 
that changing your relative distance to the 
object might also change the object's size in 
relation to you, and so on. Here are some 
common relationships any two objects might 
have. 
 
Distance, Size, Weight, Hardness, Color, 
Velocity, Acceleration, Gravity Force (both 
output of and response to)  
In addition, a relativist studies more about 
Relationships between objects, and gains the 
power to fix relationships, making two objects 
become one for any number of purposes. A 
mage can tether two patterns together, say, a 
glove and a sword, so that by wearing and 
moving the glove, she can manipulate the 
sword as though it were in her hands, even if 
she stands a great distance away. In addition, a 
mage might tether an enemy to a heavy weight, 
so that he cannot move unless the weight also 
moves.  

The Cosmic Quilt 
In correspondence magic, patterns are the name 
of the game. A pattern is the fundamental idea 
of an object--the parameters like shape, size, 
properties, and the like which make it up. If 
you can remember every detail of an objects 
pattern and reproduce them, you could 
effectively create an entirely new yet perfectly 
exact copy of that object. All things in the 
physical universe have patterns--objects, living 
creatures, and even works of magic. Thes 
patterns are all laced together by relationships.  
 
Correspondence magic is perhaps the most 
abstract kind of spellcraft. It deals with strange 
hyperspatial relationships between times, 
places, and people. A relativist deals directly 
with these relationships, which are the true 
definition of reality. By solving systems of such 
relationships and reworking them, a mage with 
correspondence can control the fabric of reality 
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upon which the world is written, and thus skew 
apart or alter the world around herself.  
The defining substance behind any thing 
(tangible or not) is a pattern. Anything that 
exists physically has a pattern. While beginning 
relativists may still not have the mentality to 
grasp all that this means, the short and simple 
definition is that if you can read something's 
pattern you can know anything about it. If you 
can write to its pattern, you have total control 
over it.  
 
When a mage can examine an object and run 
certain query functions upon it, she can store all 
the information about the object in her own 
memory. This is an extremely powerful feat, 
and takes a large amount of training to 
accomplish. Patterns are vast and complex 
pieces of data (a single pattern can fill several 
thick books if written down) that contain all the 
information about a physical object. The 
memory of a normal being cannot hold even a 
single pattern, but compression techniques can 
allow an advanced relativist to memorize 
several at once. Patterns are the same size for 

all objects, regardless of their size. 
However, it is difficult to perform creation, 
destruction, and other similar feats on 
larger patterns, since the paradox 
associated with these patterns is larger.  
 
Also, patterns encompass physical and 
magical properties of an object, not any 
information about its usage or 
understanding of its contents. For example, 
memorizing a book's pattern will allow you 
to know the size and shape of the book, as 
well as the placement of all the ink on the 
pages. It won't mean that you have read the 
book or understand it, however.  

The Cutting Edge of Mathemagic 
A Grandmaster of Correspondence's 
powers are generally on a level such that 
they defy explanation in ordinary terms. It 
is known that mages can create huge 
matricies of tethered objects, which causes 
space to effectively freeze, as well as 
becoming totally impenetrable.  
Grandmasters of Correspondence are 

usually researching topics on the cutting edge 
of the field. These include things like:  
 
·  Tethering entire planes together with 

relationships (some planes may already be 
tethered by naturally occuring relationships.  

·  Relationships between potential slivers and 
the prime course. (See Chronomancy for 
more details)  

·  Cheap manufacture of items using permanent 
creation.  

·  Creating self-regenerating patterns, 
presumably with the aim of making fix-all 
devices.  

·  The similarities of Alchemy and 
Correspondence spells and their effects on 
the properties of a pattern.  

