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INTROOUCTION

AUTbOR’S NOTES

"What would an AD&D® campaign world look like if it
evolved into the 20th century?"

This was a question | asked myself in 1990 when | was
thinking of ideas for new games. Later, when we started
having concept meetings for the AMAZING ENGINE™
system, Jeff Grubb suggested a 20th century world in
which magic worked. | started tossing out ideas from my
old premise, and the other members of the group added
their own. We came up with the title, the MAGITECH™
game, and let it rest for awhile.

Later, | asked for, and received, the MAGITECH game
as an assignment. | thought about the name, and won-
dered for a time if the universe should contain both
magic and scientific technology. The idea of cybernetic
spellbooks intrigued me. Eventually, | went back to my
original concept of a "grown-up" fantasy world, and elim-
inated most technology.

Though the setting draws from the AD& D game, don't
expect the MAGITECH universe to be a modernized
version of the AD&D game. Rather than using an
AD&D campaign setting, | started with the history of our
own world, and added fantasy elements, such as elves and
magic. This provides aworld that is similar to our own in
many ways, and therefore somewhat familiar, but that has
aunique flavor and mystique all its own. As | rewrote his-
tory for this alternate earth, things began to fall into
place.

What emerged was a universe in which magic is com-
monplace; Genghis Khan's Golden Horde was composed
of centaurs; World War 11 resulted from a dwarven bid for
hegemony in Europe; the planet Venus is known as
Hanahpu and was terraformed more than a millennium
ago; Texas is run by minotaurs; and an elven nation is a
dominant force in current world politics.

On this fantasy world, magical items are as common as
technological items in our own world. In fact, they are so
common that they are not referred to as magical. We do
not refer to a television as a "technological item," or call
it agloss box of watching or some other odd title. Similarly,
the people of this alternate universe seldom think twice
about the function of the enchanted mirrors on which
they watch entertainment, news, and sporting events.
Even calling it enchanted is redundant, in the same way
that it would be redundant in the real world to call the
device an "electronic television."

Magic is based on mathematics on this alternate world,
and prospective wizards in civilized areas receive college
degrees in their areas of spellcasting. In more primitive
areas, symbolic logic takes the place of mathematical for-
mulae, but the results are the same.

Pyramids, natural gems, and other geometric forms

help focus magic, as do symbols ranging from Mayan and
Egyptian hieroglyphs to mathematical equations. Scrolls
have been made using these symbols for centuries, and
recent developments in quantum relationships have
enabled learned spellcasters to create three-dimensional,
crystalline "scrolls" that hold spells until they are acti-
vated.

Adventure awaits as well, for there are all the problems
of modern society, plus centuries of ruins to explore on
terraformed Hanahpu, and in a Europe devastated by
powerful magic at the end of the last great war.

| hope you enjoy the MAGITECH™ universe.

Thank you

A book like this cannot be written in a vacuum. Many
were the times | discussed a concept over lunch, or
walked around the TSR building for an hour trying ideas
on whoever would listen. The following people helped
me solidify ideas into game material, offered useful feed-
back, furnished resource material, provided a needed
diversion, sparked an idea, or offered computers for me to
use while | was away from the office: Sue Weinlein, Wolf-
gang Baur, Jeff Grubb, Colin McComb, Newton Ewell,
Lester Smith, Doug Stewart, Michele Carter, Jon Pick-
ens, Zeb Cook, Wayne Chandler, Slade Henson, Karen
Boomgarden, Dana Knutson, Terry Hawkins, Donald
Dennis, Tom Prusa, Teeuwynn, John Rateliff, Dave
Sutherland, Anne Brown, Jeff Detweiler, Brian Thomsen,
David LaMulle, Carolyn Chambers, Angela Clay, Jim
Schneider, Bob Beach, Dan Woodward, Norm Ritchie,
Rich Baker, Mike Selinker, and Thomas Reid.

In addition, there were the playtesters, who gave me
many fine ideas. | took their comments to heart and
incorporated many of their suggestions and ideas into this
book, and | thank them as well.

Tbhe Magitech™ Gae

This is a supplement designed for use with the
AMAZING ENGINE™ rules, and the System Guide is
necessary to gain full enjoyment from this book. Like the
other installments written for the AMAZING ENGINE
game series, this book describes a completely new uni-
verse and game.

The setting is 20th-century Earth. While similar in
many ways to the real world, it differs in a number of
other ways. It is a world where magic is commonplace,
complex machines are almost unknown, and "fantasy"
creatures play major roles in history and current events.
The book has been written to give gamemasters and play-
ers enough information to run a campaign in the
MAGITECH™ universe.
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A gamemaster is free to read all sections of this book.
Players should read the introduction, and can read chap-
ters 1-5, and appendices I1-1V. Players should not read the
part of Chapter 6 on adventures or Appendix |: NPCs
and Monsters; these provide information that may spoil
their enjoyment of the game.

This introductory section gives a broad overview of
what is required for the game and what is recommended.
It covers some basic game mechanics that are used in this
universe, and it dso gives afeel for the flavor of the uni-
verse. Included is a short overview of the world, its cur-
rent situations and problems. Gamemasters and players
should read this section to get afeel for the world and
what atypical campaign in it can be like. The GM should
choose a focus for the campaign, then describe it to the
players so they may make an informed decision about the
type of characters they want to play.

Once the players know something about the campaign,
they are ready for Chapter 1, which covers the creation of
player characters. Several races are available, and a num-
ber of possible origins and backgrounds are described.
Many professions are available, from journalist or archae-
ologist to army scout or necromancer. Regardless of pro-
fession, admost every character knows afew spells.

After the basic character is assembled, skills can be
found in Chapter 2. Some skills are gained because of
profession; others are considered hobbies left to the
player's choice. The skills chosen for a PC determine the
sodlsinitialy available to that character, as well asthe
manner in which they are cast.

The magic system is described in Chapter 3: how magic
works, its limitations, and the game mechanics for its use.
This includes magic's basis in mathematics and science,
as well as how magic is learned and applied by almost
everyone in the MAGITECH™ universe. Spell lists and
descriptions are found in Chapter 4.

The fifth chapter describes the equipment available to
PCs aswell as anumber of items they might encounter in
everyday life. The monetary system is aso covered in this
chapter.

Chapter 6 holds information on running the
MAGITECH game: combat, movement, healing, earning
and spending experience, running campaigns, bringing
PCs together, starting adventures, adventure suggestions,
and one short adventure ("Tex Danforth and the Lost
Museum"). Other details not covered specifically by the
AMAZING ENGINE™ System Guide also appear in
Chapter 6.

A number of appendices are included in this book as
well. The first includes statistics for monsters and other
adversaries for the PCs, as well as a short system for con-
verting AD&D® game monsters for use with the various
AMAZING ENGINE universes.
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Appendix Il discusses several options for alternative
MAGITECH game campaigns, plus tips for crossing over
into other AMAZING ENGINE universes.

The third appendix covers campaign background.
Though not absolutely necessary to run the game, this
section provides useful background for the gamemaster,
who can use it to add color and depth to the campaign.
The first part of the appendix provides relevant informa-
tion on the history of the game world. Most of this world's
history has happened just as in the real world; this section
describes the major divergences from real history.

Appendix |11 dso offers short descriptions of the major
political powers of the world, and describes many ele-
ments of current society.

Enjoy your stay in the MAGITECH universe. It is one
of wonder, of magic, and of adventure.

The NATURE OF
The magitech™ game

Like the other universes created for the AMAZING
ENGINE system, this one is meant to stand alone. It is
not necessary to purchase other Universe Books created
for the system.

In addition, there are no further supplements planned
for thisor any other already-created universe. Thismeans
that the reader does not need to purchase more than this
book to play in the MAGITECH universe—but it also
means that there is little more available than what is
found in this book.

If you enjoy this universe—or another one in the
AMAZING ENGINE system—and want to know more
about it, tell us. Additional material about the
MAGITECH universe will be published only if you, the
readers, write to TSR, Inc., and ask for more. If you are
interested, please write and let us know.

ASSUMPTIONS

This supplement has been written for people who have a
copy of the AMAZING ENGINE System Guide. The
AMAZING ENGINE system is written more for experi-
enced role-players, but novices should have little trouble
figuring things out with a little study. The System Guide
should be read before the MAGITECH game.

It is expected that the reader understands some basic
concepts and terminology used in role-playing games.
First and foremost, thisis a game, one in which the player
assumes the part of a character and imagines what that
character does in reaction to certain situations. This book
isapiece of fiction created for enjoyment.

Knowing terminology includes knowing that a play
session is called an adventure, a campaign is a series of
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adventures, a gamemaster or GM referees an adventure
for several players, adlO is a 10-sided die, and two 10-
sided dice read consecutively, to generate a number
between one and 100, are called percentile dice. Three
common abbreviations are used throughout this book:
GM for gamemaster, PC for player character (a character
run by aplayer), and NPC for non-player character (a
character run by the GM). Other terms are introduced in
the text, but these should be easy to understand, and will
become second nature after the game has been played a
few times.

The information in this book is presented primarily for
the gamemaster, who should choose what information to
pass on to the players. It is not necessary to read this book
cover-to-cover to play the game. The book serves primar-
ily as arules reference, and it can be skimmed, read piece-
meal, or read thoroughly and completely; whatever works
best for the gamemaster.

BASIC RULes ANO
The sysTe® guloe

The AMAZING ENGINE™ System Guide contains the
basic rulesfor this game. This book contains expansions
on the rules, covering al the special quirks of this uni-
verse. In some cases, rules are added to flesh things out; in
other cases, an existing rule is tweaked so it works just
right.

Several optional rules are mentioned in the text; these
may enhance enjoyment in certain campaigns. Try the
standard rules first, applying optional rules as needed or
desired.

Some chapters should be given special attention.
Chapter 1. Player Characters and Chapter 6: Running
the MAGITECH™ Game expand existing rules in signifi-
cant ways. Chapter 2: Skills covers this universe's critical
success and failure rolls. A new subsystem of rules is pre-
sented in Chapter 3: Magic. This chapter is integral to
this universe, and should be thoroughly studied.

The most common procedure in the MAGITECH
game is the attribute check. Most commonly used for
skills, it consists simply of rolling percentile dice and try-
ing to roll a number less than or equal to the attribute; a
roll of 95-00 always fails. In the MAGITECH universe,
attribute checks are aso used for learning spdlls, resisting
magic, and many other activities. In many cases, margin
ratings (as described in the System Guide) are used; a
thorough reading of the relevant section of the System
Guide isin order.

Note: In the MAGITECH game, a zero is counted for
both critical failures and critical successes. Thus a margin
rating of SL means the character is critically successful if
the roll succeeds and the ones digit is 1 or 0; amargin rat-

ing of F8 means the character fails criticaly if the roll
fails, and the ones digit is 8, 9, or 0.

Tbhe Magitech™
UN1LIVERSE

The MAGITECH universe is one that differs from the
real world in many ways, yet is similar in many ways as
well.

Most adventures take place on the planet Earth, the
third planet out from the star Sol in the Milky Way
gaaxy. The time-frame is the late 20th century, the 1990s
to be exact.

Okay, s0 how is it different from the real world?

For one thing, there are other intelligent races besides
humans. Most of these races—elves, dwarves, centaurs,
and others—have existed since the dawn of time. Others,
such as minotaurs, are more recent additions. Now, they
play a mgjor part in politics and world events. The elves
are the people of the Mayan republic, minotaurs rule the
nation of Texas, and a dwarven attempt to build an
empire in Europe led to World Wars | and 11. Note: in
cases Where fantasy races have been substituted for
human sub-races, this is not meant as any sort of racial
slur, whether the substitution be elves for Mayans, lizard
folk for the Khmer, or minotaurs for Texans. It is done
simply to add some diversity and fun to the game.

Space travel isrelatively common. Venus—usually
known as Hanahpu—nhas been terraformed by magic, and
there are several colonies there, as well as ruins of the
early settlers, who arrived there amost 1000 years ago.
There are afew outposts on frigid Mars, and rumors circu-
late about strange beings from Saturn's moon Titan—and
beyond.

History is similar to rea history, but there are major
differences. The Mayas of Central America disappeared
from their great cities of Palenque and Copan in about
A.D. 1,000, when they emigrated almost wholesale to
Hanahpu. In the early 1500s, many of them returned to
earth, where they resumed life in their cities amost as if
they had not left. Aided by magic and the military might
of the Mayas, natives of North America kept the United
States from expanding past the Mississippi River. Now,
the most powerful nations on Earth are the Mayan repub-
lic, Juyup Takaj; Tawantinsuyu, atheocracy ruled by the
divine Inca; a United States of America considerably
weaker than the real one, but still vital and strong;
China; and the African nation of Zimbabwe.

Magic is everywhere. People travel using flying carpets,
intelligent cars, bus golems, or, for the daring, wings.
Most people know how to cast a few spells, from the
housewife who knows how to start a cooking flame or cast
a cleaning cantrip, to the professional mercenary who can

A AP A A A A A A A A A A A A I A A A A AP A AP AN

* 5



cause mass destruction, to the businesswoman who can
add audio and visual components to an important presen-
tation with a wave of her hand. Magic is commonplace,
yet, like technology in the real world, is not understood
by everybody and can do some fantastic things.

Technology is stunted, almost nonexistent. Electricity
isnot used as a power source, and there is no petroleum or
gunpowder—though there are magical equivalents (more
or less). Without electrical power, there are no public
power stations—but most modern homes have magical
lights that respond to their commands. Without petro-
leum, there is little of the pollution associated with com-
bustion engines—but there are automobiles, direct
outgrowths of the animated artificial horses of the late
19th century, that run because of runes and a rather
expensive magical dust. Similarly, there is no gunpowder,
but magic propels bullets from the barrels of guns. When
magic can do things more simply and more cleanly, why
would anyone use technology?

There is adrawback to magic, however: there are sev-
eral elements it cannot affect directly, among them iron.
Though enchanted silver can serve many of the same
purposes, iron is more plentiful, so there are machines
built for mining and smelting iron ore. Like other
machines in the MAGITECH universe, these are usually
magicaly powered.

Daily life is similar, yet subtly different. Children in
civilized nations attend public schools—but their classes
include alchemy, necromancy, and practical spellcasting.
Adults travel to work each weekday, but some use flying
carpets equipped with portable crystal balls that they use
to contact secretaries to find out about appointments.

Following is a short excerpt from the life of a normal
United States businessman.

A OAyY 1N 1he lLige

Arnold Branbee sighed. He looked at his watch for the
tenth time in as many minutes, and for the tenth time,
wished it weren't linked to the Great Greenwich Clock
0 it would keep perfect time. Still 21 minutes until quit-
ting time. Sighing again, and wiping sweat from his brow,
Branbee continued down to the floor for his inspection of
the assembly line.

The zombies all seemed to be functioning properly, the
first rank putting the cooler cases together, the second
rank using their simple wands to add the confinement
field for the cooling spells Branbee gave a cursory glance
to each zombie as he proceeded down the line—until he
came to the special section.

Here, human magicians added the cooling magics, now
accompanied by the new golems. Equipped with crystal-
lized brains—was it rats? he questioned himself—the
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golems could be programmed for more complex func-
tions, and a few could even cast very simple spells. Bran-
bee marveled that they actually seemed to be working
out, then looked at his watch and sighed again.

He finished filling out the efficiency report, then man-
aged to dow the two-floor climb to his small office so it
took the rest of the time until the whistle blew. Tossing
his report on the secretary's desk on the way out, he
grabbed hisjacket and headed for his car.

In the reception area of the factory, he paused briefly to
get a copy of the newspaper, mumbled farewell to a pair of
fellow workers, and went outside to his car. Despite his
long day, he smiled as he approached the old girl. Sasha
was an old Daimler Courser, as fast and strong as he could
hope for, and more than enough.

Placing the key in the lock, he murmured to her,
"How's my girl?' Recognizing his voice, Sashalit her inte-
rior, but waited to start up until Branbee got in and spoke
her command phrase. Smiling and settling into the com-
fortable seat, Branbee softly said "Home, Sasha, the short
way." He touched the Bach shell, and as the relaxing
music filled his car, Branbee began to read the paper.

The lead article told about a strike in Chicago; some
workers attempted to cross the union picket line, and the
resulting firefight between mages had resulted in several
thousand dollars in damages. Other news included a
report on a newly discovered ruined city on Hanahpu,
and the local news included the results of a successful
expedition to Europe.

The expedition's adventures held his attention for sev-
eral minutes, then his head snapped up as Sasha neighed.
A carpet had gotten alittle low was al, and was pulling
up again in response to Sashas warning. Branbee finished
the fascinating article, then turned to the mirror pages to
e if there were any specias planned for the week.

Nothing new on the normal stations, but the new Fan-
tasy Channel was showing some classic reruns of old
favorites like Space Trek, Branbee smiled again, recalling
the campy old show, with its star carpet and its wonderful
crew, led by Captain Skyfeather and his alien first wizard.
The New Generation episodes just didn't have the same
appeal. Branbee made a mental note to remember to call
the tuner and have him adjust the mirror to receive from
the Fantasy Channel. It might cost alittle extra, but it
would be well worth it for the relaxation.

As Branbee moved on to the advertisements, musing
again about applying for an expedition to cold Mars for
some adventure, his car ball flashed. Mildly irritated at
the interruption, Branbee waited for the third flash before
spesking the command "Answer."

His wife's dark features appeared in the small globe,
and she smiled sweetly at him. His annoyance forgotten,
he smiled back and said "Hi, Chenoa."



"Hi, love," she answered. "How close are you to
home?"

"About half a mile," he replied, looking out the win-
dow. "Do you need me to pick something up?"

She shook her head lightly, her dark tresses and high
cheekbones making Branbee wish he were there already
to caress them. "Practicing those mind-reading spells
again, Arn?' Branbee just shrugged and tried to look mys-
terious as Chenoa continued.

"Could you stop and pick up some milk? | forgot to get
it when | went by the store." She smiled again. "I'll have
sguash and alligator waiting for you."

"Consider me bribed," Branbee said. "I'll seeyou in a
few."

Branbee waved his hand over the ball, breaking the
connection, then spoke to his car. "Sasha, take a left on
Dewey Street and stop at the Fast-trip."”

Severd minutes and one detour later, Sashapulled into
the Branbee driveway and entered the garage. Branbee
said "That's a good girl. Off now." Rubbing his hand
fondly across the dash as she rumbled to a halt, he gath-
ered his belongings and opened the door.

Entering the house, he could hear Chenoa chanting
cantrips to pull dirt from the floor of the kitchen. As
Branbee walked toward the kitchen, he spied a letter on
the dining room table. It turned out to be a short note

from one of his son's teachers. "He'll never become a
world-class necromancer if he won't animate a dead frog
in class.”

Branbee looked up to see his wife standing in the door-
way. "Maybe he doesn't want to be a necromancer,” he
replied.

"He should still keep his options open. If Ty doesn't
learn the basics now, he'll never have the chance to
become a necromancer."

Branbee set the letter down and nodded. "Maybe he's
just alittle squeamish. | know | was afew times in high
school necromancy. We're supposed to watch the poka-
tok championships tonight on mirror. I'll talk to him
about it then."

Chenoa frowned. "I'm not sure that's such a good idea.
He already practically worships that Chicago player—
Jordan?—how far is he going to get in life if he thinks the
key to success is bumping aball through aring?’

The BASIC CAMPAIGN

However interesting the different aspects of daly life are,
the main reason to play this game is the adventure.
Though many different kinds of campaigns are possible,
the basic one suggested for adventures is one of explo-
ration and reclamation.

In this type of campaign, the PCs are professional
adventurers. They may have come from many diverse
backgrounds (doctors, journalists, scholars, etc.), but now
they have decided to seek some action and excitement.
Just as Arnold Branbee was excited by the stories he read
in the newspaper, so are many MAGITECH™ Game
characters enticed into new careers.

For some characters, the motivation is greed; they
dream of finding lost treasures. Others desire power, and
believe they can find a special artifact, or perhaps even
create their own empires in the wilds. Some characters
thrill to the idea of restoring the past, and some simply
have wanderlust. The basic campaign allows all these
characters to pursue their goals.

Almost 50 years ago, Europe was devastated by power-
ful magic. Most of its inhabitants were killed, while some
escaped to other places. Many buildings were destroyed or
damaged. Surges of magic ran through the land, changing
those creatures that managed to live.

Now, Europe is aplace of old ruins, horrible monsters,
and twisted remnants of intelligent creatures. In some
places, petty tyrants have already tamed a small part of
the wilderness that was once civilized. Most of the conti-
nent waits for the PCs to tame it.

Similarly, the planet Hanahpu has been inhabited for
almost 10 centuries. It was magically terraformed starting
about 2,000 years ago. The people of Atlantis were trying
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to travel there, but did not take proper precautions;
though the spells carried the essence of earthly life to the
second planet in the solar system, the wizards lost control
of the magic, and the resulting backlash of magic
destroyed Atlantis. The life matrix that was transported
had a very long time to adapt to its new environment,
and then intelligent races migrated to Hanahpu.

Now, elves, lizard folk, the remnants of the European
peoples, and a number of colonists, inhabit a fraction of
Hanahpu. Vast jungles, swamps, and deserts cover the
rest, and are dotted with the ruins of a thousand years of
civilization. Aswith Europe, there are riches to be found,
land to be claimed, and power and fame to be won.

In the basic campaign, the PCs are those who have
chosen to leave secure lives and face the dangers of
Hanahpu, Europe, and other places. Exploring ruins and
leading action-filled lives are their lots.

Before starting the campaign, the GM should explain
the set-up to the players. If it seems the players want
something different, there are several alternative cam-
paigns mentioned in Appendix |1: Alternative Cam-
paigns.

The progress of a sample adventure follows.

AN A0OVENTURE

Running Deer crouched in the ruins of Picadilly as the
great Incan walkers rounded the corner. The wood-and-
gold constructs had been following her through London
for the better part of two days, ever since she had volun-
teered to lead them away from her companions. Now it
seemed she couldn't lose them.

Knowing she could outdistance the lumbering things,
she sprang up and sprinted more than a hundred yards
down the closest street. The constructs followed.

Ducking into a partially collapsed doorway, Running
Deer paused to think. She had to eliminate her pursuit so
she could return to her companions without endangering
them. Wulf and Ngo were probably done with the exca-
vation by now, and were waiting for Running Deer to
return. They wouldn't wait much longer before giving her
up for dead.

Fire didn't work; despite the wood that made up the
majority of each construct, the enchantments in the gold
prevented the things from burning. She discarded several
foolish and impossible plans for dealing with the things,
finally settling on one that was only alittle foolish—she
hoped.

Kneeling on the floor, she pulled two arrows from her
quiver. Taking out a silver stylus, she inscribed fire runes
on the first arrow, quietly humming to herself to focus her
magic. She started on the second arrow, knowing it would
take a bit longer to place the special enchantment on the
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arrowhead. She heard the constructs approaching as she
finished.

She quickly looked around and discovered a set of
stairs leading to the second floor of the building she had
entered. She peered carefully out the window; the con-
structs were amost close enough to touch.

Running Deer waited until the things had halted by the
door of her building. Then, she carefully nocked the spe-
cial arrow and whispered a spell to help her aim. The
arrow flew and bit into the thing's wooden arm; a second
later, a small explosion gouged a hole in the wood.

As the dust cleared, Running Deer examined the hole
her arrow had caused in the thing; from this distance, she
could see that some of the gold etching had been dam-
aged. She smiled as she nocked her fire arrow, and let fly.
With its fire protection enchantment gone, the construct
caught nicely when her arrow hit.

However—its friend was still in operating order, and
was advancing toward the building. And Running Deer
was out of arrows.

RESOURCES

Many writings, both fiction and nonfiction, aided in the
creation of this universe. It cannot truly be said that the
MAGITECH" Universe is based on any one of them,
because most were found and perused well after the con-
cept of the world had fallen into place. Still, they may
prove useful as research materials or inspirational reading.

Nonfiction sources that may prove useful for creating
campaign background include almost anything about
Native American cultures, especially the Mayas and the
Incas. Also of use are histories about African empires,
China, and the United States.

The most relevant fictional sources include Robert
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Heinlein's "The Devil Makes the Law," published in
Unknown magazine in 1940. The story has since been
renamed "Magic, Inc." and is reprinted in Waldo &
Magic, Inc. (and possibly other places). A similar ideais
presented in Poul Anderson's Operation Chaos.

Randall Garrett's Lord Darcy series presents a universe
with asimilar feel as far as magic goes, but one that has a
very different history. Piers Anthony's Incarnations of
Immortality series presents a universe in which magic is as
common as technology, so captures the nonchalance with
which magic is regarded in this universe.

The movie Cast a Deadly Spell captures much of the
feel of the MAGITECH™" universe, again describing a
world into which magic is fully integrated.

In all of these sources, there are extradimensional
threats or very powerful beings who can manipulate the
lives of normal humans. This is not so in the
MAGITECH universe—unless the GM desires it.

In addition to the above sources, there are many alter-
nate Earth novels or stories that help provide a picture of
the world as it is. Among these are Fire on the Mountain
by Terry Bisson and the What Might Have Been series col-
lected by Gregory Benford and Martin H. Greenberg.

This work aso owes much to the AD&D® game sys-
tem, and uses many similar ideas and creatures. That
game's Monstrous Manual would be a very useful resource,
for Appendix | of this book presents a conversion system
for monsters of the AD&D game. Several modules for the
AD&D game could be adapted reasonably well, as could
GAMMA WORLD® game modules and monsters. Crea-
tures from the BUCK ROGERS® XXVc™ game can also
be readily adapted, as can some of that game's informa-
tion regarding the planets of our solar system. All three
games have numerous items that can be adjusted or con-
verted for use in the MAGITECH universe.
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For the most part, player characters in the MAGITECH™
universe are those people who have chosen to give up
whatever career they were pursuing, and gone on to a life
of adventure. Other player characters have spent their
entire lives preparing to become adventurers. In afew
cases, the player characters may live normal lives with
standard careers, but occasionally go off on exploratory
jaunts. In all cases, the character's background helps
determine the skills and personality of the character.

This character generation system is set up to create
characters who are ready to leave their mundane lives
behind and embark on a mission filled with danger and
excitement. The process has several steps, as outlined
below, and should not take a terribly long time.

1 Generate Attributes

2. Choose Skills

3. Equip the Character

4. Determine Background

If desired, character background can be determined
before skills are chosen, perhaps allowing better character
development. Alternatively, most of that stage can be
ignored for atime, so the characters can get into the
game quicker.

A character sheet can be found in the back of the
book. It can be photocopied, and should be filled out as
the character is created.

