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Craft the Rules of Wonder and Science in Your World

Read more at Enter the Arcverse: www.enterthearcverse.com/worldbuilding

Explore flexible frameworks for inventing magic, superpowers, and technologies that feel real,
surprising, and story-ready.

Introduction: Why Rules Matter

Magic, superpowers, futuristic tech — these are the fuel of extraordinary worlds.
But without rules, they can feel random or convenient. Without limits, they solve problems too easily.

The best worlds don’t just add wonder. They ask: “How does wonder work?”

This guide gives you 5 key questions to shape your world’s magic, powers, or technology — so they
feel unique, logical, and full of story potential.

Whether you're building a wizard kingdom, a post-apocalyptic wasteland, or a superhero city, these
steps will help you craft systems that spark creativity (and avoid generic tropes).

Step 1: The Source

Ask:
“Where does this magic, power, or technology come from?”

The origin of your system shapes its cost, rarity, and meaning.
Possible sources:

Energy from nature

Power gifted (or stolen) from gods
Bloodlines or genetic mutations
Ancient lost technology

Psionic force of the mind

A pact with otherworldly entities
Physics-breaking science

Knowing the source grounds your system — even if it's mysterious.
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Example:
In the world of Ashvale, all magic comes from burning rare stones mined beneath extinct
volcanoes. Each spell consumes part of the stone.

Step 2: The Cost

Ask:
“What price must be paid to use it?”

Nothing should be free. A system without cost risks making conflict boring or stakes too low.
Examples of costs:

Drains life force or physical strength
Sanity loss or mental strain
Requires rare, finite materials
Corrupts the user’s soul

Attracts dangerous attention

Social taboo or outlawed use
Dangerous side effects

A good cost adds tension, choices, and risk.

Example:
In the sky-cities of Viren, glider-suits are powered by unstable storm crystals. Every use risks a
sudden explosive overload.

Step 3: The Limits

Ask:
“What can it NOT do?”

Great worldbuilding includes what's impossible — as much as what'’s allowed.
Possible limits:

Can't heal certain wounds

Only works at specific times or places
Power weakens with distance

Limited number of uses per day

Doesn’t work on certain materials or people
Must be spoken, sung, or written to activate

Limits spark clever solutions and prevent “plot-breaking” powers.

Example:
In the ruined cities of Earthfall, nanotech healing only works below the moon’s shadow — forcing
heroes to time rescues to lunar cycles.



Step 4: The Rarity

Ask:
“How common is this power in the world?”

Is it part of everyday life, or reserved for a chosen few?
Possible rarities:

Only a bloodline or caste can use it
Every child has a minor gift

Lost art known by only a handful
Common, but low-powered for most
Forbidden, kept secret by elites

Rarity shapes politics, economy, and status.

Example:
In the Neon Reaches, psychic hackers are rare — but those who awaken gain access to encrypted
minds no machine can decode.

Step 5: The Story Hook

Ask:
“What’s one unique mystery, threat, or opportunity tied to this system?”

This turns the system from background detail into an engine for stories.
Examples:

e A new spell/tech threatens the balance of power
An old power thought extinct returns

The cost begins worsening in unknown ways
The source is drying up or becoming corrupted
Someone discovers how to bypass a key limit

A prophecy tied to a new user of the system

This question makes the system dynamic, not static.

Example:
In the Iron Skies, the floating ships begin losing their anti-gravity cores... and no one knows why.

You’'ve Crafted a System!

In five questions, you now have:

@ A source
@ A cost
@ A limit



@ A rarity
@ A story hook

Together, these create a framework you can build on while keeping it clear, surprising, and
full of narrative tension.

Every system tells a story.
Create boldly. Wonder wisely. Enter the Arcverse.

Explore more worldbuilding tools at www.enterthearcverse.com/worldbuilding
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