Something From Nothing 
If all the objects in the universe are just dressed 
up implementations of patterns, it stands to 
reason that duplicating these patterns can also 
duplicate object. This is the foundational theory 
of Correspondence Magic's Creation spells. By 
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putting the right formulas into place, along with 
a little magic to keep them running, a Relativist 
can create something from nothing--the 
memory of the object giving form and 
properties to it.  
Unfortunately, these objects are dangerously 
unstable. Since they are not true objects, only 
projections of memorized parameters, they are 
corrected by paradox as any Existential 
Anomaly would be. This is not a problem as 
long as the mage stays nearby and maintains 
her formulas. However, as soon as she steps 
away, paradox crunches the object into nothing 
with a terrifically mind-bending display of 
vorpal energy.  
 
The Planar Mage also learns how to make 
modifications to patterns that already exist, via 
projection. Projection allows the properties of 
one object to be copied or "projected" onto the 
other. Since the properties of the first object 
cannot just "go away", however, they become 
projected onto the second object in order to 
sustain universal balance. This allows a mage 
to exploit objects' various properties in an 
amazing array of new ways. These spells too 
must be maintained by a competent mage, 
however, or Paradox will quickly rectify the 
patterns back to the their original states.  

Erasing the Past 
If patterns can be written, they can also be 
erased. Most intermediate relativists find it 
strange how difficult it is to simply quench a 
pattern from existence. However, the feat is far 
more difficult than simple creation. Destruction 
is permanent, and strongly opposed by Paradox. 
This means that destruction skills often take a 
decent amount of time to cast, as the caster 
damps paradox multiple times throught the 
casting procedure. Unless the caster has 
memorized a pattern before destroying it, there 
is nothing that can be done to restore the item, 
outside of using Chronomancy to memorize it 
in the past.  
 
Destruction need not be complete. Some mages 
make an art out of only stripping away certain 
properties of an object. For example, the taking 
away the cohesion of an object will make it 

disintegrate to dust. Taking the depth, length, or 
height of an object will make it two-
dimensional, and cause it to wink out of 
existence, quenched by paradox as an anomaly. 
Clever mages use property destruction as a 
powerful utility, enabling them to bypass many 
of the physical limitations of space.  
 
Living and magical patterns can also be altered 
by destruction. Altering magical patterns 
usually causes to the magical object to go 
haywire, invoking unexpected and often 
harmful behavior. Destruction upon living 
patterns causes wounds that can never be 
healed by magic, since the wound becomes a 
part of the creature's natural state. Even if it is 
healed, the body will recognize the healed area 
as an unnatural part of the whole, and attack it 
as a pathogen.  

The Magic that Never Was 
An archmagus of Correspondence has never 
been known to exist, so the powers and arts 
presented here are mostly theoretical. If a book 
of archmagus arts does exist, it must be in 
another world, possibly the Plane of Chaos, 
where Planar Magic is significantly more 
advanced than ours, or in the Minus World, 
where books which don't exist inevitably end 
up.  
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Pattern Insight 
A beginning relativist can learn to see patterns 
behind people, objects, and other phenomenon. 
While she still may not be able to understand 
everything she sees, she can cull out 
information with a little bit of work. She can 
also tell immediately when a pattern is under 
the effects of planar magic. This power can 
reveal the properties of any object, such as its 
size, shape, weight, etc.  

Memorize 
A mage can commit to memory the pattern of 
any object, simply by holding it for at least 1 
minute. A mage can memorize a number of 
patterns equal to her Correspondence rank. 
Memorizing the pattern of a weapon or device 
does not allow the caster to use it, it just means 
that she knows exactly what its form and 
properties are. Patterns can be forgotten at any 
time.  
 

Imbue 
Property: 
Toughness  

: 2 

: Normal 

Enchantment Spell. You clasp a 
piece of darksteel in one hard, 
and touch your ally's armor with 
the other, concentrating to solve 
the specifics of the Albrite 
Equation. As you do, your ally's 
armor is transformed, the 
hardness of the steel now 
becoming a property of the 
armor. For 10 rounds, target 
touched armor grants an 
additional +0/+2 enhancement 
bonus to defense.  