1. GENERATE ATTIRIBUTES

The eight basic attributes for a character in this game are
fitness, reflexes, learning, intuition, psyche, willpower,

charm, and position. There are three steps in generating
the eight basic attributes: roll scores and allocate points,
add racial adjustments, and add the base adjustment for
this universe (+20 to each attribute). Other steps are
included for generating derived attributes, such as move-
ment rate, carrying capacity, and Stamina and Body
points. The base adjustment for all scores is added toward

the end of the process, to make it easier to determine
derived attributes, so do not be discouraged by initially
low scores.

Since players can make severa choices that influence
their attribute scores, they need to know afew things in
order to make an informed decision about allocation of
points.

In the MAGITECH universe, almost every character
can cast spells. Some are wizards, able to cast many spells,
while others can cast only afew spells. Spellcasting relies
on Psyche; a character with a high Psyche can cast a
wider variety of more powerful spells than someone with
alow Psyche. Learning spells is based on the Learning
attribute in most cases, on Intuition in afew cases; a
character with a higher Learning can understand more

AP SIS S ISP PSSP PSPPI PSSP D PSSP PSP PSSP S GSPPS PSSP PSPPI PP

10*

cbapter 1
PLAYER CHDARACTERS

[ 4
I 4

(and more powerful) spells. Willpower is sometimes used
to resist magic, and it can affect the duration and precise
effects of some spells, o it is useful as well.

Combat effectiveness, even with spells, relies largely
on the Reflexes attribute, and characters with a higher
Reflexes score will hit their opponents more often. Fit-
ness affects the damage a character can inflict, and it
determines the amount of Body damage a character can
take.

Other attributes have their uses as well: Intuition for
observation, Charm for interaction, and Position for
social and monetary benefits.

Psyche can be considered the most important attribute
in the game, but a character will not get far with a very
high score in Psyche and very low scores in everything
else. In addition, there are ways to boost one's effective
Psyche, and chances to later increase all attribute scores.

Note: In some places, the names of the attributes are
abbreviated, by using the attribute's first three letters (so
Int = Intuition, Fit = Fitness, €tc.).

ROLL ANO ASSIGN
BASIC ATTRIBUTES

If the player has already generated a player core as
described in the System Guide, follow the procedure out-
lined there for creating a player character from the core:
alocate dice to the attributes and roll them.

If the player has not yet created a player core, follow
that procedure (again explained in the System Guide),
using the attribute scores generated as the attribute scores
for the MAGITECH game character.

OETERMINE SPECIES
ANO SpecCleES BONUS

Players can choose from several species for their charac-
ters. Each species (including humans) receives a bonus of
+10 that can be added to attribute scores. The five basic
species for PCs are humans, elves, dwarves, lizard men,
and minotaurs. Others are aso available, but are less
detailed because of space considerations.

Humans are about the same as they are in the real
world, with several different subraces. The emphasis is
not on European cultures. Unlike many other games, it
should not be unusual for a human character to have an
African, Native American (Ani), Chinese, or another
non-European background. Because humans are so versa-
tile and come from so many backgrounds, the +10
attribute bonus can be applied to any one attribute, or
split among more than one.

Elves are the primary people of the Mayan republic,
Juyup Takaj; to most people, "elf is synonymous with
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"Maya." They are a modern-day version of the Central
American pyramid-builders found in the real world.

Elves are usually slightly shorter than humans, and
they live about twice as long. The elves have a long his-
tory, and can be found in many places besides Juyup
Takaj; for instance, shorter, more feral elves were once
found in the British Isles. Elven characters can apply the
+ 10 attribute bonus to one of the Influence attributes
(Charm or Position) or split it between them. This
reflects the elves' charming and noble nature.

Elves call themselves shibob (the singular is shib) if from
Hanahpu or Juyup Takaj; only those with ancestors from
Britain call themselves elves.

Dwarves have aso been around for many centuries. In
the recent past, they were the primary people found in
the country of Germany; to most people, "dwarven" is
synonymouswith"German" (though "Prankish" ismore
correct). Dwarves are shorter than humans and elves, and
much stockier. Most seek good educations, and they often
engage in scholarly or intellectual pursuits; those who do
not usually become very streetwise. Dwarves can apply
the +10 attribute bonus to one of the Intellect attributes
(Learning or Intuition), or split it between them.

Lizard men are the Khmer people, who built the city of
Angkor Thorn in Southeast Asia. Many modern Khmer
liveinthat area, and they also have athrivingcivilization

on Hanahpu. Khmer lizards are about the same size and
build as humans; they have scaly skin that is primarily
green, but often has patterns of other colors. The Khmer's
+ 10 attribute bonus can be applied to one of the Spirit
attributes (Psyche or Willpower), or split between them;
this reflects their innate magical abilities.

Minotaurs are large humanoids with heads like those
of bulls; some have long horns, while others have shorter
horns that curve close to their skulls. Short, tiff hair cov-
ers their bodies. Minotaurs make up alarge portion of the
population of the Republic of Texas, as well as its govern-
ment. Minotaurs tend to be taller than humans, and they
have a natural inclination for athletics. The minotaur's
+ 10 attribute bonus can be applied to one of the Physique
attributes (Fitness or Reflexes) or split between them.

Note: Minotaurs are descended from elves. Though
most have minotaur parents, it is still possible for a mino-
taur to be born to elven parents. See Appendix I11: Cam-
paign Background for more information.

Other species available for PCs include tabaxi, satyrs,
hobgoblins, and ogres; each gains an attribute bonus of
+10, as detailed in the chart that follows. Tabaxi are cat-
people native to central Africa, where most live in rela-
tively primitive tribes. Hobgoblins are ugly humanoids
who refer to themselves as Centecs; they are the domi-
nant race of the country of Tollan, which makes up most
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of what we would call Mexico. The country of the Cen-
tecs is the successor to the ancient Aztec Empire.

Ogres are large, brutish humanoids who have their ori-
gins in Europe, but are now found in scattered places
throughout the world. Satyrs in this universe can be
either male or female; they have goat-like legs, and their
heads have short horns on them. There were once many
satyrs in Eastern Europe, and now they are found mostly
in Russia.

Table 11: Species Bonuses

Species Bonus Split anong
Human +10 Any

Elf +10 Charm, Position
Dwarf +10 Learning, Intuition
Khmer +10 Psyche, Willpower
Minotaur +10 Fitness, Reflexes
Hobgoblin +10 Learning, Position
Ogre +10 Fitness, Willpower
Satyr +10 Psyche, Charm
Tabaxi +10 Reflexes, Intuition

RECORO MOVEMENT RATES

Now that the attributes have been determined, and the
species bonus added, the player characters' movement
rates should be noted on the character sheet. On the
sheet, fill in the Fitness score in boxes marked "F'; twice
and three times that score are noted under "2F" and "3F"
respectively, and half the Fitness score (rounded up)
should be written in the box labelled "F/2." In one turn
(10 seconds), a character can run a number of meters
egual to the character's unadjusted Fitness. In one turn,
the character can sprint twice that distance.

Note that movement rate and duration are figured
before the base adjustment for the MAGITECH™ uni-
verse is added. Later, a character's Fitness score can be
increased by the expenditure of experience points (see
Chapter 6: Running the MAGITECH Game). Increasing
the PC's Fitness increases the movement rate as well, but
the movement rate is always based on the unadjusted Fit-
ness (without the base adjustment).

RECORD CARRYING CAPACITY

A character can carry a number of kilograms equal to the
character's unadjusted Fitness score without a problem;
this figure should be noted on the character sheet. Like
movement rate, carrying capacity increases when Fitness
increases, but is always based on unadjusted Fitness
(without the base adjustment).
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A0D BASsE ADJUSTMENT

Now that movement rate and carrying capacity have
been noted, using the unadjusted Fitness score, the uni-
verse's base adjustment can be added. Add 20 to each of
the eight basic attributes.

Note that this starts the characters with relatively low
scores. It is expected that the characters will go on afew
adventures and earn enough experience to increase their
attributes. Starting with lower attributes gives the charac-
ters the chance to grow, becoming more powerful and
more capable with each passing adventure. It is gratifying
for aplayer to see afavored character become better and
more able.

Still, there may be times when the gamemaster or the
player group wishes to use more capable characters. If it is
desirable to use a group of experienced adventurers for
characters—for instance, for a single evening's diversion
rather than a long-term campaign—the base adjustment
can be increased to +30, or even +40.

In contrast, a group of characters could be considered
true novices, who have not planned on adventure, but
instead stumbled into one. In this case, the characters
can be given a base adjustment of only +10.

calculate sTaMmINA
ANO BOOY POINTS

At this point, the character's actual gaming attributes
have been determined. From these scores, Stamina and
Body points can be determined. These reflect the
amount of damage a character can take (Body is lethal
damage, Stamina is minor damage that causes fatigue). A
character has a number of Body points equal to one-
fourth of the character's Fitness score; round fractions
up. A character's Stamina is equal to one fourth of the
sum of the character's Reflexes and Willpower; again,
round fractions up.

Note: It is possible for acharacter's attributes to be per-
manently increased during a campaign. If Fitness,
Reflexes, or Willpower are changed, Stamina and Body
should be recalculated. Temporary changes in those
attributes do not change Stamina and Body.

RECORD
O€freENSIVE A0JUSTMENT

Player characters in the MAGITECH universe have a
new derived attribute: defensive adjustment. Rather than
allowing a dodge option in combat (that usually slows
down combat resolution), it is assumed that characters
aways dodge when able. The defensive adjustment simu-
lates the assumed dodge; this system was chosen for ease
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of play, and can be adjusted to make it more realistic (and
more complex).

A character's defensive adjustment is determined by
Reflexes, and is applied to the opponent's chance to hit.
Record the player character's defensive adjustment on
the character sheet, and make sure to adjust it when the
Reflexes score is changed sufficiently.

Table 1.2: Defensive Adjustments

Reflexes Defensive Adjustment
a1-350 0
=1 -0 -10
S1 990 -20

2. Cbhoose skillls

Now that the character's general attributes have been
determined, the character can be individualized to a
greater extent, by determining what the character does
(or has done) for a living, and what skills the character
]POSSESES.

The GM has the option of allowing characters with
psychic ability; these should be determined before going
on with the rest of the process, for the psychic powers
may influence later selections.

All characters must choose a profession; several are
offered here. The character then chooses skills related to
the profession, then hobby skills, then skills used to focus
for spellcasting. Spells are chosen after skills. All charac-
ters are assumed to have the ability to cast spells (unless
the player chooses otherwise); this ability does not count
against the number of skills a character can choose, nor
does it really need to be written down.

It is possible for a player to choose a profession and skills
that give a character some advantage in terms of game
rules. However, players are encouraged to choose profes-
sions and skills that sound fun, for their role-playing
value; after al, that iswhat this type of game is about.

Skill selection does not prohibit the character from
using most other skills. Instead, the skills chosen are sim-
ply those things that the character can do well.

Note: Unless the player prefers otherwise, a player
character can read and write in his or her native tongue,
and spesk that language without difficulty as well.

ChOOSING A PROFLESSION

The profession chosen for a character is usually assumed
to be the character's previous occupation; now the charac-
ter is an adventurer. The choice of profession is impor-
tant, for it determines the character's skills at the
beginning of the game.

It is possible to choose from literally hundreds of pro-

fessions; 23 are described here to provide examples of a
fair variety. Many of the professions listed can be

approached in different ways. One can assume the char-

acter is a student preparing for the profession; someone
who has pursued the profession for a time; someone who
teaches the skills to others; or someone who has retired
from the profession. Therefore, the professions of student,

teacher, and retiree are not listed separately, and can be
used in combination with other occupations. In many
cases, the PC's attribute scores will indicate how much
time the PC has spent in the occupation.

Any occupation can be chosen, and there are no
restrictions preventing a certain race or gender from
choosing any of the fields. Some fields have legal prob-
lems in certain countries; for instance, freelance wizards
are frowned upon in Tawantinsuyu (the Incan Empire).

Also, common sense must govern. If a player wishes to
choose "athlete" as a profession, the character should
have scores that reflect this (ahigh Fitness and Reflexes).
Likewise, an actor should have a good Charm score, and
an engineer needs good Learning.

Most professions are described only briefly. The names
should be explanatory in most cases. Along with the pro-
fessions is a list of the skill pools from which the charac-
ter chooses skills to fill slots derived from the Learning
attribute (see the following section in this chapter,
"Record Skills for Profession"). All characters have access
to the Psyche focus skill pool, but these are chosen sepa-
rately, as explained after the professions list.

An indication is also given of the type of spells that
should be available to the character; most of a character's
initial spells are related to the character's skills. Number
of spells is also indicated, in a vague manner: "afew
spells' is about one per skill, and little else; "an average
number of spells’ equals about one or two dozen spells;
and "many spells" indicates 30 or more spells. Some occu-
pations indicate "all spells associated with the profes-
sion." See the segment on choosing spells later in this
section for more information.

OESCRIPTIONS
OFf PROFESSIONS

The occupations initially available in the MAGITECH™
universe are actor, adventurer, artist, athlete, dilettante,
dispeller, doctor, domestic, engineer, hunter, jack-of-all-
trades, mercenary, minister, musician, police officer, pri-
vate detective, programmer, repair engineer, scholar,
scout, thief, wizard, and writer. Players should choose
from these unless the gamemaster wishes to add more
occupations.

A new profession for PCs should usually be something
with skills that would apply well to adventuring; merce-
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nary and wizard are good examples of this. The gamemas-
ter must assign a few skills to the new profession; most
should have no more than four required skills, and afew
optional skills. In this way, the player can choose to have
the character be new to the profession (taking only the
required skills) or very adept at the profession (taking all
related skills). Use the examples that follow as aguideline.

Actor. An actor (or actress) is aperson who performs
dramas or comedies for an audience. This character is
usually good-looking and charming, though the profes-
sion does not really require either. This can be a character
who acts (or acted) in stage plays, someone who performs
on mirror shows, or someone who acts in big-budget
holos. Those who act in action holos, and perform their
own stunts, are usually the actors who choose a life of
adventure.

The character must have the Acting skill and has
access to the Arts, Athletics, Humanities, and Personal-
ity skill pools.

Actors have an average number of spells, often related
to illusion and disguise, so they may be more versatile and
thus get better roles. They often have defensive spells,
such as levitate and shield, so they may perform stunts.
Many also learn pyrotechnic spells, so they may con-
tribute to ahole's specia effects. Actors are not limited to
spells related to their skills.

Adventurer. At first, this occupation may seem redun-
dant, for every player character is an adventurer. How-
ever, this character is someone who chose long ago to do
this sort of thing for aliving, and has trained specificaly
for alife of adventure. An adventurer can choose skills
from the following pools: Athletics, Combat, Covert
Actions, Languages, and Nature. The character can dso
choose First Aid (from the Medicine pool). An adven-
turer typically has many spells, al related to the charac-
ter'sskills.

Artist. An artist is a person who engages in some sort
of creative endeavor, such as painting or sculpture. Some
take up alife of adventure to gain more experience to put
into their art.

An artist must have the Art skill; many choose a spe-
cific enhancement of the skill. An artist also has access to
the Arts and Humanities pools. Biology/Necrology and
Anatomy, from the Sciences pool, are also available.
Artists have only afew spells, but are not limited to spells
related to their skills, because they often learn spells that
they can store in their art, or that enhance the art.

Athlete. An athlete is someone who has competed in
organized sports or athletic competitions. Possible group
sports include pokatok, football, baseball, and anetsa.
Also available are individual sports, such as tennis, and
many track and field competitions. The athlete could
possibly have been a member of a national sports team,
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and hailed as ahero (judge this from the character's Posi-
tion score).

An athlete can choose from the Athletics skill poal,
and must take at least one skill from that area. Because
athletes seldom rely only on Athletics, an athlete aso has
full access to one of the following skill pools (player's
choice): Arts, Computer, Humanities, Personality,
Nature, and Sciences. In addition, the athlete can choose
one skill from the Combat pool, and can choose First Aid
from the Medicine pool.

Athletes tend to rely heavily on their physical prowess,
<0 start with only afew spells, al related to their skills.

Dilettante. A dilettante is a member of the "idle rich."
This character receives money from a family trust, or
some other regular source, but has no other occupation.
In the real world, few true dilettantes still exist, for most
wealthy people devote time to a business that supplies
their money; in the MAGITECH™' universe, there are
till afew idlerich around.

Dilettantes spend most of their time in gentlemen's
clubs, or in ladies' societies. They work little, vacation
when they please, and move through high society with
regularity. They sometimes become adventurers out of
simple boredom or a desire to make something of them-
selves, or to have fun.

Dilettantes can choose any skill, concentrating on
hobby skills, and should have few (or no) skills that could
actually earn them a decent living. Typica skills include
Hunting, Dancing, and Trivia. A dilettante must have
one completely useless skill, such as Paper Airplane Con-
struction, Domino Arranging, Coin Snatching (catching
coins off one's elbow), Card Tossing, and so forth. This
skill will usually have to be created and adjudicated by
the gamemaster.

A dilettante should have only afew spells, but can be
chosen without restriction, because it is assumed the
character has had frequent access to other dilettantes and
people with esoteric interests.

Dispeller. This character is someone who finds, ana-
lyzes, and dispels magic for aliving. Sometimes caled a
witch-smeller or an anti-mage, the character usually
works to prevent magic from causing harm.

A dispeller must have the Find Magic and Remove
Magic skills (from the Magic pool) and the Spell Analysis
skill (from the Investigation pool). Other starting skills
can be chosen from the Magic and Investigations pools.
Dispellers start with no more than afew spells (all related
to their skills), and many dispellers choose to learn no
spells. Most dispellers are adept at protecting themselves
from magic, using armor or (more rarely) charms.

Doctor. A doctor is someone who practices medicine
and has taken an oath to help otherswho are ill or
injured. Please note that education (reflected in the



Learning score) is especialy important in this profession:
the character must have a Learning of at least 50 to be
considered a doctor, and most countries require a more
advanced degree (Learning of 70 or more). If the charac-
ter's Learning is less than 50, the character can be a med-
ical student, nurse, or paramedic, but not a doctor. In the
United States, Juyup Takaj, Zimbabwe, China, and
Tawantinsuyu, an individual cannot receive a medical
degree with a Learning less than 70; the character can be
considered at best an intern, nurse, or paramedic.

A doctor can choose skills from the Medicine and Sci-
ences pools. In the five nations mentioned above, charac-
ters must have at least the Advanced Medicine skill to be
considered doctors; in other countries, they must have at
least Basic Medicine. Note that doctors must have the
Biology/Necrology skill, and usually have the Bioa chemy
enhancement. They seldom have Emergency Medicine
skills unless they have had military training, or worked as
a paramedic or EMM (emergency medical magician)
before choosing to become a doctor.

Doctors have an average number of spdls, most related
to diagnosis and healing.

Domestic. A domestic is one who performs household
chores. The character can be a cook, housewife, butler,
bartender, janitor, or something similar. The PC has
probably chosen adventuring to relieve the drudgery of
normal existence, to find excitement and perhaps a quick
way to wealth. Occasionally, a domestic (particularly a
manservant) will accompany a dilettante or other
employer on an adventure, to insure the employer stays
comfortable and safe.

A domestic can choose skills from the Craft and Trans-
portation pools; Etiquette (from the Personality pool) is
also available. A domestic has an average number of
spells, mostly labor-saving in nature. Most of the domes-
tic's spells are related to the character's skills, but afew
can be chosen from other areas, to reflect the wide range
of skills needed to serve an employer or family.

Engineer. An engineer is someone who applies scien-
tific principles for practical purposes. A theoretical engi-
neer designs systems—how things work together, the
relationships between energies and forces, and o forth—
for a specific purpose. Examples include those people who
design the modern supersonic flying carpets, designers of
crystal balls, and architects. An applied engineer is some-
one who is more hands-on, a person who supervises the
building of something; an example is the person who
turns an architect's design into reality, by checking stress
and material strengths to make sure everything goes
together in a workable manner.

The profession of engineer can range from someone
who knows only how to repair and maintain systems, to
someone who supervises system building, to someone
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who never sees the final product of a design. The PC
should choose one of these sub-professions as a role-play-
ing focus, based on Learning and number of skills. Engi-
neers are often asked to join adventuring expeditions to
maintain equipment or to advise adventurers regarding
potentially unstable sites.

A maintenance engineer must have the Mathematics
and Energy Science skills (from the Sciences pool) and
either Kinetic Engineering or Wave Energy Engineering.
A supervising engineer must have the skills of a mainte-
nance engineer, plus a specialty listed under either
Kinetic or Wave Energy Engineering; in addition, the
character must have the Energy Sciences specialty most
closely related to the chosen Engineering specialty (see
the skill descriptions for specific information). A design
engineer has the skills of a supervising engineer, plus a sub-
specialty or enhancement of one of the Engineering
skills, plus Store Magic (from the Magic pooal).

A character can have the skills as listed and not be
considered a member of one of those professions. To have
worked in one of these professions, the character must be
able to take all the skills mentioned using only Learning-
derived dlots. Thus, a maintenance engineer must have a
Learning of at least 21; a supervising engineer must have
a Learning of 41 or more; and a design engineer must
have aLearning of 61 or more. If the Learning attribute is
not high enough, the character can still learn the skills
(using Intuition-derived skill slots), but his or her actual
profession must be lowered. This is the difference
between an engineer with a degree and one without, and
it usually shows in role-playing; someone with the skills
of a design engineer, but forced to take a lesser job, has a
better reason to go adventuring and may have an unpleas-
ant opinion of true design engineers.

After choosing a specific engineering profession, and
taking the skills needed for it, the character may have
skill slots left. If so, initial skills can be chosen from the
Engineering, Magic, Sciences, and Computer pools.

An engineer has an average number of spells. These
are limited to the skill pools used by the character, but
not to the specific skills. In some ways, an engineer is like
awizard, because both apply manipulated energy to spe-
cific tasks. An engineer with many spells is usually con-
sidered awizard; those with fewer spells are often referred
to as magicians.

See dso "repair engineer.”

Hunter. This is a person who hunts food for aliving.
Some countries—notably Ayelih, Mali, and the Com-
monwealth of Hanahpu—maintain hunting preserves.
Like farms, these areas are used to produce food; on a
hunting preserve, the animals run free and forage for
food, in a semi-domesticated state. In these areas, the
profession of hunter is just as important as that of farmer,
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for hunters provide meat for many people. Other hunters
specialize in exotic animals, killing them for sport or to
insure the safety of residents, or capturing them for zoos
Or preserves.

A hunter is usually from one of the three countries
mentioned, where they have the best chance to learn the
trade. Most professional hunters are concerned with the
ecology; they will try to make use of al parts of the ani-
mals slain, and they will not deplete an area of animals.

Hunters must have the Hunting skill, and can choose
other initial skills from the Combat and Nature pools.
They can aso choose Life Sciences (Ecology) from the
Sciences pool.

Hunters have an average number of spells, all related
to their skills.

Jack-of-all-trades. This type of character is someone
who has not specialized in any sort of skill, but instead
has a variety of skills. Jacks-of-all-trades cannot begin the
game with more than one full skill from any given pool
(except the Psyche focus pool), nor can they start with
specialties or enhancements. Further, all Learning-
derived skill slots must be spent on half-skills (see Chap-
ter 2: Skills); as many as two half-skills can be taken from
the same pool. This gives the character a large number of
things that can be done reasonably well, but nothing at
which the character is truly good. The jack-of-all-trades
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typically has many spells, related to the many different
skills she or he possesses.

Mercenary. A mercenary isawarrior-for-hire. These
people are professional combatants, often veterans of
wars. Most served in the armed services for some country
before becoming mercenaries. Mercenaries often become
adventurers when there are no wars in which they wish to
participate, or to make alittle extra money between wars.

This character's initial skills can be chosen from the
Combat and Military pools. Survival, from the Nature
pool, and First Aid, from the Medicine pool, are also
available. Some mercenaries choose to add skills from the
Covert Actions pool, but cannot do so with initial skills.

A mercenary has an average number of spells, most
combat related, but available from any skills the charac-
ter possesses.

Minister. This character is a representative of some
organized religion. She or he has chosen a life of offering
spiritual guidance to others. A minister sometimes
chooses adventuring to carry religion to non-believers, to
search for lost religious artifacts, or to minister to those
who have chosen adventuring as away of life.

A minister can choose skills from the Personality and
Humanities pools, and must have the Theology skill. A
minister has only afew spells, and usually takes those
spells that can be used to help others. All the character's



initial spells must be related to the character's skills.

Musician. A musician is one who engages in the art of
music. Some become adventurers to gain more experi-
ence to put into their music, others to earn extra money.

A musician must have at least the Music skill and a
specialty listed beneath it. Musicians aso have access to
the Arts, Languages, and Humanities pools. In addition,
they can initially choose any sound-related skills from the
Sciences and Engineering pools as long as they take the
required prerequisites. Many musicians add skills from the
Personality pool, but cannot do so with initial, Learning-
derived skill dots.

Musicians have an average number of spells, but are
not limited to choosing skills specific to their skills.

Police Officer. This character has had a career in civil-
ian law enforcement. The character may have walked a
beat in acity, patrolled highways or open country, or been
an undercover detective. The character has either given
up law enforcement on afull-time basis, or works on some
sort of task force that allows regular adventures with spe-
cidigs.

A police officer can choose skills from the Combat,
Athletics, and Investigation pools. The character has an
average number of spells, al related to skills the character
pOSseSES.

Private detective. A private detective, much like a
police officer, works to solve crimes; unlike police offi-
cers, however, private detectives work for hire instead of
for alocal government. Private detectives are sometimes
asked to solve mysteries, find things, and perform a vari-
ety of other tasks. Private detectives sometimes use meth-
ods not approved by law enforcement officials, so have a
number of "unusua" skills.

A private detective sometimes chooses to apply his or
her skills to the potentially lucrative field of professional
adventuring. However, with the wide variety of tasks for
which the character may be hired, an adventure may be
just another part of the job.

A private detective may be aformer police officer; for
this type of character, choose initial skills as a police offi-
cer—skills chosen later can reflect any changes made to
the character with the change in profession. Otherwise,
the private detective can choose sills from the Combat,
Covert Actions, and Investigation pools. A private
detective has an average number of spells, most related to
Investigation and Covert Actions.

Programmer. This character is someone who uses a
computer for aliving, often writing programs for other
people to use. Besides their ability to use computers, they
often specialize in some other field as well, writing pro-
grams specific to that field. Many programmers, however,
are generdists, and know a bit about many fields.

A programmer must have the Programming skill. For a
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specialist character, other skills can be chosen from the
Computer pool, and from any one other pool of the
player's choice. If the player prefers a generalist character,
rather than a specialist, initial skills can be chosen from
the Computer pool and all other pools—however, skills
from outside the Computer pool must be taken as half-
skills, and no more than two can be chosen from the same
pool.

A programmer of either type has an average number of
spells, but is not limited to spells connected to the char-
acter's skills; this reflects the character's access to a wide
variety of information. Most of a specialist's spells should
come from the chosen field (or pool), but the character
still picks up some unrelated spells.

A generalist programmer could choose to concentrate
on debugging. This character, sometimes jokingly called a
"computer shaman," would take skills like Crystal Analy-
sis, Interrupt Magic, and Golem Studies. Armed with
debugging spells, the character would remove viruses and
bugs from computer systems.

Repair engineer. Like the engineer, this character
chooses skills primarily from the Engineering pool.
Unlike the standard engineer, arepair engineer is con-
cerned more with fixing systems than building them.
These characters are in great demand by adventuring par-
ties.

Asexplained in their descriptions, repair skills are built
from the specific to the general, unlike other engineering
skills. For example, a character might first take the Sur-
face Vehicle Repair skill, then add a skill level to take
General Vehicle Repair, then add a skill level to take
Kinetic Systems Repair.

A repair engineer must have at least one repair skill,
and can choose other initial skills from the Engineering,
Computer, and Sciences pools. Repair engineers also
have access to the Store Magic skill from the Magic pooal,
and many take it.

A repair engineer has an average number of spells, but
is not restricted in his or her choices.

Note: By taking the repair skills, the character avoids
the necessity of taking the Mathematics and other Sci-
ence skills needed by other engineers. However, the char-
acter has difficulty building and designing systems. See
the description of the Repair skills in Chapter 2 for more
information.

Scholar. A scholar has chosen to specialize in one field
of academic endeavor, such as archaeology, alchemy, his-
tory, biology/necrology, and so forth. Many are students
or teachers. Scholars sometimes choose to become adven-
turers so they may carry their studies into the field; zoolo-
gists, archaeologists, and anthropologists are the most
common adventuring scholars.

The character's initial skills can be chosen from the
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Humanities and Sciences pools. The character must be
devoted to at least one skill from one of these pools; if
possible, the character must take an enhancement or spe-
cialty of that skill. Most other skills should be taken from
the same pool as the chosen specialty, but can be taken as
half-skills.

The character has access to all spells in the chosen
field.

An aternative type of scholar is something like a jack-
of-all-trades. This character has a number of academic
skills, most as half-skills, but afew at full, and none
enhanced. This character has a variety of spells, all
related to chosen skills.

Scout. A scout is a person whose life is spent mostly
outside, exploring the many wilderness aress that can be
found on Earth and Hanahpu. A scout knows how to sur-
vive in the wilderness. finding food and water, improvis-
ing shelter, analyzing weather, and so forth. Normally
found in less developed areas, scouts are professional
guides and explorers who are in great demand for explo-
ration and for military action.

A scout must have the Survival skill and can choose
other skills from the Nature and Combat pools, Stealth,
from the Covert Actions poal, is aso available.

A scout has an average number of spells, all related to
chosen skills.

Thief. Thisis aperson who makes aliving by stealing
goods that belong to someone dse. A thief can belong to
one of many different sub-categories: burglar, pick-
pocket, con artist, etc. The thief usually knows skills that
can be very useful for adventuring, such as stealth and
lockpicking. A thief may be asked to join a group of
adventurers, or may choose such a life without prompt-
ing. Adventuring is the only lifestyle in which thievery
is accepted by modern society, and some thieves are
hailed as heroes for breaking into old European vaultsfor
the treasures (both material and historical) contained
within them.

A thief can choose skills from the Personality and
Covert Actions pools. Thieves have an average number
of spells, al related to the skills they possess. A thief can
start the game with illega spells.

Wizard. A wizard is a professona spdllcagter, often an
all-around troubleshooter. Wizards are known by a num-
ber of names: witch, wu jen, thaumaturgist, zauberer, and
others. Wizards learn a variety of spells that can be
applied to many situations. Some wizards started as fac-
tory workers, building up from a small repertoire of spells;
others learned in college courses.

Psyche is very important for awizard, asis Learning. A
character should have a Psyche of at least 50 to be an
active wizard, and will be impaired with alow Learning
score.
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A wizard character can choose any single skill pool for
initial skills. From the chosen pool, the wizard character
must have one skill that is considered the character's spe-
ciadty. The wizard must aso take the Mathematics skill
(from the Sciences pool) and has access to the Magic
pool.

For instance, the wizard might choose the Sciences
pool, and take Necrology as a specidty; the wizard would
be referred to as a necromancer. Likewise, a specidlist in
Biology would be called abiomancer. If the character's
Learning score is high enough, the character could be
considered to have a degree in spellcasting. For example,
a character with a Learning of 70 could be considered a
"doctor of applied necromancy."

Thewizard has access to dl spdls related to the chosen
speciaty skill, and can choose a variety of other spells as
well. The wizard typically has many spells, with an aver-
age number from the specialty and its skill pool, and afew
from each of the other skill poals.

Note: Many wizards work closdy with engineers, some
even as engineers themselves, in designing systems. The
professions are closdly related, because both apply manip-
ulated energy to specific tasks.

Writer. This character can be ajournalist, novelist, or
game designer. Journalists are by far the most common
writers to join adventuring expeditions; they often con-
tinue to pursue their profession while on adventures,
sending stories back to their employer (usually a newspa-
per, but sometimes a mirror news station). A writer can
choose to write books, stories, articles, or games based on
his or her experiences.

A writer must have the Writing skill, can take the
Computer Systems skill (from the Computer pool), and
can choose other starting skills from the Arts pool. A
writer must have a specialty, which determines the other
skills the character can choose initially.

Journalists often take Photography, and can choose
additional skills from the Personality pool; dso available
are Stealth (from the Covert Actions pool) and Library
Research (from the Investigation pool). Many journalists
choose additional skills from these pools, but cannot do
<0 with their Learning-derived skill dots.

Novdists can choose additiona starting skills from the
Humanities and Science pools. These skills often deter-
mine what types of novels the character writes.

Except for the skill dot that must be spent on Writing,
a game designer's initial skill slots can be spent only on
half-skills. These can be chosen from any of the following
pools: Combat, Crafts, Humanities, Military, and Sci-
ences.

A writer has an average number of spells, dl related to
chosen skills.
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ChANGING PROFESSIONS

It is possible for a character to have more than one pro-
fession in his or her background. It is somewhat unusual
to have two professions; even if a character's actual occu-
pation has changed, chances are the character's chosen
profession has not. For instance, a PC with the scholar
profession could work as a domestic, join the military, or
have ajob as ajournalist. This does not necessarily mean
the character received any extra training unique to the
other professions.

However, if the GM prefers, a character can have a
more extensive background—nbut this is recommended
only if the GM wants to start with a more experienced
group, not just for a single character within a group. If this
is the type of campaign desired, give each character afew
(perhaps three) extraskills. Realize, however, that this
could make characters too powerful for anormal cam-
paign; most characters have enough skills as determined
by the standard method.

Please note that some professions are not described
here because they are not unique. Like the student,
teacher, and retiree occupations mentioned earlier, such
professions as politician and business executive are open
to members of any other profession. These occupations
do not require any extra skills, though certain skills can
enhance success in them.

Changing professions does not have to give a character
accessto any extraskills; thisis up to the GM.

RECORD sSKlLLs
FOR PROLESSION

As explained in the System Guide, a character receives a
number of skill dots equal to one-tenth of the character's
Learning attribute (rounded up); these are the character's
initial skill dots as referred to in the description of profes-

sions. A typical beginning character has three to seven
skill dots derived from the Learning attribute. These skill

dots must be spent to learn skills belonging to the pools
listed for the character's profession; just like in the real

world, some people are better than others at a given pro-
fession. Check the professions listed previously for the
skills initially available, and record the chosen skills on
the character shest.

Note: The character cannot use L earning-derived
dots to learn Psyche focus skills. These skill sots can be
spent on any other skill, regardless of the attribute on
which the skill is based. Unless otherwise specified in
the description of the profession, these skill dots can be
spent on specialties and enhancements as well as basic
skills.

cboose oTheRr skills

The character also has skill dots derived from Intuition,
one skill for each 15 points of Intuition. Fractions are
ignored, so one skill can be learned with an Intuition of
15 to 29, two if Intuition is 30 to 44, and so forth.

These skill slots are usually used for the character's mis-
cellaneous hobbies and interests, but can be used to
obtain more skills related to the PC's occupation. These
dots cannot be devoted to Psyche focus skills, but can be
used to learn any other skill, regardless of the attribute on
which the skill is based. These skill dots can be spent on
speciaties and enhancements as well as basic ills.

cboose skills
10 focus psyche

As explained in Chapter 3: Magic, a PC's Psyche can be
enhanced by artificial means, allowing the character to
cast more powerful spells. For each Psyche focus chosen,
the character must learn the appropriate skill for using
the focus.

Divide Psyche by 10 and round fractions up. Thisisthe
number of Psyche focus skills a character can know ini-
tially. These skill slots cannot be used for skills from other
pooals. For more information, see the section on the Psy-
che focus skill pool in Chapter 2: Skills, and the section
on boosting effective Psyche in Chapter 3: Magic.

ChoOSe STARTING Spe€lls

After all the skills have been chosen, the player can
choose spells for the character. Unless otherwise men-
tioned in the profession, initial spell choice is limited to
those spells related to the character's sKills.

As indicated in Chapter 3: Magic, each spell must be
learned. For the sake of simplicity and speed, the GM can
assume that if a character has any chance at all to learn a
spell, the character has done so by the beginning of the
game; after al, the character is supposed to have had
years to study. Just allow the player to choose spells for
the character, up to the number allowed by the profes-
sion. Be careful not to allow the character any spells that
are beyond the character's ability to learn (see Chapter 3:
Magic for information about learning spells).

If the GM prefers a ower and more realistic approach,
then after choosing spells for the character, the player
must roll to see if the character has learned the spells. In
some cases, the character has two chances to learn a spell,
one based on Learning and one based on Intuition. After
the initial chance(s), the character cannot learn the spdll
unless an opportunity comes up during play. Rules for
learning spells are detailed in Chapter 3.
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To cast a spell, a character must have a Psyche higher
than the spell's difficulty number. It is possible for the
character to know spells that she or he cannot yet cast.
However, a character able to know only afew spells
would be better served by learning only spells that she or
he can cast.

The number of spells initially known by a PC is deter-
mined by the PC's profession, as detailed earlier. The
indication under profession should not limit a character's
later selection, either in number or type of spells. How-
ever, it may influence the GM in deciding how many
spells of which types to make available to the character.

Note: PCs do not necessarily need spells. A players
may choose a character who disdains magic, such as a
mercenary who sees magic as a crutch, or a dispeller who
prefers to stay "pure" by avoiding the use of magic.
Another could choose to play a theoretical wizard, one
who might invent spells, but seldom casts them. A char-
acter who does not use magical spells, in aworld full of
them, would be an interesting role-playing challenge.

3. eguip The CcharacCcter

To be an adventurer, a character needs tools and equip-
ment to accomplish avariety of tasks. It is conceivable for
a PC to have enough spells of the correct type that little
equipment is needed, but this israre. At this point, the
player should determine the character's finances and pur-
chase equipment for the character.

Both GM and player should refer to Chapter 5: Items
and Equipment for information. As explained there,
prices are considerably deflated from those in the real
world.

O€eTerRMINE CcAash ON baNO

Each PC has an amount of money derived from his or her
profession. The following professions are typically high-
income careers, and have abase of $30: dilettante, doc-
tor, engineer, and wizard. Medium-income occupations,
which have a base of $20, include dispeller, hunter, min-
ister, police officer, programmer, and repair engineer. The
domestic and jack-of-all-trades are usually low-income
careers, 0 have a base of $10.

Other careers—actor, adventurer, artist, athlete, mer-
cenary, musician, private detective, scholar, scout, thief,
and writer—have a highly variable base income, based on
fame, word-of-mouth, luck, and other factors. To simulate
these factors for characters with these occupations, roll
1d6, with base money as follows: roll 1-2, $10; roll 3-4,
$20; roll 5-6, $30.

To determine the dollar amount of money a character
has on hand, multiply the base (as given above) by the
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10s digit of the character's Position score.

Note that Position helps determine initial finances,
but Learning does not; this reflects the old adage of "it's
not what you know, it's who you know." If the GM would
like to make Learning count for more, the character can
be given a bonus of a number of dollars equal to half the
character's Learning attribute.

Calculate Savings

A character is assumed to have accumulated some equip-
ment and money before choosing an adventuring career.
To determine how much, multiply the cash on hand
value by the 10s digit of the character's Willpower; this
gives the dollar amount the character has in savings.
Most of this amount is considered already spent on items
that the character uses in everyday life.

cbhoose equipMENT

There are afew guidelines concerning selection of equip-
ment. First, adventuring is dangerous, and most charac-
ters should have a weapon, unless they have offensive
spells. Second, adventuring is dangerous, and most char-
acters should have something that provides some protec-
tion from magical or physical attack.

If characters expect to perform certain skills, they must
have the equipment to do so. For instance, some Psyche
focus skills are item-based; the character must have the
item to focus his or her Psyche properly.

In addition, certain items are illegal. A PC should start
the game with no more than one illegal item, and then
only if the GM chooses to allow it. The one exception to
this is the thief, who can have any number of illegal
items.

All items a character possesses must be purchased using
the character's initial funds. Cash on hand can be spent
on any item. Mogt of the character's savings is considered
to have aready been spent on items used by the character
before becoming an adventurer; to simulate this, most of
the money from savings should be spent on normal items,
not gear specific to adventuring. Items purchased in this
way represent, for example, the items ajournalist has at
home, or the items a thief has recently stolen.

Note: It will have occurred to many readers by now
that a person who has been a practicing doctor for 10
years probably has considerably more personal belongings
than represented by the funds here. In some cases, the
GM's discretion must be used <0 that the character's start-
ing equipment is consistent with the character, yet not
overbalancing when compared to other characters. Per-
haps the character has had a recent financia problem, so
has only a little money left, and has decided to go on an
adventure to get more. On the other hand, maybe the
character comes from a very wealthy and generous family
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that is willing to provide money for the child and the
child's friends. It depends on the style of campaign the
GM wants to run, and whether desire for money needs to
be used as a motivating factor for the player characters.
The methods for determining funds are guidelines, and
should be ignored when the needs of the campaign
require it.

4. O€eTERMINE
BACKGROUNO

Now that all the numbers have been determined for the
character, what about the character? This section offers
some suggestions on fleshing out the character's personal-
ity and history. When starting the game, much of this can
be ignored for a quicker start, and the players can alow
their characters' personality and history to develop dur-
ing play. However, place of origin, gender, and name are
pretty vital, so should be chosen if they have not already.

Choose pLace Of ORIGIN

The GM and players may wish to peruse the atlas section
for an idea of what different areas are like. Each country's
description includes a short paragraph summarizing the
people and character of the nation. Choice of country of
origin can influence choice of gender and name.

Choo0Ose GENOER AND NAE

There are no gender restrictions for characters in the
MAGITECH™ universe. All the major races allow both
male and female characters, as do all the professions, and
attribute scores are not influenced by gender.

A character's race and place of origin influences the
character's name. Most elves come from Juyup Takaj or
Hanahpu and have Mayan names; others have ancestors
from the British Isles and have faerie-style names.
Dwarves, though nhow most common in the Common-
wealth of Hanahpu, can be found in ailmost every coun-
try, and almost always have German names. Minotaurs
come from Texas, but are often found in other countries
as professional athletes; many have Mayan names, but
Ani and European names are possible as well, either
alone or in combination with Mayan names.

Lizard folk usually have oriental names. Satyrs have
names with Russian or Eastern European origins. Ogre
names are usually Western European, especially British or
French, in nature, and are almost always descriptive.
Hobgoblin names are Nahuat! (Aztec) in origin. Tabaxi
names sound like African tribal names.

Human names can have any origin. The Ani, most of
whom live in Ayelih, have names typical of Native

Americans; some render their names in their tribal lan-
guages, many use Tsalagi (the common language of
Ayelih), and some use the English versions of their
names. Most humans of Hanahpu have Western Euro-
pean backgrounds, for that planet's Commonwealth holds
enclaves of the refugees and colonists from Europe.

The astute reader has already noticed that some
research may be in order before choosing a proper name
for acharacter.

Generate Background

At some point, thought should be given to the character's
background. What was the PC's family like? How many
brothers and sisters? What early events influenced the
PC's career choice? Has the character traveled? How long
has the PC been in his or her chosen profession? What
does the PC expect from adventuring?

By describing the PC's background, even briefly, and by
determining a major goal or two, the player can greatly
enrich play. Does the PC have an accent? Do the PCs in
the adventuring group like and respect one another?
Establish a few role-playing hooks for the character, and
the rest of the personality will follow.

It also helps to translate the character's attributes into
what they mean. High Fitness means the PC is in good
shape, poor Reflexes means the character is a little
clumsy. Role play the attributes, rather than allowing the
dice to determine every action. Position and Learning are
especially influential in describing a PC.

OeTerRMINE PLACE 1IN SOCIETY

A character's Position score vaguely determines how that
character is viewed by other PCs and NPCs. A character
with a high Position is usually more recognized or
respected by other characters. Though the actual results
should be determined by the GM, afew rough guidelines
are provided.

A character with a Position of 30 or less is a complete
unknown, and gets little respect either from others in the
same field, or from those the character meets; most
believe the character to be lower class. A Position of 31-
60 is average, and gains no particular benefits for the
character. A character with a Position of 61 or more is
often known (at least by reputation) to others with the
same profession, or arelated occupation. Those charac-
ters with a Position over 70 are often recognized, by name
or by face, by people outside their field, at least within
their home region. Characters with Position over 80 are
recognized nationally or internationally. Those with a
Position score greater than 90 are nationally famous (or
infamous) and internationally known.

The Position score can lead to interesting role-playing
possibilities when combined with certain races. For
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example, though there are wealthy and recognized mino-
taurs, they have no noble class; a minotaur with a high
Position could be afirst-generation minotaur, part of a
noble elven family. Elves, hobgoblins, and certain
humans have noble classes, so high Position could indi-
cate membership in such aclass. Some species, such as
tabaxi, are tribal and have no real socid class; for them, a
high Position indicates that the character may be atribal
leader, or has somehow attained fame in the outside
world.

O€escriBe
ChbaRrRACTER €DUCATION

Learning can be translated into educational level. In
terms of the modern American educational system, the
scores are approximately as follows: 10, 6th grade or
lower; 20, 9th grade; 30, high school; 40, junior college or
technical college; 50, bachelor's degree; 60, master's
degree; 70, doctorate.

Of course, these numbers are only approximate, and a
character can have the score without having the formal
education. For example, a mercenary with a Learning
attribute of 60 does not necessarily have a master's
degree, but may have an amount of knowledge equivalent
to that degree.

In general, if a PC's Learning is 50 or less, the PC may
be a student. If the Learning is over 50, the character may
have a college degree. Let the Learning attribute influ-
ence the character's educational level, and the role-play-
ing attached to it, but do not feel constrained by the
score.

esTtaBlisb CONTACTS

A character knows other characters. Some are NPCs,
others are the other PCs in the adventuring group. It pays
to take afew minutes and establish connections between
the members of the adventuring group, and it helps for
the GM to establish afew NPC connections for the PCs.
NPC contacts can be used to generate adventuring
hooks, provide support for the PCs, or offer interesting
role-playing opportunities. Contacts can be generated
using the characters' backgrounds, educations, and pro-
fessons.
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Since no adventure modules are currently planned for
the MAGITECH universe, the GM with a good stock of
NPCs will be able to entertain the players for a greater
length of time.

CREATE PERSONALITY

All the factors above—origin, education, contacts, etc—
form the basis for the character's personality. Play sessons
and adventure situations further help determine the char-
acter's personality. Flesh it out with whatever ideas come
to mind.

Remember that the MAGITECH™ universe has no
technology except that which is magical in nature, and
magic is quite common; the many races of intelligent
beings have existed for centuries, and despite occasiona
problems have gotten along reasonably well; and the
emphasis is not on Western European culture. Play the
character accordingly.

estTaBslish aAppearRaNCe
AND (MANNERISMS

It enhances role-playing, both for the players and the
GM, if each character's appearance is determined. Eye
color, hair color, style of clothing, and special features,
can al help fill out the character's role.

Wearing of charms and other jewelry is common to
both genders. Plugs worn in the lower lip are as common
as earrings and bracelets in many places; noserings are not
uncommon. Throughout the Americas, inlaid or bejew-
elled teeth are somewhat popular. Tattoos are common
among elves, Ani, and some Africans; minotaurs often
decorate their horns. Each character should have a
unique appearance, heavily influenced by race and place
of origin.

The character's mannerisms can aso add to the overall
play of the game. Determine which hand the character
prefers to use; the character can even be ambidextrous if
the GM approves (the GM could give each character a
10% chance to be ambidextrous). Does the character
have an odd walk, a particular way of wearing a hat, or a
strange laugh? These and other mannerisms make a char-
acter unique.



cbaptéer 2: skills

This chapter describes the skills initially available in the
MAGITECH™ game, as well as how the skills are learned
and used. Some information is rather general and may
need to be tailored by a GM to fit a specific campaign.

It is important to note the difference between a skill dlot
and askill. A skill dot is avacancy that can be filled by a
skill. A character has Learning-derived and Intuition-
derived skill dots; in this universe, a starting character
also has Psyche-derived skill slots. The skill slots are so
named because the number of slots available is derived
from a character's Learning, Intuition, or Psyche (as
explained in Chapter 1).

Skills, used to fill skill slots, are attached to a specific
attribute, such as Learning, Reflexes, and so forth. This
attribute is the score against which aplayer rolls to deter-
mine a character's success with using the skill. A skill that
is attached to the Learning attribute is a L earning-based
skill. A Learning-derived skill dot need not be spent on a
Learning-based skill.

LearNING SsKllls

Each character knows several skills at the beginning of
the game; these reflect the character's previous life, and
their acquisition is covered in Chapter 1: Player Charac-
ters. As explained below, a character does not necessarily
need to have learned a skill to use it; skills learned by the
character are those in which the character has specialized
to some extent.

Some skills have prerequisites. These are noted on the
skill list and covered in the skill descriptions. Skills listed
as prerequisites must be learned before the character can
learn the skill for which they are prerequisites.

As the campaign progresses, players may wish to have
their characters acquire more skills. There is an experi-
ence point cost for new skills, as explained in Chapter 6:
Running the MAGITECH Game. To actually learn the
skill, however, the character must have the opportunity.

The time it takes to learn a new skill is left mostly to
the GM. A character might practice a skill while adven-
turing; at the end of the adventure, if the player chooses
to spend experience to buy the skill, the GM can simply
allow it without delay. If the character has not practiced
the skill or otherwise made an effort to learn it, the GM
can require the character to take a class or study with a
tutor. As agenera guideline, most skills can be learned in
aperiod of about nine weeks. Some especialy intensive
courses of study, such as an engineering skill, might take
as much as 18 weeks to complete. During a nine week or
18 week course of study, as many as four skills can be
learned at the same time.

The key to determining how much time it takes to
learn a skill is how much it will delay the play of the

game. If al characters are willing to take 18 weeks of
game time for their characters to learn skills, or to just
hang around and wait, then so be it; simply skip to a new
cdendar date in game time. If a course of study will keep
a character out of play for too long, speed things up some-
how. For example, invent atwo week, intensive course on
alchemy. Keep in mind, though, that some skills cannot
be learned any faster; it should still take a character years
to become a doctor.

COMMON sKkillLlLs

As mentioned, a skill does not necessarily have to be
known to be used. Many of the skills listed are based on
the Learning attribute. These must be learned by the
character before they can be used. Other skills are based
on Reflexes, Fitness, Intuition, or Charm; as explained in
the System Guide under "Unskilled Characters," these
can be used by anyone, but are used at half effectiveness.

This gives all characters afairly wide range of skills
they can attempt, regardless of the skills they have
learned. Among the more important skills available in
this manner are Climbing, Swimming, Throwing, Melee
Weapon, Disguise, Stealth, Perception, Searching, Find
Magic, First Aid, Survival, Luck, and Autocarriage.
Though characters who take the skills are good at them,
anyone can try to, for example, climb awall or drive an
autocarriage. The GM should review the skills that are
not L earning-based, to be prepared for PC actions.

balg-sKills

Characters in the MAGITECH game can also take half-
skills. This is done by splitting a skill slot to take two
skills at half effectiveness. For instance, a character could
use a single slot to take half-skills in History and Swim-
ming; the score for using the History skill would be equal
to half the character's Learning, and the score for Swim-
ming would be equal to haf the character's Fitness. Note
that in the case of a half-skill in Swimming, a half-skill
provides no advantage in usage; as explained previously, a
non-Learning-based skill can be used at half effectiveness
anyway. So why take a half-skill in a non-Learning-based
skill?

The answer is that the chance to learn spells is based
on knowledge of skills. If a character knows a skill or a
half-skill, it provides the character a chance to learn a
spell related to that skill. As explained in Chapter 3:
Magic, it is difficult for a character to learn a spell for
which the character does not have a related skill.

A character cannot take an enhancement of a half-
skill. The character can, however, learn a specialty of the
half-skill, but only at the half-skill level. For example, a
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character with a half-skill in Basic Medicine cannot
spend afull dot to get Advanced Medicine with a normal
score; Advanced Medicine can be taken only as a half-
skill. Later, the character can devote half a skill dot to
raise a half-skill to anormal skill. A character with half-
sills in Basc Medicine and Advanced Medicine could
spend asingle skill dot to raise both to normal skill levels.

A character cannot normally take a half-skill as apre-
requisite for anormal skill. For instance, Programming
requires Mathematics as a prerequisite; a character with a
half-skill in Mathematics cannot normally take the Pro-
gramming skill. Option: If the GM wishes to add a level
of detail and complication, a character can be alowed to
take half-skill prerequisites, with each one providing a -
10 penalty to the character's skill (so someone with a
half-skill in Mathematics could take Programming with a
-10 penalty to the score).

The time required to learn a half-skill is no less than
that required to learn a normal skill; it just means the
character was paying less attention in class. A character
can learn as many as eight half-skills during the same
time period.

speclalnes
AND €NDANCEMENTS

As explained in the System Guide, skills are listed in the
form of an outline, with specialty skills listed indented
beneath more basic skills (see Table 2.1: Skill List, page
xX). In this game, to save space, enhancements are listed
in the skill descriptions rather than on the skill list. A
character must have a skill before being able to take an
enhancement of it, or a specidty listed below it. The list
of specialties and enhancements is a sampling, rather
than a complete list, and the GM should feel free to add
new enhancements and specialties (see "Adding New
Skills' later in this chapter).