 

 

Inversion 
Matrix  

: 1 

: Normal 

Attack Spell. You scribble down 
a quick analysis of your foe's 
system, applying Inverse 
Transformations to slightly alter 
the levels of life force, 
reconstituting this force into 
mana. Target foe is struck for 
Auto/+2 Reality damage. For 
each point of damage that foe 
takes from this spell, that foe 
regains 2 mana.  

 
 

Rectify Space 
Algorithm A  

: 0 

: Normal 

Spell. Basic correspondence 
magic has taught you the 
techniques you need remove 
minor inconsistencies 3-Space. 
A more paradox-free space gives 
you a cleaner slate upon which 
to effect your transformation 
algorithms. Remove a hex from 
target ally. If a hex is removed 
this way, you regain 2 mana.  

 

Rectify Space 
Algorithm B  

: 0 

: Normal 

Spell. Spell. Paradox enacted 
upon your foes makes your 
transformations more likely to 
fail upon them. With simple 
Planar Mathematics, you can 
iron out these anomalies, 
improving your transformation 
powers at the same time. 
Remove an enchantment from 
target foe. If an enchantment is 
removed this way, you regain 2 
mana.  

 

Soften Armor 

: 5 

: Normal 

Hex Spell. For 3 rounds, target 
touched foe loses his armor 
bonus to defense.  
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Creation 
A mage can replicate from pure energy a 
pattern she has memorized with the rank 1 
power Memorize. An object exactly matching 
the memorized item appears in her hands. After 
she stops upkeeping the spell, or if the object 
leaves her intermediate sphere of influence, it is 
destroyed, and returns to nothingness. Magical 
and Living objects cannot be created with this 
power.  

Property Swap 
A relativist can transform two objects by 
superimposing the properties of one onto the 
other. For example, by swapping her own 
weight with a small pebble, she can become 
light enough to jump across large chasms by 
her own strength, while the pebble becomes 
heavy enough(relative to its size) to kill 
someone if dropped upon them. Likewise, the 
hardness of a ball of putty can be projected 
onto an impenetrable wall, or the temperature 
tolerance of a diamond into the caster's skin. 
Both objects altered must remain in the mage's 
intermediate sphere of influence for the 
duration of the spell.  

Infomancy 
Relativists can also convert matter into data, 
and store it in their memories. This takes up a 
memory slot, just like normal pattern 
memorization. When the object is converted to 
a memory, it ceases to exist, until it is recreated 
from a memory into a real object. Many mages 
use this power to store their weapons or tools, 
so that they are always ready for action if the 
need arises.  

 

Expel Planar 
Paradox  

 

Passive Ability. You use a 
simple technique to dump 
paradox from your Plane-
bending equations into 3-Space, 
increasing the efficiency of your 
casting. While you are casting a 
Planar Studies Spell, at the start 
of each of your turns, all 
adjacent characters are struck by 
an Auto/+6 Reality attack that 
stuns if it deals critical damage.  

 

Deflection 
Armor  

: 3 

: Normal 

Enchantment Spell. You initiate 
Albrite's Equation on your ally's 
system, using a simple rubber 
ball as your transfer system. In a 
few moments of solving, your 
ally's armor retains its previous 
hardness, but gains a definite 
springiness, adding to its 
deflection. 'For 10 rounds, target 
touched ally has a +2/+0 
enhancement bonus to defense.  

 

Equalitive 
Aegis  

: 2 

: Instant 

Enchantment. You use a little 
magic to lend solidarity to your 
thoughts, shielding yourself in a 
cloak of complex equations and 
formulae. For 1 round, you have 
+8/+0 enhancement bonus to 
armor.  

 

Inverse Strike 

: 0 

: Normal 

Weapon Attack. You scribble a 
few Inverse Transformations on 
your weapon, and it glows with a 
metamagical light that distorts 
the air arround it. For this attack, 
reverse your weapon's damage 
and accuracy bonuses.  

 

Tool Memory 

 

Passive Ability. You have 4 
extra slots for useful items. 
Whenever you use a useful item 
in one of these slots, you lose 2 
mana.  