The difference between a specialty and an enhance-
ment is somewhat ambiguous. In this supplement, a skill
is either a specialty or an enhancement, never both.

An enhancement builds on existing knowledge and
allows a character to become better with a particular area
of a skill, to become more learned in a single gpplication
of that basic skill; acharacter receives a +10% bonus to
the skill score for an enhancement of a skill.

A specialty isrelated to the basic skill, but requires a
little extra knowledge for effective use; there isa-10
penalty to the skill score for each level of specialization.
When a character spends a skill slot on a specialization,
that skill score no longer suffers the -10 penalty.

Example: the Reflexes-based Melee Weapon skill gives
the character proficiency with basic melee weapons—
bludgeoning weapons, like clubs and hammers, are basic
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melee weapons. A character named Xochi has a Reflexes
score of 67 and takes the Melee Weapon skill; she uses all
bludgeoning weapons with a score of 67. A specific kind
of basic melee weapon is the warhammer; Xochi uses a
warhammer with a skill of 67. Xochi could dso choose to
take an enhancement for warhammer, and receive a
bonus for it, using it with a score of 77.

Slashing weapons, such as most swords, are considered
a specialty of basic melee weapons. With the Melee
Weapon skill, Xochi can use a slashing weapon, such as a
long sword, with ascore of 57 (her melee weapon score of
67, minus the penalty for alevel of specialization). Once
Xochi has spent a skill dot to take the Sashing Wegpons
specialization, she could choose to take an enhancement
for asingle type of dashing weapon, such as along sword.

sKkills aND spells

Most of a character's spells are related to the character's
skills. A character who knows how to use wings for per-
sonal transportation has the opportunity to learn aflight
spell; someone with the stealth skill might be able to
learninvishility. Schools or societies that teach skills usu-
aly teach the spellsrelated to the skills as well. Each spell
description lists the skills related to the spell; some play-
ers may wish to refer to this information before making
final skill choices.

USING Sskills

Skills should be listed in the appropriate place on the
character sheet. With the skill, record the attribute on
which it isbased, plus any notes, such aswhether the skill
is ahalf-skill or enhancement. Some players may wish to
record the actual score for the skill; thisis fine, aslong as
the score is adjusted when the character's relevant
attribute changes. It is also okay to list skills to which the
character has automatic access (the non-L earning-based
skills) to serve as a reminder of what the character can
do. Some players may aso wish to list specidties that are
available (with a penalty) because the character has the
base skill. The skills for which the character has actually
spent skill slots should be kept separate or marked in
some way, to avoid confusion.

Unless otherwise noted, a character is assumed to be
trained in al aspects of a skill. A character with the Pro-
gramming skill can write computer programs for most
functions; one who knows the Khmer tongue can read,
write, and speaK it.

The use of skills in uneventful situations requires no
skill check. When the outcome is in doubt, the player
must roll against the skill score to see if the character uses
the skill successfully. All adjustments mentioned are



made to the skill score, not to the die roll. Roll percentile
dice; aroll equal to or less than the character's adjusted
skill score indicates success.

Using a skill takes time; maneuvering an autocarriage
takes only a few seconds, while building one might take
days. The GM will have to decide how much time the use
of askill requires, and how often skill checks are made. In
generd, the use of a specific skill for a single task should
reguire only one check, whether the use of the skill takes
aminute or a day. The GM should feel free, though, to
require severd checks for dramatic purposes. IfaPC isin
a high-speed flying carpet chase, it would be simple to
have the player make a single skill check; if successful,
the PC escapes. However, it would be much more excit-
ing during play to have the player make several skill
checks, one each time the PC encounters an obstacle or
tries a specia maneuver. It is much more satisfying for a
character to dodge buildings and oncoming traffic, knock
over agarbage can, get tangled in alaundry line, and till
ecape, instead of asingle roll and the GM saying "after a
four block chase, you lose them by ducking into an aley."

OwF1ICULTY M ODIFIERS

In some cases, a PC will attempt something difficult, in
which case success requires aroll using a modified skill
score. For adifficult task, use half the character's normal
skill score. For an extremely difficult task, use one-tenth
the character's normal skill score. In both cases, round
down. Xochi, from our previous example, has a Reflexes
of 67. Suppose she had the Stedth skill; her normal score
for the skill is also 67. If she wanted to move quietly
across a creaky wooden floor, a difficult task, her modified
skill score would be half normal, or 33. If the room were
well-lighted, she would have an extremely difficult task;
her modified skill score is one-tenth of 67, or 6 (for an
extremely difficult task, just use the tens digit of the nor-
mal skill score).

Combat has special modifiers, so do not use the generic
difficulty modifiers given here for skills from the Combat
pool. See Chapter 6: Running the MAGITECH™ Game
for details.

MARGIN RATINGS

As explained in the System Guide, it is sometimes inter-
esting to define to what degree an action succeeds or fails.
Some sKills have critical success or critical failure ratings;
these are listed in the skill descriptions.

If the GM would like to add a little color to skills with-
out success or failure margin rating, use a generic rating:
every skill can be consdered to have a success rating of
SO, and afailure rating of FO. If a character succeeds in
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using a skill, and the ones digit of the roll is a 0, some-
thing good happens; if the character fails, and the ones
digit isa 0, something unpleasant happens. When using a
generic margin rating, the effects of critical success and
critical failure should never be greatly beneficial or detri-
mental; instead, the GM should use the ratings to add to
the description of what happens, to add humor or drama
to the situation.

A generic margin rating should never be used with a skill
that has a listed margin rating.

A001ING New sK1LLSs

Though the following skill list is a fairly extensive sam-
pling, it does not hold all the skills a character can know.
At some time, the GM may wish to create new skills,
either to add to an NPC or in response to a request from
players. Many players enjoy this creative aspect; if the
players want skills not listed here, and the GM has the
time to devote to creating new skills specific to each
character, it is highly recommended. Following are afew
guidelines for creating new skillsfor the MAGITECH™
game.

First, though it has much of the feel of science fiction,
this is afantasy game. There is no technology that is not
based on magic, and skills should reflect this. Skills
should not be able to overcome the limitations of the
universe; for example, no one should have the skill to
make gunpowder weapons, or the skill to build a silicon-
and-metal microchip.

Second, this game takes place in the present day.
Though some elements (like space travel) seem futuristic,
daily life is much like that in our own world of the late
20th century. It could upset game balance to create cer-
tain advanced skills, such as the ability to build faster-
than-light starships, or a skill for mass producing spell
crystals, or askill for creating a hand-held self-recharging
disintegrator ray.

Third, the study of magic is a science, and magic has
been an accepted part of life for centuries. Magic is afully
integrated part of the game and the universe; do not treat
it asaweird or unusual thing that calls for odd skills.

In addition, skills should fit in with other skills. Give
some thought to which skill pool the skill fits into, and
try to avoid creating a new pool. If the skill is a specialty
in one pooal, it should not be abasic skill in another pool.

The skill will need to be attached to a particular char-
acter attribute; generally speaking, if the skill must be
learned formally, it is based on Learning, and if it can be
informally learned, it is based on the attribute most
closely related to its use. If the new skill is a specialty
form of another skill, the attribute should be the same as
that used for the base skill.
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Finally, the skill should be useful in some manner, even
if it isjust arole-playing hook; if a character gets nothing
from askill, why have it? Be careful, however, not to cre-
ate skills that give a character an unfair advantage, either
over fellow characters, or over the GM.

Note: Appendix |l presents several ideasfor alternative
campaigns that can be played with the rules and cam-
paign background presented here. If the GM chooses to
run one of these campaigns, it may be necessary to create
new skills. In some cases, such as a mixed technology and
magic campaign, it will be necessary to ignore the guide-
lines just given; the GM will need to experiment to find
what works best.

USING Tbhe skill LisT

The skill list on the next page is broken down into cate-
gories, caled skill pools. Each skill is based on one of a
character's eight attributes. In some cases, this attribute is
listed in parentheses after the name of the skill pool, and
is used for every skill in that pool. In other cases, it is
listed after the name of the skill. Abbreviations are as
explained in Chapter 1 Player Characters.

skillLL poOoOls

Following is a short description of the skill pools available
inthe MAGITECH™ game. The pools are genera group-
ings of skills that have elements in common. Some skills
are available through more than one pool.

Arts: Thispool contains the various artistic endeavors
of humans and other intelligent beings. Most of the skills
are closely related to magic; see the notes on the Psyche
Focus pool. Each skill in the pool can be further defined;
for example, there are many kinds of dancing, from ball-
room styles to ballet to free style.

Athletics: These are various physical disciplines, most
are naturally based on Fitness or Reflexes. These skills
often have applications in adventuring, and some can be
used in combat.

Combat: This pool holds the various fighting skills. All
Combat skills are Reflexes-based, 0 are available in some
form to al characters, whether they actually take a Com-
bat skill or not. Weapons are described in Chapter 5:
Items and Equipment, and more information regarding
their use can be found in Chapter 6: Running the
MAGITECH Game.

Computer: Computers in the MAGITECH universe
are quite different from those in our own world. Some
have keyboards, while others have voice interfaces; see
the equipment chapter for details. Computers are very
useful for information storage and retrieval, and can be
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used to aid in spellcasting; see the section on Psyche
Focus skills in Chapter 3: Magic.

Covert Actions: These are skills used by spies, detec-
tives, and special military operatives. Use of some of
these skills is considered illegal in most nations, so they
should be used with caution. Covert Action skills can be
learned only from groups that deal with them, such as the
military, the government, and criminal society. These
skills have obvious applications in adventuring.

In general, the GM should roll the skill check for
Covert Action skills, for the character may not know
until too late if something has gone wrong.

Crafts: These are the skills that allow characters to
create useful items with something of an artistic feel.
Craft skills more or less fall between those found in the
Arts pool and those found in the Engineering pool: less
complex than engineering, less artistic than art. Craft
skills are useful in preparation for adventures, and they
often have useful spells related to them.

Engineering: All engineering skills are Learning-
based. These are the skills used to build modern machines
and systems. There is no "magica engineering," because
it is all essentially magical, blending magic with other
energies to make them work in harmony. Engineering isa
difficult field to enter, requiring much education, but it
allows the character to build complex items if the proper
materials are available.

Repair skills are listed in this pool. Those skills operate
somewhat differently than other skills, so their descrip-
tions should be perused before final skill selection is
made. Each Engineering skill on the list aso provides
characters with the ability to repair systems created using
that type of engineering, with standard penalties for spe-
cialization. Thus, characters with the Kinetic Engineer-
ing skill could perform basic repairs on any kinetic
system; they would receive penalties when trying to
repair specific types, such as atype of vehicle, unless they
had the appropriate specialty skill.

To actually build many systems, characters need the
Store Magic skill and some of its specialties, particularly
Advanced Magic Storage and its specialties. See the
descriptions of those skillsfor information on storing magic.

Building a system aso requires time and material, s0 is
generally not performed while on an adventure. During
an adventure, an engineer usually repairs items or super-
vises construction of simple systems. The GM must
decide how much time construction takes, and the avail-
ability of required materials.

Besides their applications as repair skills for adventur-
ing, Engineering skills offer characters many powerful
spells.

Note: The influence of the theory of the four classica
elements (useful in magic) can be seen in the division of



Table 2.1 SKill List

ARTS
Acting* (Cha)
Art* (Int)
Composing + (Lea)
Dancing* (Ref)
Disguise (Cha)
Music (Cha)
Instrument* (Cha)
Voca Music* (Cha)
Photography (Int)
Poetry* (Int)
Writing* (Int)

ATHLETICS
Acrobatics(Ref)
Climbing (Fit)
Jumping (Fit)

Kicking* (Ref)
Organized Sports* (Int)
Running (Fit)
Swimming (Fit)
Throwing* (Ref)

COMBAT (Ref)

Melee Weapons*
Piercing Weapons*
Slashing Weapons*

Throwing*

Missile Wegpons®
Bows*
Sling

Unarmed Combat
Martial Arts*
Pugilism
Wrestling

COMPUTER

Computer Systems (Int)
Adv. Comp. Sys. (Int)

Programming+(Lea)

COVERT ACTIONS
Camouflage (Int)
Counterfeiting (Lea)
Disguise (Cha)

Forgery (Ref)
Lockpicking (Ref)
Pickpocket (Ref)
Security Systems (Lea)
Smuggling (Int)
Stealth(Ref)

* See description for list of
enhancements.

+ Seedescriptionfor pre-
requisites.

CRAFTS

Brewing (Lea)
Carpentry (Ref)
Cooking (Int)
Metalsmithing* (Fit)
Pottery (Ref)

Sewing (Ref)
Stonemasonry (Fit)

Weaponcrafting* (Lea)
Bowyer/Fletcher* (Lea)
Guncrafting* (Lea)
Wandcrafting* (Lea)

ENGINEERING (Lea)
KineticEngineering+
GasEngineering +
Liquid Engineering +
Solid Engineering ¥
Heavy WeaponsEng. +
Mechanica Eng.+
Powered Machines
Vehicle Engineering +#
WaveEnergyEng.+
Golem Engineering +
Optica Engineering+
Ball Engineering+
MirrorEngineering+
TelaudioEngineering+
Ball Engineering+
Mirror Engineering+
Therma Engineering +
EsotericPhotonicEng.+
Repair
Repair Group
Repair Type

HUMANITIES (Lea)
Archaeology

History*

Law*

Linguistics

Literature*

Philosophy

Political Science
Sociology

Theology*

INVESTIGATION
Alchemical Anal. (Lea)
Crystal Analysis (Lea)
Fingerprinting (Lea)
Glyph Andysis (Lea)
Motion Glyph (Lea)
Protection Glyph (Lea)
Handwriting And. (Int)
Library Research (Int)
Perception (Int)
Scroll Analysis (Lea)
Searching (Int)
Spell Analysis (Lea)
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LANGUAGES (Lea)
See pool description
Chinese (Mandarin)
Delphin

English

French

German

Kechua

Khmer

Kiche

Spanish

Swahili

Tsdagi

Yoruba

MAGIC
Find Magic (Psy)
Remove Magic (Psy)
Interrupt Magic (Psy)
Store Spellt (Lea)
Potions (Lea)
Adv. Spell Stor. (Lea)
Crystals (Lea)
Grystalglyphs(Lea)
Glyphs(Lea)
Crystalglyphs (Lea)

MEDICINE
First Aid (Int)
BascMedicine+ (Lea)
AdvancedMed. + (Lea)
Speciaized Med. (Lea)
Surgery (Lea)
Spec. Surgery +(Lea)
Pharmacology + (L ea)
Emergency Med. + (Lea)
Paramedic (Lea)

MILITARY
CodeUse(Lea)
Demolitions(Lea)

Heavy Weapons (Int)
Missile Launchers* (Int)
Spell Launchers* (Int)

Leadership (Cha)

Military Animas (Int)

Military Science (Lea)

Military Vehicles* (Lea)

NATURE

Animal Handling (Int)
Animal Lore (Lea)
Animal Training* (Int)
Farming (Int)
Hunting* (Int)
Navigation (Int)

Plant Lore (Lea)
Riding* (Int)

Survival (Int)
Tracking (Int)
Weather Sense (Int)

PERSONALITY
Bargaining (Cha)
Bribery (Int)
Etiquette (Cha)
Gambling (Cha)
Leadership (Cha)

Luck (Psy)
Streetwise (Int)

PsycheFocus(L ea)
See pool description
Color

Form

Idea

Link

Motion

Rhythm

Symbol

Tone

Voice

SCIENCES (Lea)
Alchemy
Atomics
Chemics
Subatomics
Astrology
Divination
Gravity
Motion Studies
Biology/Necrology*
Anatomy*
Golem Studies*
Pargpsychology
Psychology*
Earth Sciences
Geology
Meteorology
Oceanography
Paleontology
Energy Sciences
Electronics
Kinetics
Photonics*
Sound
Life Sciences®
Anthropology
Botany

Zoology*
Mathematics*

TRANSPORTATION
Air Carrier (Lea)
Autocamage* (Ref)
Boating* (Int)

Carpet Piloting* (Ref)
Navigation (Int)
Riding* (Int)

Space Navigation (Lea)
Spacecraft* (Lea)
Wings* (Fit)
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engineering skills: air as Gas Engineering, water as Lig-
uid, earth as Solid, and fire as Wave Energy Engineering.

Humanities: These skills are representative of modern
culture and are closely related to the arts. Humanities
skills are dl Learning-based. Though not always useful in
adventuring, these skills are good for role-playing.

Investigation: These are the skills with which charac-
ters can analyze and study the world around them. These
can be very useful on adventures, especidly in recogniz-
ing stored and active magic, finding information, and so
forth.

Languages: All languages are Learning-based skills; a
character with skill in a particular language can read,
write, and speak that language. Because the skill is basi-
cally the same for all languages, they are not listed sepa-
rately in the list of skill descriptions. A character receives
one language skill ot for free, that of his or her native
tongue. Only one native tongue is free; someone with
mixed heritage must choose one native language, but can
take another language by spending a skill dot.

A half-skill in a language can be treated normally, giv-
ing the character half ability in speaking, reading, and
writing the language. Alternately, a half-skill in alan-
guage can provide reading and writing with a normal skill
score, but no ability to speak the language. Likewise, a
half-skill could provide the ability to speak the lan-
guage—with a normal skill score—but no ability to read
or write it. How a character handles a half-skill in alan-
guage should be determined when the character takes the
skill.

The languages on the skill list are not the only ones
available, but are the most important in the MAGITECH™
universe. English is the most common language in the
world; it is used throughout North America and exten-
sively on Hanahpu. Kechua (the language of the Incan
Empire, Tawantinsuyu), Swahili (the official language of
Zimbabwe and other eastern African nations), and Man-
darin Chinese are other important human tongues. Tsdagi
is the official language of the humans of Ayelih; Yoruba is
used by the humans of western Africa. Spanish is popular
among adventurers, for Spain is apopul ar base for expedi-
tions into ruined Europe. French is the language of the
Commonwealth on Hanahpu.

German is the primary dwarven tongue. Most elves
speak Kiche', a combination of Quiche and other Mayan
dialects, along with several words of Nahuat| (Aztec).
Kiche' is aso the tongue of the Centecs of Tollan. Khmer
is the language of the lizard folk of Kampuchea and
Hanahpu. Delphin is the language of the delphins, the
only intelligent race indigenous to Hanahpu.

Magic: Though the skills in this pool could very cor-
rectly fit in the Sciences pool, magic is so pervasive in
society that it is given its own pool. The skills in this pool
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are vital for manipulating and storing magic, and form
much of the basis of modern society. See the skill descrip-
tions and Chapter 3: Magic for details on storing and dis-
pelling magic. Note that all methods of magic storage
always require a skill check for success.

Medicine: These are the skills that a character uses to
heal others; many require at least minimal equipment to
be effective. Proficiency in these sKills gives the character
access to healing spells.

Military: The skills in this pool are available only to
characters who have had some kind of military training,
and include skills for using military weapons and vehicles.
Only characters with the mercenary profession automati-
cally have military training. Other professionswith initial
access to the Military pool are the dilettante, jack-of-all-
trades, programmer, wizard, and writer (game designer).
Other characters can choose from this pool using Intu-
ition-derived skill dots, if the GM approves. Any charac-
ter with access to this pool must be given a history
including military training of some kind.

Military equipment is described in Chapter 5: Items
and Equipment, and the use of military skills is also cov-
ered in Chapter 6: Running the MAGITECH Game.

Nature: The skills in the nature pool are those related
to dealing with the natural environment. They are very
useful to adventurers, who tend to spend agreat deal of
time away from civilization.

Per sonality: These skills reflect a character's ability to
deal with others. Situations involving most of these skills
should be role-played, rather than dependent on adie
roll. The skill and the skill score are provided as a conve-
nience; in general, a PC's skill check should help guide
the GM's role-playing of NPCs. See the skill descriptions
for guidelines on using role-playing instead of die rolls.

Psyche Focus Psyche Focus skills are different in sev-
eral ways from other skills, and there is a special block for
them on the character sheet. Psyche Focus sKills are not
listed in the skill descriptions that follow.

The skills in this pool are used to boost a character's
effective Psyche, so the character can cast more difficult
spells. Basically, each listed skill is an aid to thinking
about a spell. Each Psyche Focus skill is Learning-based,
and so cannot be used by characters who have not spent a
skill slot to learn it. However, once a character has
learned a Psyche Focus skill, no skill check needs to be
made for its use. These skills focus Psyche only for the
purpose of spellcasting, and do not affect Psyche checks
for skills or other purposes.

Each Psyche Focus skill has a single "enhancement,"
which costs the standard skill slot, and is simply a more
effective use of that particular focus. A character who
spends one skill ot on Motion could gain a +5 bonus to
effective Psyche simply be pointing a finger at the spel's



target; acharacter who spends two slots on Motion gains
a +10 bonus for the same action.

Psyche Focus skills can be combined, easily in most
cases. For example, a character could combine the
Rhythm and Motion focus skills, and dance to boost his
or her Psyche.

Certain other skills are similar to Psyche Focus skills,
but give a character no advantage in learning or using the
Psyche Focus skill. For instance, a character with the
Music skill knows about rhythm and tone, but cannot use
them to focus Psyche unless the Psyche Focus skill is
taken. A well-developed character would probably
choose Psyche Focus skills consistent with other skills,
like a musician using Rhythm and Tone, or an optical
engineer using Color.

Psyche Focus skills are taken using Psyche-derived skill
slots (see the section on choosing skills in Chapter 1:
Player Characters). They cannot be taken as half-skills.

Because they are so closely tied to the use of magic,
Psyche Focus skills are fully described in Chapter 3:
Magic.

Sciences: All science skills are L earning-based. These
skills reflect knowledge about the named field, and can
provide the character with insights regarding related
things. For instance, a character with the Meteorology
skill might be able to predict the weather; one with
Botany would be able to recognize plants. These specific
things can be done with the skills Weather Sense and
Plant Lore, but a character who has studied the science
would know more: the meteorologist would also be able
to describe weather patterns, and would know what to
expect in a given geographical location; the botanist
would not only recognize plants, but would know how to
use them, how best to help them grow, and how best to
kill them.
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Since most spells are learned in the form of equations,
and scientific experimentation helps determine those
equations, science skills offer greater access to spells than
most other skills.

Transportation: This skill pool holds the skills neces-
sary to pilot most conveyances. Skills for personal trans-
portation are relatively simple and can be learned by trial
and error; almost everyone can drive, but certain people
are very good at it. Skills for piloting commercial air car-
riers and spacecraft must be learned formally.

Some skills in this pool have a Racing enhancement.
A character who takes that enhancement is skilled at
piloting or driving at high speed, making evasive maneu-
vers, etc.

SK1LL OE€SCRIPTIONS

In some cases, the name of a skill offers most of the expla-
nation a skill requires. However, some skills are different
than their titles might suggest, because of the way in
which the MAGITECH™ universe is skewed from our
own reality. For example, the science of electronics is
considered a useless endeavor by most (except golem
engineers), because of the popular use of magic. Players
should read the descriptions of the skills they choose for
their characters.

After the name of the skill is listed the pool to which
the skill belongs and an abbreviation of the attribute used
for the skill. A few skills are available in two pools, so
both are listed. If the skill is a specialty or sub-specialty,
the notation "S" appears after the name of the skill pool.

If the skill is a specidlty, the skill for which it is a spe-
cialty must be taken as well. For the hierarchy of skills,
refer to Table 2.1: Skill List. Each skill description lists
any other prerequisites necessary for taking a skill, as well
as the enhancements available, if any.

Each description explains what a character can do with
a successful skill check for the skill. If it says a character
knows something, no skill check is required unless the
character wants to recall something specific in the area of
knowledge. If the description says a character can do
something with the skill, a skill check is required for the
character to perform that action successfully.

Acrobatics (Athletics, Ref). The character has good
balance and coordination. The character can perform
tumbles and flips, juggle three items, walk a tightrope for
10 meters, or fall as much as 10 meters without damage.
An acrobatic maneuver gives no advantage in combat,
other than to possibly move the character into a more
advantageous position.

Acting (Arts;, Cha). The character can pretend to be
someone else. Enhancements include stage, mirror, and
holo acting.
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Advanced Computer Systems (Computer/S; Int).
The character can use programs that are not user-friendly,
and can get the most from a program. The character dso
knows the basics of debugging; though correcting a prob-
lem is adifficult task, locating the problem is nat.

Advanced Medicine (Medicine/S; Lea). With this
skill, acharacter can bind wounds, restoring 1d6 Stamina
points or 1 Body point (with the same restrictions as for
First Aid). The character can diagnose disease and other
medical problems. With the proper facilities and equip-
ment, the character can increase hedling rates, treat com-
plicated wounds and diseases, and perform minor external
surgery; see Chapter 6: Running the MAGITECH™
Game for details on healing. If licensed, the character
can legaly prescribe medicines.

The prerequisite for Advanced Medicine is Anatomy.

Advanced Spdl Storage (Magic/S; Lea). The charac-
ter knows advanced methods of spell storage, including
the sedom-used Pattern Storage. Crysta's and glyphs can
be constructed (with the standard specidlization penalty),
but in a limited fashion. The character can make crystas
with atrigger of asingle type, either time, touch, voice,
or proximity; the character must have the Crystals spe-
cialization to use other triggers. Without Glyphs special-
ization, the character can make glyphs of spells with a
difficulty of 100 or less. Crystalglyphs must follow the
restrictions for both crystals and glyphs. See the other
Storage skill descriptions, and Chapter 3: Magic, for
details on spell storage.

Air Carrier (Transportation; Lea). The character can
pilot alarge air carrier, commonly known as a supercar-
pet, capable of carrying several passengers. This is the
skill to use the air carrier's many systems and does not give
the character the ability to navigate.

Alchemica Andyss (Investigation; Lea). The char-
acter can analyze substances to determine their alchemi-
cal makeup. This is useful for separating blood from
tomato stains, analyzing poisons and rare drugs, and ana-
lyzing ashes to see what was burned. The character can
also analyze potions, which have a magical makeup as
well as an alchemical one. The skill requires tools or
spdls to be effective.

Alchemy (Sciences; Lea). Alchemy combines the
real-world science of chemistry with particle physics and
similar disciplines. The character knows basic achemy:
how chemical elements react and interact, the makeup of
atoms and molecules, and the basics of radiation. See
Atomics, Chemics, and Subatomicsfor details.

Anatomy (Sciences/S; Lea). This skill is more cor-
rectly called Anatomy and Physiology; the character
knows how the human body is put together, and how its
different systems work. The character can take an
enhancement for a particular bodily system, as follows:
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skeleton, muscle, nervous system, hormonal system, cir-
culation, digestion, respiration, and immune system. Wiz-
ards studying animation techniques often study the
muscle system, while those who specialize in illusions
often study the nervous system (and thus the senses).

Animal Handling (Nature; Int). The character can
work easily with domesticated animals, getting more from
them than ancther character might. Dealing safely with a
wild animal is adifficult task.

Animal Lore (Nature; Lea). The character can iden-
tify normal animals and can predict their behavior with
some accuracy. See dso Zoology.

Animal Training (Nature; Int). The character can
train animals. The animal to be trained must be one that
can accept training, such as dogs, bears, hawks, and so
forth; very wild or exotic animals cannot be trained. It is
up to the GM to decide exactly which animals can and
cannot be trained. The character can take an enhance-
ment for a specific type of animal.

Anthropology (Sciences/S; Led). The character
knows about the behavior of primitive humans and
humanoids, and can dea with them; the skill is some-
thing like Etiquette for primitive people. This skill gives
the character no advantage with civilized folks; for that,
see skills in the Humanities and Personality pools.

Archaeology (Humanities; Lea). The character
knows about ancient civilizations, and can recover arti-
facts and interpret them to glean knowledge about
ancient civilizations.

Art (Arts; Int). The character is proficient in art his-
tory, appreciation, and creation. Creation includes a
sense for arrangement and space. Enhancements include
drawing, painting, and sculpture. The character can dso
take enhancements related to Crafts like Sewing and Pot-
tery, to make artistic samples of the crafts.

Astrology (Sciences; Led). The science of astrology
concerns the movements of planets and stars, the forma-
tion of new planets and stars, and the ways in which these
events influence living beings. The character with this
skill knows details about the planets of the solar system
and where stars and constellations are located in the sky
a different times of year. She or he can determine the
general traits of people born during a certain time of year
or on acertain day.

Atomics (Sciences/S; Led). This specialty of Alchemy
is the science of atoms and elements. The character has
concentrated on the properties of the elements, their
appearance, where they can be found, and how they can
be used.

Autocarriage (Transportation; Ref). The character is
particularly good at driving manual autocarriages, and
can take an enhancement for Racing, or for a specific
type of autocarriage.



Note: Golem autocarriages require little skill to oper-
ate; see the Riding skill.

Ball Engineering (Engineering/S; Lea). Crystal balls
were originally designed to look at specific people; mod-
ern crystal balls can link with other crystal balls accord-
ing to codes. The character can design crystal balls for
various purposes, and can repair crystal balls and change
their coding and capabilities. The character can also
design answering/recording devices for crystal balls.

The character cannot create a crystal ball or message
recorder without the proper materials and spells and the
Crystalglyph skill. It is possible, however, to create atem-
porary crystal ball by using spells on any transparent
material.

The character must have both Sound and Photonics to
take this skill.

Bargaining (Personality; Cha). This is the skill of
making deals in such a manner that both buyer and seller
believe they got the better of the other. In game terms,
this means persuading someone to sell something for less
than they are asking, or to buy something for more than
they first offer. The GM, not the player, should roll for
this skill, and use the results to guide role-playing in bar-
gaining. Alternatively, to save time, a simple Bargaining
roll can be used to determine how much an item costs a
PC.

Basic Medicine (Medicine; Lea). The character has
learned basic medical training. Characters with the skill
can use any sub-skill (with appropriate penalties).

The character can bind or stitch wounds, deliver
babies, and diagnose medical problems; diagnosing dis-
ease is a difficult task. The character can heal 1d6 Sta-
mina points with a successful skill check (with the same
restrictions as for First Aid). If licensed, the character can
prescribe medicines. With proper equipment, the charac-
ter can treat diseases and other medical problems; see
Chapter 6: Running the MAGITECH™ Game for more
information.

The prerequisite for Basic Medicine is Biology/Necrol-

OgsI/E%iology/NecroIogy (Sciences; Lea). The Biology skill
is concerned with life and things living, Necrology with
death and things that once lived; they are closely related,
different aspects of the science of life. There is no practi-
cal difference between the two; they are simply two dif-
ferent ways of looking at things. The character should
choose either Biology or Necrology as arole-playing
focus.

The character knows about biological function, includ-
ing metabolism and decay, plus basic information about
each of the science's specialties. Enhancements include
Microbiology and Bioalchemy.

Boating (Transportation; Int). The character can
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handle and pilot small boats, and can aso serve as a deck
hand on a ship. The character cannot necessarily navi-
gate. The character can take an enhancement for Racing,
or for a specific kind of boat (Sailed, Rowed, Poled, or
Enchanted).

Piloting a submersible is a difficult task, unless the
character takes this skill again specifically for sub-
mersibles. If the character takes the skill for submersibles,
she or he can take an enhancement for submersibles as
well (all submersibles are basically the same, 0 the char-
acter cannot get an enhancement for a single type).

Botany (Sciences/S; Lea). The character can identify
plants, and knows how plants grow, what their compo-
nent parts are, how to care for plants, what plants to
expect in agiven region, and how best to kill plants.

Bows (Combat/S; Ref). The character can shoot a
bow. This skill includes all muscle-powered missile weap-
ons involving a string or similar launch mechanism.
Enhancements include the Slingshot and the different
types of bows, such as Long Bow and Short Bow.

Bowyer/Fletcher (Crafts/S; Lea). The character can
make bows, crosshows, dlings, slingshots, and arrows, and
can take an enhancement for any of these.

Brewing (Crafts;, Lea). The character can brew beer
and similar drinks. The character can prepare brewing
formulae, sdlect ingredients, and age the product.

Bribery (Personality; Int). The character can tell if a
particular official is bribeable, and approximately how
much the bribe would cost. The attempt should be role-
played; if the PC does it poorly, the official may well turn
in the character. Likewise, if the character does it well,
the official will probably take the bribe.

Though role-playing is recommended, for speed the
success of a bribery attempt could be determined with a
Charm check.

Camouflage (Covert Actions; Int). The character can
make things blend into their backgrounds. The skill cov-
ers techniques of both personnel camouflage (clothing
and makeup) and area camouflage (using artificial or nat-
ural foliage to break up the outline of vehicles, tents, and
even buildings). Camouflage is proof against the Percep-
tion skill, but can be spotted by a successful use of the
Searching skill.

Carpentry (Crafts; Ref). The character can build all
sorts of items from wood. Unusual or complex construc-
tions require a plan prepared by someone with Solid
Engineering.

Carpet Piloting (Transportation; Ref). The character
is adept at piloting aflying carpet. Enhancements include
Racing, plus enhancements for individual types of car-
pets.

Chemics (Scienced/S; Lead). This specialty of Alchemy
is the science of chemical compounds. The character has
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concentrated on how elements join together into com-
pounds, what compounds will do, how they are broken
down, and what kinds of compounds occur in nature.

Climbing (Athletics; Fit). The character is familiar
with climbing gear, can recognize handholds and
footholds, and can climb vertical surfaces of al types.
One skill check should be made approximately every 20
meters. Climbing smooth surfaces and climbing without
gear are considered difficult tasks.

Code Use (Military; Lea). The character knows and
can use various codes with standard communications
equipment (usually telaudio or crystal ball).

Composing (Arts; Lea). The character knows how to
write music for voice and instruments, and can create
musical compositions. The prerequisite for this skill is
Music.

Computer Systems (Computer; Int). The character
can use computer systems and user-friendly programs; the
systems in the MAGITECH™ game are s0 easy to operate
that virtually anyone can puzzle out how to use them
with just a few minutes of experimentation.

Cooking (Crafts; Int). The character can prepare and
serve quality meals.

Counterfeiting (Covert Actions, Lea). The character
can mint counterfeit money with the proper equipment.
Proper molds and plates can be produced only with acrit-
ica success (SO); thisrequires asuccessful Art skill check
as well. The character can spot counterfeit bills and can
spend counterfeit money without being detected. The
Searching skill can recognize counterfeit money.

Crystal Analysis (Investigation; Lea). The character
can analyze a spell crystal to determine the type of spell it
contains; this always requires a skill check. Though the
type of trigger is fairly obvious for a spell crystal, a suc-
cessful skill check is required to determine the precise
trigger, or triggers beyond the first for multiple-trigger
crystals. A crystalglyph can be analyzed enough to deter-
mine the trigger(s) for the glyph; the glyph can be ana
lyzed only with Glyph Anaysis.

Crystal Analysis requires no equipment, but the crystal
must be dosdy examined to be andyzed. The crysta may
go off while being analyzed, depending on the type of trig-
ger it has; the Interrupt Magic skill would be useful in
approaching the crystal, and various enhancers of vision
could obviate the need to approach the crystal at al. Crys-
tal Analysis takes a number of seconds equa to the diffi-
culty of the spell, so the analysis might take longer than
the minute allowed by a single use of Interrupt Magic.

Crystalglyphs (Magic/S; Lea). This method of spell
storage combines the best features of crystals and glyphs:
the triggering methods of the crystal, and the perma-
nency of the glyph. Making one is difficult and time-con-
suming; see Chapter 3: Magic for details.
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The methods for making crystalglyphs were studied
and codified in the 1960s, though some crystalglyphs
were created earlier. Modern crystalglyphs use miniatur-
ized glyphs that were very difficult to make in the past.

Crystals (Magic/S; Lea). One of the storage methods
for spells is the crystal, sometimes called the quantum
crystal. The character can store a spell in crystal form,
with any type of standard trigger (proximity, time, touch,
or voice). Creating a spell crystal with a mental trigger is
an extremely difficult task. See Chapter 3: Magic for
information on storing spells.

Dancing (Arts; Ref). The character knows how to
combine rhythm and motion into various forms of dance.
Enhancements include specific types of dance, from
Waltzing to Ballet to Tribal forms.

Demoalitions (Military; Led).The character can accu-
rately judge the amount of explosive needed for a particu-
lar task (making a hole, sealing a cave entrance,
destroying a building, etc.). The character can place the
explosive accurately and set it off without being blown
up. The character can also disarm explosives, but on a
critical failure (F8, applicable only to disarming attempts)
the character is caught in the blast.

Disguise (Arts; Covert Actions; Cha). Using make-
up and costume, the character can create a disguise good
enough to fool others under less than perfect conditions
such as bad light, fog, or distance. Disguises sufficient to
fool inspection have a success rating of S2 (inspection is
defined as the successful use of the perception skill). A
character using the Searching skill successfully can pene-
trate even a critically successful disguise, if the PC has
specified she or he is Searching for one.

The disguise can be for the character or for a compan-
ion. Only a general disguise is possible, though a charac-
ter with the Acting skill could possibly imitate a specific
person. Only humanoid species can be imitated, and then
only if the character has essentially the correct build.
Makeup and costumes (or magic) are essential for the use
of this skill. Using the skill without appropriate accou-
trements is a difficult task.

This Kill's critical failure rating, F8, indicates that the
job has been severely botched, and the character is easily
recognized as an impostor attempting disguise.

If thisskill istaken from the Artspodl, it isused to aug-
ment the Acting skill. If taken from the Covert Actions
poal, it is used for spying. There is no difference in terms
of game rules.

Divination (Sciences/S; Lea). The character can
make a general prediction about the future, by reading
various signs. The specific method of divination can vary,
from basic astrological predictors to more specific evi-
dences of natural rhythms, such as the arrangement of tea
leaves or tarot cards. General predictions include indica-



tions of danger or security. Making a specific prediction is
a very difficult task. The exact amount and type of infor-
mation revealed with the use of this skill is up to the GM,
who should not feel compelled to give away too many
secrets to the players.

Earth Sciences (Sciences; Led). The character knows
basic geology, meteorology, oceanography, and pal eontol-
ogy; these specialties must be taken for complete knowl-
edge. Basic Earth Science is Geography, including the
different types of land formations and how they interact
with weather and oceans, as well as the theory of plate
tectonics. The character knows where various geographi-
cal features are found on earth.

Note that all aspects of this skill concern the Earth
itself. The character can choose to take Earth Sciences
related to the planet Hanahpu instead, learning the
Geology, Meteorology, Oceanography, Paeontology, and
Geography of that planet. If the character takes special-
ties of this skill, they are related to the planet studied.

Electronics (Sciences/S; Lea). The character knows
how electrical energy istransmitted and created. Thisisa
fledgling science, considered relatively useless, for magic
powers most things. In the modern world, electrical
energy is used only for the transmission of impulses
between the crystalglyph elements of golems and com-
puters.

Some electronics scientists have gone s far as to con-
struct generators, which use motion and magnetism to
create electrical impulses; these folks are regarded as
eccentric by others, who simply use magic to create elec-
trical impulses on the rare occasions when they are
needed.

Emergency Medicine (Medicine; Lea). The character
can identify wounds, deliver babies, bind wounds, perform
CPR, splint broken bones, move injured beings with rela-
tive safety, stabilize patients for transport, treat shock and
injuries, and administer intravenous injections of stabiliz-
ing mediums. Recognizing a disease is a difficult task. The
character can restore 1d6 Stamina points to an injured
person, with the same restrictions as for First Aid. Equip-
ment or a spell is often necessary for treatment of injuries.

The prerequisite for this skill is either First Aid or
Basic Medicine.

Energy Sciences (Sciences; Lea). The character
knows details about various types of energy, including
magics, electronics, kinetics, photonics, and sound. The
character has extensive knowledge of magics, since magic
is considered the basic energy science; the other types are
specialties which must be taken individually for complete
knowledge. The character knows how magic works, how
it can be used, and how it can be stored.

Esoteric Photonic Engineering (Engineering/S; Lea).
The character can design systems based on esoteric pho-
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tonic energies (microwaves, radiotel egraphy waves, and
other particle wave transmissions, excluding heat and
light). Most people consider this an odd profession, and
only very basic systems have been produced o far. Since
magic is much easier to use and is amore flexible medium
for energy transfer, esoteric photonics are seldom studied.

The prerequisites for this skill are Photonics and its
Esoteric Photonics enhancement.

Etiquette (Personality; Cha). The character knows
how to behave in certain situations, ranging from an
interview with a brigadier general to an audience with
the divine Inca. Though role-playing is encouraged in the
use of this skill, there are things a character knows that
the player may not; a successful skill check should
encourage the GM to at least give the player role-playing
hints, or just assume the character acted correctly, per-
haps giving the character a +10 to Charm for the dura-
tion of the encounter.

Farming (Nature; Int). The character knows how to
plant, harvest, and store crops, as well as how to tend
livestock.

Find Magic (Magic; Psy). The character has chosen to
develop a sensitivity to magical energy, enabling him or
her to detect when magic is in use, or to detect stored
magic. The character must always make a skill check to
use the skill, and must be within a meter of the stored or
active magical energy.

Fingerprinting (Investigation; Lea). The character
can take fingerprints from most smooth surfaces, finger-
print a person, and compare fingerprints to records. Use
of the skill requires proper equipment or spells.

First Aid (Medicine; Int). The character can bind
wounds and recognize basic medical problems. Treating
severe problems, such as shock or broken bones, is a diffi-
cult task, as is stabilizing a patient for transportation for
more extensive medical care; see Chapter 6: Running the
MAGITECH™ Game for details regarding medical com-
plications.

First Aid can be used on any character who has sus-
tained injuries in a battle. If the skill check is successful,
that character regains 1d4 Stamina points. First aid can
be applied to a character only once after a single battle,
and heals only wounds sustained in that battle. Some
kind of equipment is often necessary for First Aid.

Forgery (Covert Actions; Ref). The character can
forge a signature or an extensive document, such as awill.
The forgery will pass casua inspection (successful use of
the Perception skill); on a critical success (S2), the
forgery can pass close inspection (use of the Searching
skill). Forging long documents is slow work, and can
require aday or more to complete.

Gambling (Personality; Cha). The character knows
the rules to most games of chance, and how betting pro-

PPN SIS PP SIS PP S SPPSSPSSSPPSSGS PPPGPPSP S P S PPPSPSPP I

* 33



SKl1LLs

ceeds in those games. With a successful skill check, the
character can cheat or bluff successfully (fooling a suc-
cessful Perception check, but not a Searching check used
to find cheating). A critical success (S2) means the char-
acter has cajoled opponents into betting more than nor-
mal. Failure is noticed by a Perception check, while a
critical failure (F8) means that the cheating has been
spotted, even without a Perception check.

Gas Engineering (Engineering/S; Lea). The character
can design systems that move or store gaseous matter
(like air), or that are driven by it. These include wind-
mills, fans, wind tunnels, and steam engines. The charac-
ter can choose an enhancement for a particular type of
system.

The prerequisite for this skill is Kinetics.

Geology (Sciences/S; Lea). The character knows
about glaciers, geologica processes, minerals, rocks, and
rock formations, including how various rocks and miner-
as are formed, what ores look like, and how mineras are
useful.

Glyph Analysis (Investigation; Lea). The character
can recognize and analyze glyphs of al types. Motion
glyphs and protection glyphs (including trap glyphs) are
extensive subsets of glyphs; unless the character takes the
appropriate specialty, analysis of these types of glyphs suf-
fers the standard speciaization penalty.

The glyph (the stored spell) of a crystalglyph can be
analyzed, but usually regquires microscopic examination;
its trigger(s) can be determined only with Crystal Analy-
ds. The Interrupt Magic skill could be useful in analyzing
glyphs, to keep them from being accidentally triggered.

The character must be able to examine the glyph visu-
aly to use this kill, so may need tools such as atdescope
(for volatile protection glyphs), a microscope (for crystal-
glyphs), or aclairscope (for glyphs partly hidden from
view).

Glyphs (Magic/S; Lea). The character can store a
spell in aglyph. The glyph is a permanent storage method
for spells, and must be triggered by other magic. See
Chapter 3: Magic for details regarding spell storage.

Golem Engineering (Engineering/S; Lea). The char-
acter knows how to repair, enhance, and construct
golems, artificial constructs that can learn various proce-
dures. The character can also determine if a golem is
infected with a bug or virus, though finding and eradicat-
ing such things requires equipment or spells.

The character can dso repair and design zombies, sim-
pler artificial constructs built and programmed for a spe-
cific function or set of functions. Zombies are also
time-consuming to construct, but not o much as golems.
A zombi€e's function is dictated by the glyphs with which
it has been inscribed.

Golems are difficult and time-consuming to construct.
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A golem's control unit is an animal brain that has been
preserved with acrystalglyph. Prerequisites for the Golem
Engineering skill include Biology/Necrology, Golem
Studies, Electronics, and Kinetics. The character can
take an enhancement of the Golem Engineering skill, for
Zombies or for a specific type of golem, but must have the
corresponding enhancement of the Golem Studies skill.
Specific golem and zombie types are described in Chapter
5: Items and Equipment. To construct a golem vehicle,
the character must make a check against the Vehicle
Engineering skill as well.

To actually construct a golem, a character must have
the Golem Engineering skill and dl its prerequisites, as
well as the Crystalglyph skill (and its prerequisites) from
the Magic pool. In addition, the character must have the
components (which are sometimes rare and expensive)
and the time to build the golem.

Golem Studies (Sciences/S; Lea). The character
knows how golem and zombie command structures
should be put together, as well as golem psychology and
various animation and preservation techniques. The
character can analyze an unknown golem to discover how
it operates. With todls, the character can locate and erad-
icate bugs and viruses in a golem. The character can take
an enhancement for Zombies or for a specific type of
golem.

Gravity (Sciences/S; Lea). The character knows all
about gravity and how it affects matter.

Guncrafting (Crafts/S; Lea). The character can repair
and craft guns and bullets, with the proper equipment.
Enhancements are available for Bullets or for a specific
type of gun. See Chapter 5: Items and Equipment for a
description of guns and bullets.

Handwriting Analysis (Investigation; Int). The char-
acter can detect forgeries or determine facts about the
person who wrote a specific sample. A character trying to
detect aforgery must have a sample actually written by
the person, to compare to the forgery. If this is the case,
the character can detect even a critically successful
forgery with a smple success roll. If the character making
the analysis has seen a sample of the real handwriting, but
such a sample is not present, detection of aforgery isa
difficult task.

If used on writing that is not forged, a successful skill
check can determine any one of the following: handed-
ness, age, sex, education, nationality, or persona tenden-
cies (confidence, nervousness, depression, €tc.).

Heavy Weapons (Military; Int). The character can
fire large, hand-carried weapons that are normally
mounted on a tripod before use, and that fire spdls or use
magic to propel large missiles. With the standard penalty
for speciaization, the character can operate larger weap-
ons, which cannot be carried by hand, and must be



mounted on a large vehicle or a stable base (see the Mis-
sile Launchers and Spell Launchers skills).

Most modern heavy weapons are equipped with range
finders and other such equipment; if this is damaged, the
character must make a skill check (Intuition-based) to
use the weapon, but a Reflexes check (possibly for a diffi-
cult task) determines if the character hits with the heavy
weapon. If range-finders and sites are intact, the single
Intuition-based skill check indicates that the character
used the equipment properly, and hit the desired target.

See Chapter 5: Items and Equipment for examples of
heavy weapons.

Heavy Weapons Engineering (Engineering/S; Lea).
The character can design heavy weapons, large spell or
missile launchers used primarily by militaries. This
includes hand-carried weapons with tripod mounts and
weapons designed to be mounted on vehicles or stable
bases. The character can take an enhancement for con-
structing a specific type of heavy weapon.

The prerequisite for this skill is Kinetics.

See the Heavy Weapons skill for more details.

History (Humanities; Lea). The character knows
general world history. Enhancements include the history
of a specific country, a specific era, or a specific topic.

Hunting (Nature; Int). The character can stalk and
bring down prey, and knows how to use wind, natural
cover, and quietness to advantage. Fishing is part of the
Hunting skill aswell.

A character with the Hunting skill is considered to
have the Stealth skill at half effectiveness, usable only in
natural surroundings. However, having the Stealth skill
provides no bonus to a hunter, nor does the Hunting skill
provide abonus to Stealth.

Enhancements can be taken for Fishing or Trapping,
hunting a specific type of animal, or for hunting in a par-
ticular area

Instrument (Arts/S; Cha). The character can play
musical instruments. Enhancements are available for
individual instruments.

Interrupt Magic (Magic/S; Psy). By utilizing his or her
Psyche, the character can safely interrupt the flow of magi-
cal energy, without disrupting the enchantment perma-
nently. This skill is used primarily to interrupt the flow of
magic from a glyph or crystalglyph, so that repairs may be
effected on systems connected to the glyph or crystalglyph.

This skill can aso be used to delay the trigger for a
spdl crystal, for up to aminute, if the specific type of trig-
ger is known. In addition, the skill can be used to delay
the effects of a potion or scroll for up to one minute after
it has been triggered, though this is a difficult task. This
skill cannot interrupt an active spell. To interrupt the
magic of a stored spell, the character must be able to see
the stored spell.
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The character must make a skill check whenever Inter-
rupt Magic is used. This skill has a critical failure rating
(F8). If the skill check fails critically, the magic is dis-
pelled, and the character is endangered by the dissipating
magic; see the section on dispelling magic in Chapter 3:
Magicfor details.

Jumping (Athletics; Fit). A character with space to
run before jumping can jump forward a number of meters
equal to the tens digit of his or her Fitness score. From a
standing start, the character can jump forward approxi-
mately one-third that distance, a number of feet equal to
the tens digit of the character's Fitness.

With arunning start, a character can jump upward a
number of feet equal to the tens digit of the character's
Fitness; with a standing start, or while trying to remain
upright, the character can jump upward only half that
distance.

Kicking (Athletics; Ref). The character can kick a
particular object to make it go to a specific place. This
skill dso includes the ability to bump a ball with the hip
(used in the pokatok game) or with the head (used in soc-
cer). Bumping a ball through a pokatok goal is a difficult
task, very difficult if the goa is defended.

Enhancements include kicking for a specific sport, usu-
ally football, soccer, or pokatok.

Kinetic Engineering (Engineering; Lea). The charac-
ter is adept at building systems that make use of physical
motion. See this skill's specidtiesfor the systems that can
be built.

The prerequisites for this skill are Energy Sciences and
Mathematics.

Kinetics (Sciences/S; Lea). Thisis the science of
motion energy, that which moves physical objects. The
character knows all about this field, and the applications
of kinetic energy.

Law (Humanities; Lea). The character knows inter-
national law and the law of a particular nation (player's
choice), and can answer questions regarding it. If success-
ful on adifficult skill roll, the character can recall an
obscure precedent regarding national or international
law; recall aloca law, such asastate or provincial law; or
recall national laws of another country. If successful on an
extremely difficult skill roll, the character can recall a
very loca law, such as that of a city; or recall the state or
provincial law of another country.

To have full knowledge of the law of a second country,
the character must spend another skill slot on the law
skill. Enhancements are available for laws regarding a
specific subject, such as Trademark Law, or for the laws of
aparticular state or province in a country for which the
character has full knowledge.

Leadership (Military; Personality; Cha). The charac-
ter can motivate a group of people to follow a particular
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plan, often in the face of adversity. It is of extreme impor-
tance for military officers. Use of the skill should be role-
played, with the skill roll helping determine the degree of
success or failure with NPCs.

Library Research (Investigation; Int). The character
knows how to find information in libraries, and knows
the best libraries to use for various sorts of information.
Once per day characters engaging in library research are
allowed a skill check to see if they have uncovered facts
relevant to their search. How much each check reveals
depends on the complexity and rarity of the information,
as decided by the GM.

Life Sciences (Sciences; Lea). The character has basic
knowledge about different forms of life, as well as how
they relate to one another and their environments. This
includes Ecology and Genetics (either of which can be
taken as an enhancement), plus the basics of Anthropol-
ogy, Botany, and Zoology.

Answering a question about genetics is a difficult task,
unless the character takes a specialty or the Genetics
enhancement. A character with a specialty knows the full
Genetics skill for that specialty; acharacter who takesthe
enhancement for Genetics knows the skill at the normal
enhanced level.

Linguistics (Humanities; Lea). The character has
studied the structure of spoken language, and the basics
elements of many different languages. This does not nec-
essarily enable the character to speak another language.
With a successful skill check, the character can under-
stand the spoken language. On a successful difficult skill
check, the character can speak a few words of the lan-
guage, very haltingly. Comprehension is equal to the
character's skill score: 45% if the skill score is 45, 70% if
the skill score is 70, etc.

The Linguistics skill enables a character to learn a new
language in about athird of the time normally required,
with proper resources.

Liquid Engineering (Engineering/S; Lea). The char-
acter is adept at designing systems that move liquids or
are driven by liquids. Examples include waterwheels,
hydraulic setups, and irrigation systems.

The prerequisite for this skill is Kinetics. Enhance-
ments can be taken for a specific type of Liquid Engineer-
ing system.

Literature (Humanities; Led). This is aknowledge of
influential written works and the major theories concern-
ing their influence. The character can take an enhance-
ment for the literature of a particular country or era.

Lockpicking (Covert Actions; Ref). The character
can pick mechanical (combination or key) locks. Some
locks are more complex and require a difficult, or even an
extremely difficult, skill check for success (GM's discre-
tion). Without the proper tools, but with a tool of some
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kind, lockpicking is a difficult task at best; anormal lock
becomes difficult, adifficult lock becomes extremely diffi-
cult, and an extremely difficult lock becomes impossible.

Luck (Personality; Psy). This skill serves primarily as
a last-ditch chance to save a character's life in a deadly
situation. Whenever a character is threatened with a
deadly situation, the player can make a Luck skill check;
a successful Luck check indicates that the character has
had an amazing stroke of fortune that can keep the char-
acter from facing a deadly situation.

The good fortune should be appropriate to the situa-
tion. A character falling from a cliff might be able to grab
onto a ledge; a character who is drowning might grab a
piece of floating debris. GMs are encouraged to ask play-
ers for suggestions of what type of lucky situation has
occurred.

A successful Luck roll does not necessarily indicate
avoidance of the life-threatening situation, simply a
chance for avoidance; actual avoidance usually involves
another skill or attribute check. Even if the character is
able to take advantage of the lucky situation, she or he
might still take damage.

The player must state that the Luck skill is being used
before the results of the event are known. However, a
kind GM will inform the player when a character faces a
certain-death situation. When a campaign starts, the GM
can inform players that the Luck skill can be used (even if
their characters have not spent a skill slot on it) and
could even remind them a few times in dangerous situa-
tions, asking if they would like to make a Luck rall.

Martial Arts (Combat/S; Ref). This specialty of the
Unarmed Combat skill relies mostly on agility and a
knowledge of vital spots. Using Martial Arts, the charac-
ter can inflict more (and more lethal) damage on an
opponent. The character can take an enhancement of a
particular form of martial arts, such as Karate, Aikido, or
Kung Fu. A character who takes an enhancement gains
the normal +10 bonus for an enhancement, and also
gains the ability to attack twice in the same round.

Mathematics (Sciences; Lea). The character is adept
at manipulating numbers, and can do basic functions
(addition, subtraction, multiplication, and division)
without tools of any kind. With a pencil and paper, the
character can determine square roots and figure complex
equations; with a calculator, the character can solve very
complex equations. Enhancements of this skill include
Logic, Calculus, Geometry, and many other specia areas
of Mathematics.

Mechanical Engineering (Engineering/S; Lea). The
character can build, repair, and design things with mov-
ing parts, and is quite familiar with the applications of
simple machines (levers, inclined planes, and wheels).
The skill concerns the physical properties of materials



(durability, malleability, stress tolerances, friction, etc.)
and geometric issues such as lever angles, gear ratios, and
the like. The character can design and build muscle-pow-
ered machines; powered machines are a specialty, and
vehicles a separate skill. Use of this skill sometimes
reguires tools or spells.

The prerequisite for this skill is Kinetics.

Melee Weapons (Combat; Ref). This isthe skill for
using muscle-powered, hand-wielded weapons. The char-
acter can use bludgeoning weapons, such as clubs and
hammers. The character can use piercing or slashing
weapons with the standard specialization penalty.

The character can take an enhancement for a specific
type of bludgeoning weapon.

Metalsmithing (Crafts; Fit). The character can form
metal into specific shapes, with the use of tools and heat.
Most simple shapes are possible with this skill. Making
good weapons (other than hammers) is avery difficult
task, unless the character also has weaponcrafting. Doing
fine work is a difficult task, and creating jewelry requires
the art skill as well.

It is possible to take an enhancement for a specific type
of metal.

Meteorology (Sciences/S; Lea). The character can
predict the weather, recognize and interpret weather pat-
terns, and know what weather to expect in a given loca-
tion during a particular season. Without tools or spells,
weather prediction and recognition of weather patterns
are difficult tasks. When Meteorology is used to predict
the weather, a successful skill check indicates a correct
prediction for the next day, while a critical success (S2)
indicates correct predictions for the coming week.

Military Animals (Military; Int). Thisisaskill that is
not used often any more, because of the advent of auto-
mated vehicles; it is more common in poor or backwards
nations, and on Hanahpu. The character can handle mil-
itary animals, including in combat, from guiding a bulette
to handling an elephant to riding a combat-trained horse
effectively.

Military Science (Military; Lea). This skill reflects a
knowledge of military history, with emphasis on strategy
and tactics. The character can predict what an enemy
will do in a given situation and to recognize what reac-
tions would be most effective. In game terms, this usually
means the GM gives the character further insight into
the opposing forces, or possibly a bonus to rolls for advan-
tage and/or initiative.

Military Vehicles (Military; Lea). The character is
adept at driving large military vehicles. Most nations
include training for all common military vehicles, so the
character can pilot autobulettes, Incan walkers, attack
carpets, and autodonts, as well as the more mundane
jeeps and troop carriers.
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Mirror Engineering (Engineering/S; Lea). The
enchanted mirror was originally developed to look at dif-
ferent locations; modern mirrors have tuners that can
adjust them to look at entertainment and news stations.
The character can design, and knows how to construct,
mirrors. In addition, the character can repair and tune
mirrors, and knows how to construct a VMR (video mir-
ror recording).

The character cannot create a mirror or VMR without
the proper materials and spells and the Crystalglyph skill.
It is possible, however, to create a temporary mirror by
using spells on any reflective material.

The character must have both Sound and Photonics to
take this skill.

Missile Launchers (Military/S; Int). The character is
adept at operating and firing heavy military weapons that
use magic to launch physical missiles (including large
spell crystals) at a specific target. As with other heavy
weapons, if equipment is intact, askill check isall that is
necessary to use the device and hit the target; if the
weapon is not fully functional, the character must make a
skill check and a Reflexes check.

The character can take an enhancement for a specific
type of missile launcher.

Missile Weapons (Combat; Ref). The character can
hit something with a standard, small, point-and-shoot
missile weapon, like a gun, rifle, wand, or crossbow. Prim-
itive missile weapons (bows and slings) are used with the
standard specialization penalty.

The character can take an enhancement for a specific
type of trigger-operated missile weapon.

Motion Glyph (Investigation/S; Lea). The character
has specialized in the recognition and analysis of glyphs
related to motion.

Motion Studies (Sciences/S; Lea). The character has
specialized in the study of planetary and stellar move-
ment. With this knowledge, the character can attempt
space navigation, though it requires proper equipment
and is gill an extremely difficult task.

Music (Arts;, Cha). The character knows how to read
music, understands how a musical composition fits
together, and knows something of music history. The
character can sing and play musical instruments, both at
the standard specialization penalty.

Navigation (Nature; Transportation; Int). The char-
acter can use maps, star sightings, landmarks, and com-
pass to navigate on land or water. The character is also
familiar with ocean currents for navigation on water.
Without proper tools (or appropriate spells), Navigation
is adifficult skill.

Oceanography (Sciences/S; Lea). The character is
familiar with the tides and ocean currents, as well as fea-
tures found in the oceans, including a basic knowledge of
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oceanic plant and animal life. The character can navigate
on the ocean, but this is a difficult task with tools or
spells, and an extremely difficult task without.

Optical Engineering (Engineering/S; Lea). The char-
acter can build systems that use light, lenses (or light-
bending spells), and color. This includes a basic
knowledge of the transmission of video messages. See a0
the Mirror and Ball Engineering skills.

The prerequisite for this skill is Photonics.

Organized Sports (Athletics; Int). The character
knows the rules of organized sports. This does not make
the character good at the sport, it simply enables him or
her to know the object of the sport, to use the equipment
correctly, and to play by the rules. Activities performed
during play of the sport often require Fitness or Reflexes
checks. The character does not know the rules and equip-
ment for sports that are seldom played (such as disc-golf),
unless an enhancement is taken for that sport.

The character can take an enhancement for a specific
sport. Group sports include Pokatok, Football, Baseball,
Anetsa, and Soccer. Individual (or couples'’) sports
include Tennis, Golf, Bowling, and various track-and-
field endeavors. Besides the standard +10 bonus for
knowledge of the game that comes with an enhancement,
a character dso gains a +10 bonus to skills related to the
game, when those skills are used for the sport.

Paleontology (Sciences'S; Lea). Thisis the study of
fossils and prehistoric eras. It includes knowledge of early
continental arrangements and plate tectonics, giving the
character an idea where to find fossils from a particular
era

Paramedic (Medicing/S; Lea). A paramedic can treat
injured persons as defined by the Emergency Medicine
skill. In addition, the character can administer medicinal
drugs and recognize diseases. The character can restore 1d6
Stamina points to an injured person, or can choose to
restore 1 Body point instead; as with First Aid, this action
must be taken soon after the injury is sustained, and can be
performed only once per injured person per set of injuries.

Parapsychology (Sciences/S; Lea). The character is
knowledgeable about how the mind is used to focus magi-
cal energy for spellcasting. These are the people who clas-
sified the Psyche Focus skills and described how they
work; they can recognize Psyche foci and Psyche Focus
skills, as well as how good a caster is at using them.

Perception (Investigation; Int). This is the ability to
notice something without searching. The skill check is
rolled by the GM, to determine if the character notices a
clue (or amideading fact). Though the skill is mostly pas-
sive, the character can use it when scanning a room or
area for something unusual. This skill is not especially
useful in finding something hidden (unless it was hidden
poorly); for that, the Searching skill is needed.
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A successful Perception roll will penetrate a disguise,
unless the person making the disguise had a critical suc-
cess. A successful Perception check cannot see through
successful Camouflage, Counterfeiting, or Stealth, or
notice smuggling or cheating (with the Gambling skill);
however, it can (on adifficult task roll) cause the charac-
ter to notice something out of the ordinary and be
prompted to use the Searching skill.

Pharmacology (Medicine/S; Led). The character can
prepare medicines and choose the correct one for a par-
ticular ailment. With a successful skill check, the charac-
ter can make a sleep inducer, a pain-killer, or a poison.
Preparing the remedy to a poison is a difficult task,
extremely difficult if nothing is known about the poison.
Making elixirs and medicines is impossible without the
proper ingredients.

Philosophy (Humanities; Lea). The character hasa
knowledge of essential questions of cultural value systems
and their possible answers.

Photography (Arts; Int). The character is adept at
using spells or spell crystals to make pleasing, accurate, or
dramatic photographs.

Photonics (Sciences/S; Leg). This is the study of the
energies of the photonic spectrum (known as the eectro-
magnetic spectrum in the real world). It includes knowl-
edge of how the energies act, how they are produced, and
how some of them may be used. Enhancements include
Heat, Visible Light, and Esoteric Photonics (radiotelegra-
phy waves, microwaves, etc.).

Pickpocket (Covert Actions; Ref). The character can
pick someone's pocket or otherwise remove an item from
aperson, or perform an act of sleight-of-hand. A poten-
tial victim with a good Intuition (50 or more) makes
pickpocketing a difficult task; one with a very high Intu-
ition (80 or higher) makes pickpocketing an extremely
difficult task. If the character critically fails (F8), she or
he has been noticed (and recognized as a pickpocket) by
the victim.

Piercing Weapons (Combat/S; Ref). The character
can use a muscle-powered, hand-wielded piercing
wesgpon, such as adagger or spear. Enhancements include
specific types of piercing weapons.

Plant Lore (Nature; Lea). The character can identify
normal plants, and knows how many can be used. This
includes the skill of Herbalism, the use of plants for medi-
cinal purposes. The character can find and make proper
use of certain medicinal plants to prevent infection,
lessen the effects of a known disease, reduce recovery
time (for adisease) by half, halve the effects of aplant or
animal poison, or to restore 1d4 Stamina points to a
wounded character.

Poetry (Arts; Int). The character is adept at writing
poetry, including sonnets, freeform poems, and song



lyrics. The character can also skillfully recite poetry.
Enhancements are available for specific types of poetry.

Political Science (Humanities; Led). The character is
knowledgeable about government and bureaucracy,
knowing where to go to solve a given government-related
problem. The character is also aware of current national,
international, and interplanetary politics. This skill is
related to the character's native country; using it for
another country (except in relations to international
relations) is adifficult task.

Potions (Magic/S; Lea). The character can store a
spell in apotion. See Chapter 3: Magic for details on stor-
ing spells.

Pottery (Crafts; Ref). The character can make vari-
ous useful containers from clay, using hands and perhaps a
potter's wheel, and knows how to use glazes and kilns to
finish them. The character can also make pleasing deco-
rations with a successful use of the Art skill.

Powered Machines (Engineering/S; Led). The char-
acter can build, repair, and design machines, as described
in the Mechanical Engineering skill, that are powered by
magic or some other energy. These are usually machines
that are meant to sit in a specific place and perform some
task; examples include conveyor belts, winches, and pow-
ered looms. Building asimple vehicle with this skill isa
difficult task; building a complex vehicle is an extremely
difficult task.

Programming (Computer; Lea). The character can
create programs for computers, up to the limits of the
device's capabilities. Examples include inventory pro-
grams and text processors. More complex programs
require more time; while a simple inventory program
could be written in afew minutes, a good text processor
might take weeks to write and years to perfect. Preregui-
sites include Computer Systems and Mathematics.

Protection Glyph (Investigation/S; Lea). The charac-
ter has specialized in the recognition and analysis of
glyphs that protect an area or object, possibly by releasing
adestructive spell at anyone who tries to pass. The char-
acter can determine how much area is protected by the
glyph, and what happens to the transgressor.

Bypassing the glyph's trigger is another matter. Since
most protection glyphs are used in crystalglyphs or trig-
gered by spell crystals, Crystal Analysis is amost always
needed to determine what aglyph's trigger setup is. There
is a chance the character will activate the trigger while
trying to analyze or bypass the glyph; this is based on the
type of trigger and left to the GM.

If the Protection Glyph skill is used without Crystal
Analysis, it can at least tell the character where the danger
area is, and can indicate what type of precautions are best.

Psychology (Sciences/S; Led). The character under-
stands the emotions, thinking processes, and mental
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growth of intelligent beings. The character can take an
enhancement for a specific area of psychology (such as
Child or Behavioral) or for a certain race (such as Elf or
Minotaur).

Pugilism (Combat/S; Ref). The character istrained in
formal boxing, and can use this skill instead of basic
Unarmed Combat. The character can attack twice per
combat round, once with each fist. Pugilism cannot be
used by a character who has been successfully grappled.

Remove Magic (Magic; Psy). The character can dispel
stored or active magic safely. Magic is energy, and a spell
gathers magic and shapes it for a specific purpose; its sud-
den release can be dangerous. This skill has acritical suc-
cess rating of Sl and a critical failure rating of F8. For
details on how this skill is used, and what happens, see
the section on dispelling magic in Chapter 3: Magic.

Repair (Engineering; Lea). Repair skills are acquired
in reverse of the manner for Engineering skills. With
Engineering skills, the character starts with a general
skill, and takes a specialty or enhancement for a specific
type of system; with Repair, the character starts with the
ability to repair a specific kind of system, and takes
Advanced Repair ills to gain ability with a general sys-
tem.

A character with the basic Repair skill can effect
repairs on a system that is a subspecialty or enhancement
in the Engineering pool, and must choose a single system
when taking the Repair skill. For instance, the character
with the Repair skill could choose to know how to repair
autocarriages, which is an enhancement of the Vehicle
Engineering skill. Alternatively, the character could
choose to repair crystal balls, since the Ball Engineering
skill is a subspecialty of Wave Engineering, or powered
machines, since that skill is a subspecialty of Kinetic
Engineering.

Thorough repair of systems sometimes requires the
Store Magic skill; if aglyph or crystalglyph has been dam-
aged, or acrystal destroyed, the only way to effect com-
plete repairs is by making a successful skill check using
the appropriate Store Magic subspecialty (and knowing
the appropriate spell). Likewise, Remove Magic and
Interrupt Magic are often useful in repairs. Though none
of these skills is required to take the Repair skill, they are
recommended. Without them, the character is limited to
repairing physical problems, such as dented fenders, bent
shafts, cracks in mirrors, and o forth.

Note: The Esoteric Photonic Engineering skill has no
enhancements or subspecialties listed beneath it. It can
be taken as a Repair skill; see the Repair Group skill for
more information.

Repair Group (Engineering/S; Lea). The character
can repair items belonging to the Engineering specialty
from which his or her Repair skill came. For instance, if
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the character chose Autocarriages as a Repair skill, the
Repair Group skill allows the character to repair any
vehicle. If the character took Crystal Balls as a Repair
skill, the Repair Group skill alows the character to repair
both optical and telaudio systems (since Ball Engineering
isaspeciaty of both). Similarly, if acharacter chose Pow-
ered Machines as a Repair skill, the Repair Group skill
allows the character to repair anything made with
Mechanical Engineering (any muscle-powered machine).

Note: If Esoteric Photonic Systems was taken as a
Repair skill, the Repair Group skill gains the character
knowledge of repair of optical systems.

Repair Type (Engineering/S; Led). The character can
repair either Kinetic systems or Wave Energy Systems.
The character can attempt repairs on any system under
the same basic skill as his or her chosen Repair skill and
Repair Group skill. The character who took autocarriages
as a Repair skill can use the Repair Type skill to repair
any Kinetic system, as could the character who took Pow-
ered Machines as a Repair skill. The character who took
Crystal Bal as a Repair skill can repair any Wave Energy
system.

Riding (Nature; Transportation; Int). The character
can ride atame animal, or guide a golem vehicle, coaxing
the mount to perform well. The character can take an
enhancement for Racing, or for a specific type of mount
(all golem vehicles are consdered part of asingle, specific
type). Riding an airborne mount is a difficult task, unless
the character takes an enhancement for that type of
mount; in that case, riding the airborne mount is anor-
mal task, and the character does not receive the standard
+ 10 bonus for taking an enhancement.

Running (Athletics; Fit). The character is particularly
good at running, and with a successful skill check, can
run twice as long as normal before beginning to make
Willpower checks (see the section on movement in the
System Guide). Resting time is not lessened by use of this
skill.

Scroll Analysis (Investigation; Lea). The character
can analyze a scroll and can determine what spell is
stored on it, without setting it off. If the character criti-
caly fails the attempt (F8), the spell on the scroll goes off
as if it had been read.

Searching (Investigation; Int). This is something like
an active version of the Perception skill; the character
concentrates for a minute or more on looking around,
and possibly touching things, and can find something
hidden.

A person using Searching can penetrate Camouflage
by scrutinizing an area where something is camouflaged;
recognize Counterfeit money if Searching for fakery; pen-
etrate even a criticaly successful Disguise if looking for a
disguise; notice someone attempting Stedlth if examining

the correct area; and discover Smuggling by Searching in
the right place.

To use Searching the character must be able to see;
complete darkness makes it extremely difficult. If success-
ful on an extremely difficult skill check, the searcher can
find a hidden door by feel, or a stedthy person by hearing.

Security Systems (Covert Actions; Lea). This skill
combines portions of the Glyph Analysis and Crystal
Anaysis skills, since it is used for analysis of magical secu-
rity systems that combine glyphs with crystals. This skill
allows the character to recognize protection glyphs;
determining the function of the glyph is a difficult task,
and determining the area affected by the glyph is an
extremely difficult task. The protection glyph must be
seen for the Security Systems skill to be used. As indi-
cated in the description of Crystal Analysis, the general
type of trigger for a crystal is fairly obvious, if the crystal
can be seen. Determining the specific type of trigger
requires close examination of the crystal, plus a successful
skill check. Analyzing the glyph portion of a crystalglyph
often requires a microscope.

There is a chance that the spell(s) in the security sys-
tem will go off; the chance is based on the type of trigger,
the character's precautions, and the will of the GM.

A character with Crystal Analysis and Glyph Analysis
could aso analyze security systems; the Security Systems
sKkill offers away to speciaize by spending just one skill
dot.

Sewing (Crafts; Ref). The character can sew, repair-
ing clothing or making new clothing following a pattern.
When used with the Art skill, Sewing allows a character
to design clothing.

Slashing Weapons (Combat/S; Ref). The character
can use a muscle-powered, hand-wielded slashing
weapon, such as a battle axe or long sword. Enhance-
ments include specific types of dlashing weapons.

Sing (Combat/S; Ref). The character can use a sling
(athong with a pocket, into which a stone or other item
is placed; the sling is whirled and one end released, to
propel the missile).

Smuggling (Covert Actions; Int). The character can
hide contraband in a vehicle or in a person's effects, and
sneak it past authorities. A character using Perception
will not notice Smuggling, but one Searching the right
areawill.

Sociology (Humanities, Lea). The character is famil-
iar with group dynamics, and can predict how a group of
civilized people will act in a given situation.

Solid Engineering (Engineering/S; Lea). The character
understands how to build things out of solid matter; this
skill includes architecture, earthworks, bridge-building,
and other works of construction. The character can take
an enhancement for a specific type of Solid Engineering.
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The prerequisite for this skill is Kinetics.

Sound (Sciences/S; Lea). Thisis the study of sound
energy, how it is created and used, how it acts, and 0
forth.

Space Navigation (Transportation; L ea). The charac-
ter can guide a craft through interplanetary space. This
skill requires a thorough knowledge of stellar positions
and of the relative positions of solar bodies. In the
MAGITECH™ game, spacecraft are launched from very
specific sites, and sent in the general direction of their
destination. An individual on board must make adjust-
ment, using spells, or on rare craft, built-in spell charges,
to guide the craft. Without the Space Navigation skill,
the craft's pilot is amost sure to stray from the desired
path, probably extending the length of the voyage. Tools
or spells are needed for this skill; without them, Space
Navigation is an extremely difficult task.

Spacecraft (Transportation; Lea). The character
knows the basics of operating a craft on a voyage through
space, including what spells (cast or stored) to use to
change the spacecraft's course. The character dso knows
basic launch procedure and safety requirements. This skill
does not grant its possessor the ability to navigate in
space, nor does grant automatic knowledge of the spells
needed for survival in space.

Specialized Medicine (Medicine/S; Lea). The charac-
ter has chosen a specific area of medicine to study, such as
circulation problems, bone problems, or ear, nose, and
throat ailments. Pathology (the study of disease) and Psy-
chiatry are aso possibilities.

Specialized Surgery (Medicing/S; Lea). The character
has specialized in performing surgery on a particular
organ or bodily system, such as the heart, brain, or joints.
The prerequisite for specialized surgery is the appropriate
enhancement of the Anatomy skill.

Spell Analysis (Investigation; Lea). The character
can analyze a spell that occurs in the vicinity, determin-
ing what the spell is. Unless the character sees the source
of the spell, determining the source is adifficult task. The
source can be defined only in general terms (active cagter,
scroll, potion, crystal, glyph, or crystalglyph). Within one
hour after a spell ends, Spell Analysis can determine the
specific spell that was cast, but this is an extremely diffi-
cult task. If the spell was actively cast, rather than stored,
Spell Analysis can be used to determine who cast the
spell; again, thisisadifficult task, and it is impossible
unless the spell occurs while the spell analyzing character
is present, and Spell Analysis is used during or immedi-
ately after the spell's duration.

Spell Launchers (Military/S; Int). The character has
specialized in heavy weapons that use large crystal
charges to project a spell over agreat distance, like ahuge
magical wand. This category does not include weapons
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that launch spell crystals over great distances; those are
covered under Heavy Weapons and Missile Launchers.
As with other heavy weapons, if equipment is intact, a
skill check is all that is necessary to use the device and hit
the target; if the weapon is not fully functional, the char-
acter must make a skill check and a Reflexes check.

The character can take an enhancement for a specific
type of Spell Launcher.

Stealth (Covert Actions; Ref). Thisis the ability to
be quiet and to use existing shadows or obstacles to hide.
The character can hide in aforest or in a darkened aley,
or can move through a crowd without being noticed.
Normal use of Stealth assumes the character is wearing
appropriate clothing and moving slowly or not at all (or if
remaining unnoticed in a crowd, is moving with the flow
of the crowd). If the character wears noticeable clothing,
has little cover, or walks on a noisy surface, Stealth is a
difficult task. If the character is somehow visually strik-
ing, the light is bright, the walking surface is designed to
be noisy, or cover is very sparse, Stealth is an extremely
difficult task. Some conditions make it impossible to be
stealthy, while particularly favorable conditions might
give the character bonuses (GM's discretion).

A character making a successful Searching skill check
will notice a successfully stealthy character, if the
searcher is looking the right way and there is enough
light to see by.

Stonemasonry (Crafts; Fit). The character can build
structures of stone (walls, arches, buildings, towers) and
can shape stone into basic forms (blocks, columns, etc.).
Unusual or complex constructions require a plan pre-
pared by someone with Solid Engineering.

Store Spell (Magic; Lea). The character can store a
spell in ascroll, and can use other methods of Spell Stor-
age with the standard specialization penalties. See Chap-
ter 3: Magic for details on storing spells. The prerequisite
for this skill is the Energy Science skill.

Streetwise (Personality; Int). The character can com-
municate effectively with denizens of urban streets and
recognize safe or unsafe settings, and knows how and
where to seek things. The skill could be called Urban
Survival.

Subatomics (Sciences/S; L ea). This specialty of
Alchemy is the science of radiation and subatomic parti-
cles. The character has concentrated on electrons, pro-
tons, neutron, and smaller particles, and knows all about
radioactivity and radioactive elements.

Surgery (Medicine/S; Lea). The character can per-
form internal surgery on injured or diseased persons to
relieve their ailments. This includes removal of foreign
objects, repair of organs, setting of severely fractured
bones, and removal of diseased or severely damaged
organs.
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Survival (Nature; I1nt). The character can survive for
an extended period in a harsh natural environment, even
if the character has not brought along adequate resources.
Bringing along plenty of rations, water, and a tent obvi-
ates the need for this skill.

The character can recognize sources of food and water,
find or build basic shelter, and ration resources as neces-
sary. Severe lack of resources or particularly harsh envi-
ronments make Survival a difficult task. On a critical
success (S1), the character manages in perfect health;
with success, the character loses 1 Stamina point per day.
With failure, the character loses 1d4 Stamina points per
day and 1 Body point per week; on acritical failure (set
by the GM depending on the harshness of the environ-
ment), the character loses 1 Body point per day.

The character can show others how to survive, so the
group shares the fate of the character with the best Sur-
vival score, who is the only one in the group to make a
skill check (because it is assumed the other characters lis-
ten to him or her for at least one day).

Swimming (Athletics; Fit). The character can stay
afloat indefinitely, and can move through the water at a
top speed equal to one-fourth his or her Fitness (rounded
down) in meters per round. This speed can be maintained
for a number of minutes equal to the tens digit of the

character's Willpower. Each minute of Swimming there-
after requires another Willpower check to maintain speed
(there isadrop in speed regardless, but it is minor in
game terms).

The character can maintain half maximum speed for a
number of minutes equal to the character's Willpower, plus
aminute for every consecutive successful Willpower check.
The character can also swim great distances at a slower
pace, with floating rest breaks, up to a number of kilome-
ters equal to the character's Fitness, provided she or he
makes a successful Willpower check every 10 kilometers.

While swimming, the character can carry a number of
kilograms equal to the tens digit of his or her Fitness, or
can pull twice that much mass over the surface of the
water. Half-maximum weight causes Willpower checks to
be difficult; maximum weight causes them to be extremely
difficult.

Telaudio Engineering (Engineering/S; Lea). The
character can design, operate, and repair systems for
amplifying or receiving sound, including adjusting the
tuners of telaudio setups. The character also knows how
to make audio recordings.

The prerequisite for this skill is the Sound skill.

Theology (Humanities; Lea). The character is famil-
iar with beliefs in the supernatural and the systems of
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worship that arise around them. Characters can take an
enhancement for knowledge of a particular religion.

Thermal Engineering (Engineering/S; Lea). The
character can design or repair systems that adjust the
temperature of their surroundings, from space heaters to
central air.

The character can take an enhancement for either
Heating Systems or Cooling Systems.

Thisskill's prerequisite is Photonics.

Throwing (Athletics; Combat; Ref). The character
can aim throws. A character who takes the skill from the
Athletics pool can take an enhancement for a specific
piece of sports equipment, such as a Football, Baseball, or
Javelin. A character who takes the skill from the Combat
pool can choose an enhancement for a specific thrown
missile weapon, such as a Throwing Axe, a Knife, a
Spear, or aJavelin.

Tracking (Nature; Int). The character can follow a
creature's trail in anatural setting. In bad weather, or
with trails over aday old, tracking is a difficult task. Fol-
lowing older trails, trails in rocky aress, or trails obscured
purposely or by natural occurrence, is an extremely diffi-
cult task. One check must be made every mile or when-
ever a puzzling point—such as a stream or rocky
surface—is reached.

The character can determine what made the tracks
with asimple skill check, or adifficult skill check if the
tracks have been obscured.

Unarmed Combat (Combat; Ref). Thisis basic brawl-
ing; the character uses brute force and simple maneuvers,
rather than any sort of technique, to beat an opponent
senseless. The character can use refined methods
(Pugilism, Martial Arts, and Wrestling) at the standard
specialization penalty.

Vehicle Engineering (Engineering/S; Lea). The char-
acter can design and repair vehicles of all types: carpets,
autocarriages, boats, wings, spacecraft, military machines,
and <o forth.

With this skill, the character can also drive military
vehicles, though getting the vehicle to perform well is a
difficult task.

The character can take an enhancement for a specific
type of vehicle. Building golem vehicles requires a skill
check against the Golem Engineering skill as well.

The prerequisite for this kill is Kinetics.

Voca Music (Artg/S; Cha). The character can sing.
Enhancements are available for specific types of songs,
like country, opera, or rock.

Wandcrafting (Crafts/S; Lea). The character can
repair and craft wands. See Chapter 5: Items and Equip-
ment for details about modern wands.

Wave Energy Engineering (Engineering; Lea). The
character can design control systems, such as those used

SK1LLs

in computers, crystal balls, and mirrors; this includes
selecting the proper glyphs and triggers for the various
components. The character can perform any specialty of
Wave Engineering with the standard penalties.

The prerequisites for this skill are Energy Sciences and
Mathematics.

Weaponcrafting (Crafts; Lea). The character can
make basic melee weapons, from clubs to fine swords;
making metal weapons requires a successful check against
the Metalsmithing skill as well. An exceptional weapon
can be crafted with a critical success (SO) on the Weapon-
crafting roll. The character can make missile weapons
with the standard penalty for specialization.

Weather Sense (Nature; Int). The character cannot
analyze weather patterns, but can sense them, and can
predict the weather for the coming day. With acritical
success (SO), the character can accurately predict the
weather for up to aweek.

Wings (Transportation; Fit). The character can use
magical wings for personal transportation. The character
can take an enhancement for Racing or for a specific
make of wings.

Wrestling (Combat/S; Ref). The character can grap-
ple an opponent to restrain or immobilize the individual.
The first successful grappling attack indicates the charac-
ter has closed with the opponent; no damage is caused. If
in the next round, the character succeeds again, she or he
has grappled the opponent and caused normal damage. If
the character makes a difficult Wrestling skill check, after
already having grappled the opponent, the opponent is
pinned. A character who has grappled an opponent can
cause normal damage each round (1d4/0), as long as the
opponent remains grappled or pinned.

It is a difficult task for a grappled individual to hit a
target. It is extremely difficult for a pinned character to
hit anything.

A grappled or pinned character can be freed by others
(on a successful attack) or can become free by making a
successful grappling attack. A pinned character who
makes a successful attack becomes only grappled. A grap-
pled character who successfully attacks breaks free.

Writing (Arts; Int). The character can write enter-
taining and effective prose. The character can take an
enhancement for Fiction, Nonfiction, Drama, Journal -
ism, Game Design, or another area of writing.

Zoology (Sciences/S; Lea). The character knows
about various normal animals: where they live, how they
react, what kind of animals live in a certain area, and so
forth. The character can predict the behavior of a normal
animal.

Enhancements are available for certain areas (like
Australia or Africa) or particular categories of animals
(such as Reptiles or Mammals).
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Magic is the heart of the MAGITECH™ universe, and it
plays an important role in the daily life of the characters,
aswell asin their adventures. This chapter discusses both
the background and the game mechanics related to mod-
ern theories of magic, plus their application, tools of the
trade, and education for spellcasting.

CASTING Spe€lls

Spellcasting is basically automatic: if a PC wants to cast a
spell, and has a high enough Psyche to do so, the spell is
cast. No die rall is required to cast a spell, though getting
the desired effects may require adie roll. This is analo-
gous to awarrior who swings a sword or shoots a pistol;
neither action requires aroll, but if the character wishes
to hit something with the weapon, aroll is necessary.
Likewise, if Blackfeather the combat veteran wants to
cast afirewall, he wills it, and a wall of fire appears. If he
wants it to be placed between him and an approaching
group of enemies who are 100 yards away, there is no
problem; it appears about 50 yards away. If Blackfeather
instead wants to place the firewall on the second rank of
enemies, a Reflexes rall is required, just as in missile fire.
The more precise the placement, the more difficult the
required roll—but the firewall appears somewhere.

MAGLC

The character must concentrate for a time to cast any
spell. There is a chance for an enemy to disrupt spellcast-
ing; see the following sections on increasing Psyche and
dispelling magic, as well as Chapter 6 for details on using
spells in combat.

As mentioned, the character must have a Psyche high
enough to cast the spell; the character's Psyche must be
equal to or greater than the spdl's difficulty. Fortunately,
there are many ways for a spellcaster to boost effective
Psyche, by using the various tools and procedures for
spellcasting (as described later in this chapter). The cast-
ing time for most spells is one second; this is adjusted
upward when Psyche Focus skills are used. Regardless of
the casting time, no more than one spell can be cast by a
single caster in one round (10 seconds). For more spell-
casting information, see Chapter 4: Spells.

Before the applications of magic are discussed, a
knowledge of magic's development and limitations is
desirable.

BACKGROUND
INFLORMATION

Magic, in its purest form, is very similar to mathematics; a
clear understanding of numbers and logic helps any charac-
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ter cast spells. Since magic is based on mathematics and
symbolic logic, most common spells are written as equations.

Such was not always the case, and even today, not all
spells can be reduced to mathematical formulae. In more
primitive societies, symbolic logic was used in place of
formal mathematics, but the effects were (and still are)
the same. In its way, symbolic logic (throwing water to
create rain, for instance) is also an equation.

For centuries, many societies have sought to explain
magic scientifically. The Egyptians, Greeks, Mayans, and
Chinese all had made significant achievements before
Western Europe entered the picture. Still, many discover-
ies and formulae are credited to Western Europeans,
because they felt the need to write them down. Many
other societies simply taught the means to cast spells to
the deserving in their cultures, though scrolls, books, and
tablets are sometimes found describing spell procedures.
Western Europeans, and |ater the Americans, were respon-
sible for the spread of spellcasting to all levels of society.

Theory

Magic is aforce that is found throughout the universe,
like gravitation and nuclear forces. Gravity is a strong
force, dependent on the amount of matter generating it;
it has great range, but gets weaker with distance. Nuclear
forces are very strong, holding atoms together, but have
ranges on an atomic scale.

Magic, in comparison, is relatively weak in its natural
state; it is spread through all things. Magic has been
found in concentrated form in various places, such as in
deposits of petracrystals, but whether these are natural, or
ancient and artificial, remains a matter for debate.
Though magic is normally spread out, however, people
with high Psyche ratings can manipulate it, concentrate
it, to overcome other forces, control energy, and do many
other things.

Magic does have limitations. For one, magic is limited
by distance. Generally speaking, a magician can affect
only that which can be seen, or something within visual
range. Clairvoyance and certain items can overcome this
limitation, extending a spellcaster's visual range.

Even then, a caster cannot affect something farther
away than 12,800 kilometers, the approximate diameter
of the Earth. Thus, though a mage can see the moon's sur-
face, and with a telescope can even make out details, the
mage cannot stand on Earth and cast a spell that affects
something on the moon's surface.

Magic is also ineffective against certain elements,
because of the make-up of the electron shells of their
atoms. While most metals are unaffected by magic, afew
metals and most nonmetals can be manipulated by magic
and even changed into other elements by powerful quan-

tum magicians. Those elements that are off-limits cannot
be changed, moved, or harmed by magic, nor can magic
pass through them; they are commonly known as the
anti-magic elements. Magic can sometimes bypass these
substances, or can create effects that can harm or manip-
ulate them. A periodic table of elements would be a use-
ful reference, but it is not necessary to play the game; the
following explains which elements cannot be manipu-
lated, and which ones can.

No metal in groups I11 through VII on a periodic table
of elements can be directly affected in any way by magic.
This means that elements with the following atomic num-
bers are off-limits to magicad manipulation: 13, 21-28, 31-
32, 39-46, 49-51, 72-78, and 81-84. These metals include
chromium, manganese, cobalt, nickel, tungsten, tin, plat-
inum, and most importantly, aluminum, lead, and iron.

The only metals that can be affected by magic are in
groups| A, 11 A, | B, and Il B. These include the "akali
metals' (hydrogen, lithium, sodium, potassium, rubidium,
cesium, francium), the "akaline Earth metals" (beryl-
lium, magnesium, calcium, strontium, barium, radium),
the "precious metals' (copper, silver, gold), and afew oth-
ers (zinc, cadmium, mercury).

In practical terms, this means that aluminum, lead, and
iron cannot be enchanted, and can serve as shields
against pure magical force. It also means that copper, sil-
ver, and gold are good for enchantments (enchanted,
these elements are called orichalcum, mithril, and aurum,
respectively). Thus, light plate mail is effective against
magical force, and enchanted weapons are usually com-
posed of minerals or precious metals.

Nonmetals are also susceptible to enchantment and
manipulation; these include carbon, oxygen, nitrogen,
fluorine, silicon, sulfur, and arsenic. The noble gasses
(helium, neon, etc.) can be moved by magic, and caused
to glow, but cannot be combined, created, or transmuted
by magic.

The rare Earth elements of the lanthanide and actinide
series (among them uranium and plutonium) can be
manipulated by magic, but the effects are unpredictable
and very dangerous. A few early experiments with these
elements resulted in explosions, magical mutations, and
worse. Enchanted uranium has been harnessed on one
occasion as a weapon, which destroyed most life on the
islands of Japan at the end of the second World War.

Once scientists understood the relationships between
magic and the elements, they understood why alchemists
for centuries had been unable to turn lead into gold—
because lead was immune to direct magic. Other stories,
such as Rumpelstiltskin's trick of turning straw into gold,
gained aring of truth.

It is important to note that traces of anti-magic ele-
ments do not prevent a caster from affecting a substance.
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Many spells manipulate energies and forces that can
affect anti-magic elements, so the magic does not work
directly against such an element. For instance, a burn
spell uses magic to concentrate heat; concentrated heat
can melt anti-magic metals. Alloys, thorough meldings of
metals, cannot be affected by direct magic if anti-magic
eements make up more than aquarter of their mass.

APpPLICATION

There are two basic types of spellcasting, procedure-based
and results-based. Each has its own advantages and disad-
vantages. Using one does not prevent a caster from using
the other.

Procedure-based spellcasting focuses on how some-
thing happens; the spellcaster thinks of the spell's equa-
tion and uses Psyche to make the events occur. Player
characters must learn the equations, and occasionally
review them, to effectively use them. Knowledge of a
spell is based on the character's Learning. A problem with
procedure-based spellcasting is that it requires knowledge
of the equation (or procedure using symbolic logic); not
every spdl has aknown equation.

Results-based spellcasting focuses on the results of a
spdll; the spellcaster mentally pictures the desired results
and bends reality to make the results occur. With this
kind of spellcasting, the caster need not know an equa-
tion, or can get by with only a partial equation. Knowl-
edge of these spdlls is sometimes more difficult to acquire,
because the learning methods are less clear and there are
fewer teachers for the spells.

Spellcasting of either type is accomplished by using
one's psyche to manipulate magic. Most player characters
have a high enough Psyche rating to cast a variety of
spells. When the character's Psyche is not high enough to
cast a specific spell, tools can be used to boost the caster's
effective Psyche.

LeaArRNING spells

In days of old, those who wished to learn spellcasting
were apprenticed to master wizards who taught them all
they needed to know. Later advances brought to light the
relationship between mathematics and magic, and learn-
ing magic became formalized in the educational system.

In most modern cultures, students study spellcagting in
classrooms, using the equations gleaned from years of
study and experimentation. Almost al students know a
few simple spells by the time they graduate high school,
because these are the technical skills required by the
modern job market.

At a university, a student usually takes aclass in afield
of study. If the student dso wishes to learn spells related
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to that subject, the laboratory or methods class for the
subject teaches related spells as well as other procedures
and methods.

For instance, a German dwarf named Klaus wants to
become an archaeologist. He enrolls in classes that teach
him the theories behind archaeology. Later, he takes a
methods class that shows him what to look for at a sus-
pected archaeological site. In addition, he is taught how
to cast a specia excavate spdll that gently uncovers items
hidden by the Earth. If he has problems with the spell, he
is taught more old-fashioned methods, using shovels and
brushes—but he may not be alowed much field work.

In many areas, there are private schools that teach
spdlcasting. These range from a skilled wizard teaching a
small class, to a master teaching one or two apprentices.
Some private schools and individual masters teach
results-based, intuitive magic.

In some countries, certain spells are illegal, or are
restricted in use and require a license. To learn any spell,
the character must have access to someone who knows it;
with illegal or restricted spells, access may be difficult,
and should be monitored by the GM.

There are ways to learn magic without classes of any
kind, and even without atutor. In the past, people who
learned spells without teaching, through Intuition and
natural ahility, were referred to as psychics. They have a
seemingly natural ability to use arcane powers such as
clairvoyance and precognition. These people are very
rare and have special constraints, as explained later in
this chapter.

Spells can a'so be learned by studying ancient books,
from handwritten medieval tomes to painted Mayan
bark-books, to ancient clay tablets. These sources rarely
describe simple spell equations, for most of those were not
discovered until the 1400s and later. Instead, the old
books describe elaborate procedures for casting a spell,
often involving drawing symbols, chanting mantras, or
other odd methods. Most of these are not necessary to
cast the pdl involved; they are smply tools used by the
original caster to augment his or her effective Psyche.

Except for the rare master who chooses only students
with very high Psyche ratings, dl learning institutions,
from universities to private tutors, teach spellcasters how
to use the tools and procedures of magic. Effective Psyche
can be increased if a spellcaster learns how to properly use
various tools, thus allowing the budding mage to cast
more difficult spells.

TOOLS Of The TRADE

Many tools are available to the prospective mage. Old
paintings show European wizards with conical hats and
robes covered with symbols, or Mayan spellcasters wear-



ing tattoos. As odd as some of these things may |ook,
there is asound scientific basis for their use.

Mathematical forms can help a mage focus, if the mage
learns how to use them; thus the conical hat. Other forms
and symbols can help to focus Psyche as well, increasing a
spellcaster's effective Psyche. Likewise, singing, dancing,
and other activities can be gpplied to spellcasting.

To use atool to cast a spell, a mage must have the skill
to use the tool. All such skills are learned skills, so require
some formal training.

Game rules
£OR LEARNING Spe€lls

First and foremost, to learn a spell, a character must have
access to it. This is obtained by taking classes, studying
with a master, or by finding an old book of spells. In game
terms, to know a spell at the beginning of the game, a
character must know a skill related to it, or have a profes-
sion that allows a wider selection. Later, the character
can sacrifice game time to learn new skills and spells. See
Chapter 2: Skills for details on learning skills, and see the
following text for time required to learn new spdlls.

Each spell is defined by two characteristics: difficulty
and duration. The first, difficulty, plays a part in both
learning and casting the spell.

LearRNING: The
COMPLICATED €eXPLANATION

Whatever the source of a player character's knowledge of
a spell formula, whether it be an ancient tome, arevered
master, or a university class, the actual learning of a spell
relies on one dieroall.

The roll is based on the character's Learning and the
spell's difficulty. The character has a chance to learn
equal to the character's Learning attribute, adjusted by
the difference between the Learning attribute and the
spell's difficulty. The PC receives a penalty to the roll if
the difficulty is greater than the Learning score, or a
bonus if the Learning score is greater than the difficulty.

Fortunately, this procedure can be expressed in a very
simple equation, and it is needed only once per spell.

LEeARNING: The
s1aOpLe prROCEDURE

To see if a character learns a spell, multiply the charac-
ter's learning score by two, then subtract the spell's diffi-
culty; this gives the character's percentage chance to
learn the spell.

(Learning x 2) - Difficulty = Chanceto learn
The player should roll percentile dice; if the roll is equal

MAGLC

to or less than the chance to learn, the character has
learned the spell formula.

A character must generally know a related skill to
learn a spell; some professions allow a greater selection.
Also note that if a spell is related to a specialty skill, it
can be learned through the basic skill, but at a penalty of
+ 10 to the spdl's difficulty per level of specidization.

Important note: L earning cannot be taxed to increase a
character's chance to learn a spell (see Chapter 6: Run-
ning the MAGITECH™ Game for information on tax-
ing attributes).

sSpells wWiThouTt €qUATIONS

As mentioned, not al spells have known formulae; some
have partial formulae. These must be learned with a
results-based casting method, perhaps combined with
procedure-based. The game mechanics and effects are the
same for these spells, though they are generally more dif-
ficult to learn and to cast.

The character must have the opportunity to learn a
spell. The opportunity does not necessarily come from a
cdass, though certain masters can teach the correct inner
focus needed for understanding of the spell. Likewise, cer-
tain secret societies (such as vampires) know special spells
that they teach to their members. Having arelated skill
can aso help; an archaeologist may eventually intuit how
to cast an excavate spell. If the character receives some
instruction, or the spell is related to an often-used skill, or
an often-performed task, the roll to learn is normal.

SPEClAL LEARNING SITUATIONS

A character can aso learn a spell by observing someone
who knows it, or be encouraged by a dangerous situation.
For instance, a character could watch a companion cast a
certain spell every day; or a character in danger of drown-
ing may suddenly be inspired to intuitively learn how to
cast breathe water. Either of these situations is rare, and
learning the spell is based on Intuition. To succeed in
intuiting a spell either by simple observation or by
response to danger, the character must make roll a critical
success on a spell learning check based on Intuition
instead of Learning. The critical success rating is equal to
the tens digit of the character's Psyche.

For example, suppose Ariel, a wizard of some stature,
falls overboard from a ship, and is quickly left behind.
She is not agood swimmer, and is in danger of drowning.
The GM allows her one chance to make an intuitive
breakthrough and discover how to use breathe water. Ariel
has an Intuition of 67, and a Psyche of 53; the spell's diffi-
culty is 50. Ariel's normal chance to intuit the spell is 84,
0 she must make a percentile roll of 27 or less, and the 1s
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digit of the roll must be 5 or less.

A danger-prompted intuitive breakthrough does allow
the character to tax Intuition; this is the only occasion
when spell learning ability can be taxed.

In all cases of intuitive learning, the GM decides if the
spellcaster has the opportunity to pick up clues about a
spell: whether a society of NPCs teaches the character,
whether the PC uses the relevant skill enough, whether a
master is willing to teach the character to focus properly,
whether danger is great enough, and o forth.

With some practice (GM's discretion), the character
can remember an intuited spell indefinitely. If the charac-
ter intuits a spell and then does not use it or think about
it for a week, the character forgets it. A character who
has intuited a spell can later learn the formal equation, if
one exists. Previous intuitive knowledge of a spell gains
the character no advantage in learning the spell formally.

TIaNe ReqUIRED
FOR LEARNING sSpe€lls

To learn a spell related to a skill the character already
knows, the character must study for a number of hours
equal to the spell's difficulty number. The hours of study
must al occur within anine week period, and up to six dif-
ferent spells can be learned in the same nine week period.
Learning spells at the same time as the character learns
skills is possible, without extending the learning time.

Skills must be known at least marginally. As explained
in Chapter 2: Skills, a character can use many skills at
half-efficiency, even without learning that kill. In these
cases, the character must make a successful skill check, as
well as a spell learning check, to learn the spell. For
instance, Swimming is a Fitness- based skill. Using our
previous example, Ariel, wediscover that she hasaFitness
of 64. Though she has never learned to swim, she has a
base chance of 32 to keep afloat. Suppose she failed to
intuit the breathe water spell, but managed to reach safety
anyway, and later decided to learn breathe water as a pre-
caution. To do so, since she does not know Alchemy (the
other skill base for breathe water), she must make asuccess:
ful Swimming check and a successful spell learning check.

If the el relates only to a Learning-based skill that
the character does not possess, the character must gain
some proficiency, a haf-skill or full skill, before attempt-
ing to learn the spell.

LeaRNING FROM
ANCIENT WRITINGS
As mentioned, sometimes pells can be found in old writ-

ings, but often in an obscured form, sddom with a formal
equation. To decipher an ancient text, a character must
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know the language or have a translator of some kind.
Correct deciphering requires a skill check, even with the
character's primary language, for the text may use unfa-
miliar jargon.

Once the text is deciphered, the character must inter-
pret it, by making a successful Intuition check, and a suc-
cessful Learning check, to decide which parts of the spell
description are incorrect, unnecessary, or missing. If
either check fails, the character must repesat the interpre-
tation stage.

Only after this is done can the PC make a spdll learn-
ing check to understand the spell. A wise spellcaster also
transcribes the spell into a new form, so that it can be ref-
erenced later.

Learning a spell in this manner requires the same
amount of time as normal learning, but translating, inter-
preting, and transcribing often add more time; the exact
amount is left to the GM's discretion.

RECOROING Spells

Most casters, after learning a spell, prefer to keep a record
of it, s0 they always have a copy with which to refresh their
memories. Some choose to carry around college texts, such
as an achemy book or a calculus text; others carry a book
or notebook into which they have placed their commonly
used pdls and any other pertinent information.

Some mages may even choose to take advantage of
modern magic, using a portable computer to store their
spells. A few may even go so far asto have their spells
stored in a pecid crystal and implanted into their heads
(avery new procedure), so that the spell information is
aways with them. See Chapter 5: Items and Equipment
for samples of items used to record and store spells.

KeepiNg sharp

Just as a runner practices running every day, or a gun-
dinger practices frequently with a gun, a spdlcaster must
take some time to keep his or her skills sharp. Most active
spellcagters spend afew hours each day reviewing formu-
lae and disciplines for spellcasting, just to stay in practice.
On the other hand, a wizard who uses a particular spell
every day will seldom have to review its formula.

The amount of time required for daily study is left to
the GM; a good guideline is one to four hours a day. A
character never has to roll to successfully cast a spell—
assuming the character has studied or used the spell
sometime in the recent past. However, if amage goes days
without casting spells or studying, the GM has the right
to have the PC make a successful Learning check to
remember a spell.



ChANGING
efFffFective psyche

There are many ways to boost effective Psyche, described
in terms of nine basic kills. Each character should have
aparticular way of combining skills, amethod is a combi-
nation of basic skills used together to focus Psyche. It is
often necessary to choose a specific technique, amost a
specialization, for using a basic skill. For example, as
explained in the following text, singing is a method that
combines the skills of Voice, Tone, and Rhythm; finger-
snapping is atechnique for using the Rhythm skill.

As noted in Chapter 2: Skills, there are nine Psyche
Focus skills: Color, Form, Idea, Link, Motion, Rhythm,
Symbol, Tone, and Voice. It is necessary to spend a skill
dot to learn asingle type of Psyche Focus. Using a Psyche
Focus skill boosts the character's effective Psyche by +5.
A second skill dot can be spent on the same skill; a skill
improved in this way gives the character a +10 bonus to
effective Psyche. No more than two dots can be spent on
asingle focus skill.

When a Psyche Focus skill is learned, the character
usually chooses a particular technique for using that skill,
and uses that technique for all spells. A character cannot
use two techniques of the same skill for a single casting,
nor the same technique twice, without radicaly increes-
ing the time needed to cast the spell (see the following
section on casting time).

For example, the character Mfon learns the Motion
skill, by devoting a skill slot to it. He chooses Pointing as
his technique, and gains +5 to effective Psyche when
pointing at his target during spellcasting. Sometimes he
uses a kicking motion instead; since he has the Motion
skill, kicking also grants him a +5 to effective Psyche, as
long as he focuses on it. However, using both pointing
and kicking for the same casting takes an extra combat
round, as does using pointing twice for the same casting.

Later, when Mfon has earned enough experience to
buy another skill slot, he decides to spend it on his
Motion skill. He increases his bonus to +10, receiving the
bonus for spellcasting whenever he focuses on the motion
he makes.

The maximum effective Psyche bonus possible by use of
these skillsis +90. The character is limited by natural Psy-
che, and cannot do more than double his or her natural
Psyche. Suppose Mfon had a natural Psyche of 53; he
could gain a Psyche increase of up to +53 through Focus
skills, boosting effective Psyche to 106. The character can
learn skills beyond what are actually useful; for instance, if
Mfon learned Psyche Focus skills that would provide a
total +60 bonus, only +53 could actually be applied.

It is possible, though expensive, to tax Psyche for the
purpose of spellcasting, bypassing the need to use Psyche

Focus skills, or augmenting them. Even by combining
taxing with Focus skills, it is impossible for a character to
do more than double his or her natural Psyche. See Chap-
ter 6: Running the MAGITECH™ Game for details on
taxing attributes.

There are certain items, such as agenie's heart and cer-
tain pyramids, which can exceed the normal maximum
Psyche boost, with peril. See Chapter 5: Items and Equip-
ment for details.

fFocas skills
AND CASTING TI(DE

Most spells have a casting time of one second; each +5
bonus due to Psyche Focus skills adds three seconds to the
casting time. Thus, if a character needs little or no extra
focus to cast a spell, it can be cast within a single combat
round (10 seconds). If the character needs more than
three foci to cast a certain spell, the casting time exceeds
one round. Note that using a skill at increased effective-
ness doubles the time required, so using Motion for +5
requires one skill dlot, and during casting takes three sec-
onds; using Motion for +10 requires two skill dots, and
during casting takes six seconds. Boosting effective Psy-
che by +50 requires 30 seconds, or three full combat
rounds. Casting aspell that requires o much boost thus
requires four rounds: three for boosting Psyche, and one
in which the spell actually goes off. See Chapter 6: Run-
ning the MAGITECH Game for details regarding casting
time, combat, and initiative.

Not al learned skills have to be used with every spell.
If Mfon wanted to cast a spell with a difficulty of 50, his
natural Psyche would be enough. If Mfon wanted to cast a
spell with a difficulty of 60, he could use his improved
pointing technique of the Motion skill to gain a bonus of
+ 10, boosting his effective Psyche to 63.

The time reguired to use a Psyche Focus skill method is
always three seconds per +5 bonus, regardless of whether
or not the entire bonus is used. A character can, however,
choose to use the basic method instead of the improved
method. If Mfon wanted to cast a spell with difficulty 55,
he could use basic pointing for a cost of three seconds,
instead of improved pointing for six seconds. Even
though he needed only a bonus of +2, instead of the full
+5, it till takes a full three seconds to use the skill.

Option: At the GM's discretion, it is possible for a
character to use the same Focus skill more than once dur-
ing a casting. Each subsequent use for the same casting
reguires an additional combat round. For instance, sup-
pose Mfon wants to cast a spell with adifficulty of 90. He
knows only the Motion Focus skill, and though he has
devoted two dots to it, he gains only a +10, not the +40
he needs. Mfon can use the skill multiple times, at a cost
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of one round per use. By spending four rounds pointing at
the target, he can cast a spell with difficulty 90. In com-
bat, an extended casting time could present a problem,
but it allows the character to cast a very difficult spell
(provided the character has learned it).

Using part of a round congtitutes using the full round,
if the cagter intends to use the same skill (even adifferent
method of the same skill) twice. Thus, if casting time
takes two rounds because of the skills used, using those
kills twice takes four rounds. It is mogt efficient to dupli-
cate skills in multiples of three.

Suppose Mfon learns the Voice Focus skill and the
Symbol Focus skill, 30 he gains a +10 bonus for their use.
He uses dl his skills by saying a phrase that implores his
ancestors to help (Voice), wearing a family emblem
(Symbol), and pointing at histarget (Motion); thisis
Mfon's method for boosting his Psyche by combining
Focus skills. By combining improved Motion with Voice
and Symbol, Mfon gains atotal bonus of +20. However, it
takes him 12 seconds to cast with such a bonus, so the
spell goes off in the second round of casting.

Suppose Mfon wants to cast a spell with a 90 difficulty.
He can get the bonus of +40 by using each of his skills
twice. However, it takes two rounds to use four skills
(counting Improved Motion as two skills), so takes four
rounds to use them twice. To achieve the required bonus,
Mfon should use only three of the skills in his method,
such as Voice and Improved motion. He gains a +15
bonus in a single round; using the skills three times pro-
vides abonus of +45, and requires only three rounds.

psycbe gocus
sK1llL DesCr1IpTIONS

Each of the Psyche Focus skills has some relationship to
either Mathematics or the mind. They are ways to

improve thinking processes, by mathematical relation-

ships, logic, or mental fortitude. In many cases, use of a
skill requires the presence of a physical object, which
must be present in the surrounding area, worn or carried
by the spellcaster, or created on the oot by a spellcagter.
For example, suppose the character Kalila took the Form

skill, and chose the circle as amethod. To be able to use

the focus, a circle must be present; Kalila could wear a
ring, focus on awheel in the vicinity, or draw acircle.

Note that the style of producing a physical manifestation
could be used as a Focus skill technique (if an appropriate
skill dot is spent), like using Motion to draw aform, or

using Voice to speak symbalicaly.

For role-playing purposes, a character generally should
choose a method with a skill combination that works well
together, and that works with his or her profession and
other skills. A professional musician might choose to sing

PAAAAAAASA A AL AP SIS PSPPI S PSSP PSP PSP PSSP PP PP PP PP PSSP L PP PP P PP PSP

50*

spells and wear musical symbols; an engineer might spesk
the spell equations and carry a dlide rule as a symbol; a
caster who uses Idea and Symbol could choose a symbol
of the idea used; a character with a good Reflexes score
would be inclined to use Motion and Rhythm.

Descriptions of the focus skills follow; they are used by
thinking about how they relate to the spdl's equation or
results. Some skills (Color, Form, Idea, and Symbol)
require the character to choose a technique of applying
that skill; others alow the character to apply that skill by
several techniques. Physical representations for Color,
Form, Link, Rhythm, Symbol, and Tone must be present
(or created) to be used; Motion and Voice must be pro-
duced by the cagter; an Idea must be thought.

Color is the skill of using color and light as a focus.
Color is basad on wavelength of light, whether produced
or reflected by a surface. A character can wear a certain
color or combination of colors, or somehow produce light
of a specific color, or wear a prism and create the spec-
trum by sending white light through it.

The character must choose a specific color or combina
tion. The character can focus on any color or combina-
tion, even afavored plaid, but must use that technique
for dl castings.

Form alows the user to concentrate Psyche by means
of a specific geometric or mathematical form, by relating
to the mathematical nature of its shape. The character
can wear aring (circle), apendant with a glass ball
(sphere), apointed hat (cone), a belt buckle (square), or
a tattoo of a representation of a fractal progression. The
presence of the desired form in the area is dso enough to
alow focus. The form could be drawn instead of carried
or seen, combining this skill with the Motion skill.

Once the kill for aparticular form is learned, the char-
acter cannot switch to another form; an improvement to
the Form sKill is applied to the chosen form only.

Some things are not usable as focusing forms, because
they are not uniform. A smple quadrilateral is not usable,
though any parallelogram is, because it has at least radial
symmetry. Ironically, the chaos symbol (eight outward
pointed arrows) is nicely symmetrical, S0 can be used asa
form for focus.

See the Symbols skill for a comparison.

Idea is the skill of focusing on a certain idea, and
allowing that to help gather magical energy. Generaly,
thisisamagical theory. Examples include relating inter-
action of classical elements to a spell; connecting the
opposing, yet linked, forces of yin and yang to the spell;
knowing astrological or numerological influences; know-
ing where the closest ley line is, and so forth.

It is also possible for a character to focus on another
idea; almost anything can be used. A football player
could concentrate an opposing team, pretending to cast



al gpdls at them; a character could think of her parents,
and how she is performing casting a spell "for them"; a
mathematician could think of a particular number
sequence; or an engineer could think of the Pythagorean
theorem for targeting spells.

The character must choose a specific idea as afocus
method; this method can be improved normally, but can-
not be changed.

Link allows the character to "borrow" Psyche from a
willing being. Generally, the character uses the Link skill
for afamiliar, though certain artificial constructs and
other people are dso possible. A linked pair of beings can
perform only one action, so if awizard usesacat as a
familiar, the cat cannot attack while the wizard is linking
for Psyche Focus; apair of people linking to boost Psyche
can cast only one spell, and can perform no other actions.

The character does not have to choose a specific being
and use only that being for Psyche Focus; the character
can link with any willing being. For an animal to be use-
ful as afamiliar, it must be trained as afamiliar; cats are
the animal of choice. A character can link only with
those artificial constructs that have a Psyche rating, such
as a golem, computer, or spell-generated "spirit." See
Chapter 4: Spells for information on spirits (under the
virtual intelligence spell) and Chapter 5: Items and Equip-
ment for golems.

If two characters who know the Link skill choose to
link with one another, they set up a Psyche resonance
field, and can add their Psyches together. For details, see
the entry on Cooperative Spellcagting later in this sec-
tion.

A character cannot be linked to more than one other
being at the same time, and must touch the being to
establish the link, and remain touching during the cast-
ing of the spell.

Motion allows the character to focus Psyche through
the concentration afforded by a particular motion. The
character must perform the chosen motion. It is not nec-
essary to choose a specific motion to use for all spdls, but
many characters do. Examples include dancing, pointing,
finger snapping, throwing, drawing, and ear wiggling.

Rhythm lets the character use the mathematica rela
tionships of musical rhythm, whether heard or produced,
to focus Psyche. Some characters choose to carry amusic
box and listen to arhythm; other choose to produce the
rhythm by banging on a drum, snapping fingers, singing,
reciting metered poetry, or dancing. Note that if the char-
acter chooses to produce the rhythm, the character can
usually also focus on the skill of production (Voice or
Motion), combining that skill with Rhythm to form a
Psyche Focus method.

Symboal is the skill of concentrating on a symbol related
to the spellcasting situation. The character must choose a
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specific symbol or set of symbols; this skill does not allow
access to all symbols. For asingle symbol to be usable, it
must be applicable to all spells cast by the character.

For example, the infinity symbol would be appropriate
to all spells, because it essentially symbolizes everything.
An ankh, on the other hand, symbolizes life; while useful
for healing, creating artificial life, or manipulating life-
forms, it would not be useful when dedling with nonliving
matter, such as manipulating chemicals. Similarly, atest
tube would be a good Symbol focus for alchemica spells,
but could not be used for mental spells, such as illusions.

Many spellcasters choose a set of symbols for their
focus technique, picking out the appropriate one(s) for
each spell they cast. A spellcaster might carry a notebook
with the equations for all the spells she or he knows; a
wizard might carry a staff inscribed with runes; a musician
could use voca symbols, and sing a song about what each
spell should do; or the caster could simply recite the
spell's equation (or logica progression, for spells without
equations) for each casting. Typical symbol sets include
Germanic runes, Mayan glyphs, Egyptian hieroglyphs,
Chinese pictographs, a spoken language (many believe an
obscure language to be best), the Ani syllabary, and num-
bers and mathematical symbols.

Symbols related to ideas are aso possble. The football
player who thinks of a hated member of an opposing team
might wear ajersey with the numeral "7" on it; this sym-
bolizes his strength as a member of a team. Taking this
skill implies the ahility to apply such a symbol to all spells.

A symbol need not be a geometric or mathematical
form, but it sometimes is. The symbol of infinity (afigure
eight lying on its side) is a simple symmetrical form; as
such, it could also be used as a method for the Form Focus
skill. Likewise, the chaos symbol isboth ageneric Symbol
(if one thinks of increasing or decreasing entropy) and a
proper Form.

Tone is the skill of using the mathematics of sound
waves to focus Psyche. The character need not pick a ge-
cific tone, but can use any tone or series of tones, whether
heard or produced, with this skill. Note that the act of
producing tones could also be taken as a Focus skill, under
either Motion (with amusica instrument) or Voice.

Tones that are useful for this skill must be somewhat
musica in nature. The sound of arock hitting the ground
is not considered a tone (though it could be used for
Rhythm), nor is a normal speaking voice. Whistling,
humming, striking a chime, or playing a note on a musi-
cal instrument all produce usable tones.

Voice is the skill of using voice to focus concentration.
The character need not choose a specific use of voice for
thisskill. At itsmost basic level, this skill is simply speak-
ing, such as using a "mystical" word like abracadabra.
Often, a character combines the Voice skill with other
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kills, like speaking symbolic words, or singing Tone and
Rhythm. Whistling is dso included in this category.

COMBINING f£OocuUus skills
INTO APeThoOs

The Focus skills can be combined in many ways, each of
which isamethod. Examplesinclude Dance, which com-
bines Motion and Rhythm; listening to music, combining
Tone and Rhythm; singing, combining Voice, Rhythm,
Tone, and perhaps Symbol; and drawing symbols, which
combines Mation and Symbol.

Each method should be listed on the character sheet
according to the style the character uses, with a paren-
thetical notation of the skills used for that style; the
bonus should aso be noted. For example, the character
sheet notation for dance is "Dance (R,M)" and the bonus
+10. If the character spends two slots on Rhythm, it
could be listed "Dance (2R,M)," with bonus +15. Unless
the character knows both skills, a combination does not
help; if the character chose Dance as a Focus method, but
had only the basic skill for Motion, and not the Rhythm
Focus skill, the total bonus would be only +5.

Skill combinations are used concurrently, rather than
stacked. A character with the Voice, Tone, and Rhythm
skills sings for nine seconds, rather than speaking for
three seconds, hearing atone for three seconds, then lis-
tening to arhythm for three seconds.

Note: Perhaps the most all-encompassing modern spell
Focus method is using a computer. The computer itself
can be a symbol; it can project a form, using a certain
color; and it can produce tone and rhythm. In addition,
since a computer is equipped with abrain that has a Psy-
che rating, the caster can link with it. The character must
still think of atheory (ldea), use Voice, and produce
Motion, if those skills are dso desired.

Severd examples of gpell Focus methodsfollow. Thisis
not an exhaustive list, nor does it cover al possible com-
binations available to a certain style, only some typical
ones. For instance, a dancer could use Dance to create a
chosen geometric form, combining Motion, Rhythm, and
Form; or the dancer could perform sign language while
dancing, combining Motion, Rhythm, and Symbol. How-
ever, typica dancing combines just Rhythm and Motion.

Table 31: Examples of Psyche Focus Methods

Chanting RV
Dancing M,R
Drawing symbols M,S
Finger snapping M,R
Listening to music RT
Reciting metered poetry RV
Sign language M.,S
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Singing RTV

Singing symbolicaly RSTV
Stating how ley lines influence a spell 1,V
Using a familiar L

Using awhite rat familiar CL
Wearing aconical hat F
Wearing an engraved ring FS
Whistling TV

COOPERATIVE SPELLcASTING

It is possible for two or more casters with the Link skill to
combine their efforts and cast a difficult spell. A reso-
nance field is set up, and a group Psyche is generated; the
total for the group is equal to the sum of the Psyches of al
the beings with the Link skill.

The casters must link in aseries, 0 that each creates a
link to only one other caster. The last caster added must
link to the first caster to generate the resonance field. A cir-
cle isthe preferred formation for agroup of linked casters.

Though linking with afamiliar takes the standard
three (or six) seconds, like al Psyche Focus skills, com-
pleting alinked circuit to set up aresonance field requires
extra time: one round for each character in the linked
series.

Once the characters have linked, one character casts a
spell. Thisisusualy the character with the highest Psy-
che rating, and must be a character who knows the
desired spell. Once the spdll is cast, each character must
make a Willpower check or be stunned, unable to move
or act, for 1d4 rounds.

Note: The spell cooperate aso allows casters to pool
their Psyches; it dso lets them learn a spell cooperatively.
The Link skill cannot be used to learn a spell.

meTAL ARMOR
AND eg£gective psycbhe

As mentioned earlier, certain elements are impervious to
magic. Wearing or carrying large amounts of these ele-
ments decreases a character's effective Psyche. For
instance, alumaplate, described in Chapter 5: Items and
Equipment, protects a character from direct magic, since
it is made from aluminum, which resists magic. However,
a full suit of alumaplate puts about 10 kilograms of an
anti-magical substance on acharacter. For each kilogram
of anti-magical substance a character wears or carries,
effective Psyche is reduced by -5, for purposes of spellcast-
ing only. The amount of reduction is figured after bonuses
for Psyche Focus skills have been added, and does not
alow a character to add bonuses exceeding set limits.

For example, suppose Gunther, adwarf with a 50 Psy-
che, chose to wear an aluminum breast plate (one kilo-



gram). He could normally boost his Psyche to 100, since
he knows enough Psyche Focus skills. The armor reduces
his effective Psyche to 95 from his skill-boosted total, or
to 45 from his normal total. Even if Gunther knew
enough skills to boost his Psyche by 55, he could not do
S0, because the maximum bonus he can receive through
focus skills is 50, equal to his natural Psyche—regardless
of the penalty incurred from wearing armor.

Note that wearing or carrying anti-magical elements
has no effect on stored magic. However, stored magic
cannot be triggered by anti-magical substances; for exam-
ple, acrystal with acontact trigger cannot be triggered by
contact with lead.

STORING Spe€lls

For centuries, spell formulae have been written down in
some form, to allow other wizards to learn them. How-
ever, not everyone could cast every spell, so early mages
developed means to store spells. This way the wizard
could sell or give spells to non-spellcasters, or low-pow-
ered spellcasters, allowing them to use the spells.

The storage of spells is a skill that is learned like any
other (see Chapter 2: Skills). Ancient wizards and mod-
ern theoreticians developed methods for spell storage; six
methods have been studied and codified enough for gen-
eral learning. A spell is stored by using one of the Storage
skills to create a sort of energy matrix, then casting the
spell into that matrix, where it is preserved until invoked
properly. If the character fails on a Spell Storage skill
check, the magical energy dissipates harmlessly, and the
character must begin the process again.

A stored spell has the same casting time as it normally
would, disregarding any Psyche Focus skills. The casting
time begins after the stored spdl is released. The amount
of time required to release each form of stored spell is
mentioned in the description of that form.

In general, once a spell is properly released from stor-
age, itsduration is the same as if it had been cast. For
spells with variable duration, use the least duration,
unless the character who stored the spell is known, and
that character stored the spell with greater duration; the
caster can choose to store the spell with any duration that
she or he is able to cast normally. Glyphs are used for per-
manent spell storage; see that description for specifics on
permanency. See the following section on dispelling
magic for the possible consequences of improperly releas-
ing stored spell energy.

The use of some methods requires many hours to store
a spell. In these cases, the mage must either work con-
stantly, or use a suspend storage spell (or device) to keep
what has been done from deteriorating during a break.

Scrolls are the oldest, and the most basic, form of spell
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storage. Modern scrolls are usually written on paper,
though writing in clay, carving in stone, and painting on
bark aso fall under this skill. The written symbols and
words form the matrix that stores the spell that is cast.
Each spell has adifferent scroll formula, in fact, many dif-
ferent scroll formulae, in many different writing systems.

A character who learns to make scrolls (by taking the
Store Spell skill) leams to use a particular writing system
for scrolls; if that writing system is not aready known, the
character must spend a skill slot to learn it. Mayan
glyphs, Egyptian hieroglyphs, Chinese pictographs, and
the Ani syllabary are the most popular writing systems for
scrolls; anything from Sanskrit to modern English can
aso be used.

A character with the skill to make scrolls learns the
basic methods of making scrolls for any spell, using the
chosen writing method. The time needed to produce a
scroll is anumber of minutes equal to the spell's difficulty.
Making a scroll correctly requires a skill check (using the
store spell skill) at the end of the required time; ir" the
check fails, no spell is stored in the scroll. Any spell can
be stored in ascroll.

A single scroll is usable only once and is triggered by
reading; the reader need not understand what the spell
says, but must look at the written symbols on the entire
scroll. It takes a full round to read a scroll. A scroll's
stored spell does one of the following: affects the reader
directly; goes off in an area centered on the scroll; or
allows the reader to direct the spell at another target
(whichever is appropriate for the spell, and according to
the choice of the person who created the scroll).

Pattern storage is an old form, seldom used nowadays
because of the ease of use and greater reliability of mod-
ern forms of crystals, glyphs, and crystalglyphs. However,
Pattern Storage has few of the limits of Crystd and Crys-
talglyph Storage, and is still used by some masters. Pat-
tern Storage makes use of one of three potential matrices:
natural crystals, organic material, or constructed geomet-
ric forms. Though each type of matrix is affected differ-
ently, the storage methods are the same, as are the results.

First, the potential matrix must be located or created;
then the caster concentrates on readying the matrix for a
spell, a process that takes a number of minutes equal to
the difficulty of the spell. At the end of the preparation,
the character casts the spell into the matrix, and makes a
skill roll (using the Advanced Spell Storage skill). The
skill roll has a critical success rating (SI) and acritical
failure rating (F9).

If the rall is a success, the spell is stored for a number of
days equal to the caster's Psyche (ignoring the effects of Psy-
che Focus skills and anti-magic elements). If the roll is a
critical success, the spell is stored permanently. If the roll
fails, the spell goes off, and if theroll critically fails, the spell
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goes off and the matrix iswrecked and rendered usdess.

Any time while the spell remains stored, it can be
evoked by any person touching the matrix, wanting to
evoke the spell, and making a successful Psyche check.
This attribute check has acritical failure rating of FO; on
acritical failure, the matrix is wrecked and the spell
energy dissipates, with the same effects as if it had been
dispelled (see the section on dispelling magic). The time
required for evocation is one second; a pattern-stored
spell can be evoked once per round. A physical action
can be performed in the same round as the pattern's spell
is evoked, but an individual cannot evoke a pattern and
cast aspdl in the same round.

Natural crystals include everything from sdt crystas to
diamonds. When these are used as storage matrices for
the Pattern skill, the caster works the spdll into existing
planes and angles of the crystal. Most natural crystals are
either easly damaged or very expensive.

Organic material includes anything that was once
alive; typical matrices are wood and dead animal flesh,
though natural cloth is dso apossibility. The caster who
uses a matrix of this type changes the make-up of the
matter used, making it more regular and uniform, but
building from existing patterns, such as those found in
DNA chains. This skill will not work on organic matter
that is still living.

Constructed geometric forms include items ranging
from pyramids to spheres of glass. The caster makes use of
the geometric uniformity of the item to store a spell.
Some pyramids are still enchanted in this manner, as are
afew "haunted" houses, and early crystal balls were con-
gructed using this method of spell storage.

Developments in modern storage methods have obvi-
ated the need to creste a structure and then chance ruin-
ing it by trying to store a spell in it, but the Pattern
method of storage has some advantages. First, any spell
can potentially be stored with the Pattern method. Sec-
ond, there is no size requirement for the matrix; some-
thing as small as a ring can be used to store a spdl using
the Pattern method.

Pations are spdlls stored in aliquid medium. Making a
potion requires a certain alchemical combination; the
el is stored in the matrix of molecules in the solution.
The Potions skill includes knowledge of the alchemical
blends for many types of spells, as well as of common nat-
ural substances that can be used for those ingredients.
Any spell can be stored in a potion, though some are
more useful than others.

An average potion requires $5 worth of ingredients.
The time required to prepare the medium is a number of
minutes equal to the difficulty of the spell. Once the
medium is ready, the mage must make a successful skill
check and cast the desired spell into the medium.
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A potion isgood for one use, and is usually triggered by
being consumed, in which case the stored spell affects the
person who consumed it. If the maker desires, pouring
instead of consuming will trigger the potion (both trig-
gers cannot be used on asingle potion). In this case, the
spell effect centers on the place where the potion is
poured. Consuming or pouring a potion takes three sec-
onds, not including the time required to find and open
the potion. Multiple potions can be consumed in the
same round if they are readied first; otherwise, only one
potion can be consumed in a single round.

Glyphs were first developed centuries ago, but were
not extensively studies and codified until the mid-1800s.
This is a method of storing a spell permanently. The
matrix is prepared by drawing or engraving a glyph (a
complex, symbolic representation of the spell), a process
that takes a number of hours equal to the difficulty of the
spell. When the glyph is finished, the maker rolls a skill
check; if successful, the glyph will accept the spell that
must be cast into it. Spelswith adifficulty of 200 or more
cannot be stored in aglyph.

Glyphs are either repeating or permanently active. A
permanently active glyph projects the effects of its stored
el constantly; a permanently active fireball glyph would
cause a ball of fire to hang in a set place constantly. A
repeating glyph projects the spell effect whenever the
glyph is triggered by a spell, such as evoke glyph, so a
repeating fireball glyph would launch a ball of fire every
time it was triggered.

Repesting glyphs can be triggered only by active spdls.
Most glyphs are set to respond to a simple evoke glyph
spell, though other spells are sometimes used as triggers.
For instance, a glyph could be set to respond to afireball
spell; when the glyph is evoked, it casts extinguish. A
glyph can be set to respond to only one spell, though it
will respond to that spell any number of times. Many
modern glyphs are paired with crystals, which can
respond to a number of triggers, then release an evoke
glyph spell.

A repeating glyph can be activated only once per
round. The time required to evoke a glyph is the time
required to cast the triggering spell; the spel stored in the
glyph goes off in its minimum casting time. Once acti-
vated, the glyph's spell has a duration as if cast by some-
one with Willpower 50. The GM can adjust the duration
if the actual Willpower of the caster who made the glyph
isknown.

A glyph's spell effect can be centered up to 10 meters
from the glyph, in a direct line of sight from the glyph.
The place where the spell effect occurs is the same every
time a repeating glyph is triggered; a permanently active
d| from aglyph never moves.

A glyph usually covers a number of square inches



approximately equal to five times the stored spel's diffi-
culty. However, afew ancient weapons and items were
inscribed with very fine glyphs; since the 1960s there has
been some success in categorizing and making micro-
glyphs, which cover a number of square inches approxi-
mately equd to one-tenth of the stored spell's difficulty.
Making a microglyph requires the proper tools, and a dif-
ficult Reflexes check, in addition to the standard spell
storage skill check.

A glyph is created by using a particular type of writing,
or by using more abstract and complex unified symbols.
Abstract glyphs are quite popular in modern society, but
Mayan glyphs, Germanic runes, and Egyptian hieroglyphs
are also used with some frequency.

Note: Carving symbols onto anatural gem is consid-
ered a use of the Glyph skill, not the Pattern skill, which
places aspell within agem.

Crystals, also called quantum crystals, are physical
manifestations of mathematical equations. Samples of
spell crystals as old as 500 years have been discovered;
there is some evidence that both the Florentine wizard
Leonardo da Vinci and the Mayan spellcaster Mam
Cawok knew the secrets of making spdll crystds. The the-
ory of quantum crystals was first recorded by the great
dwarven thinker Albert Einstein. American Henry Ford
adapted the theory into a method, taught it to severa of
the magicians he employed, and started crystal produc-
tion by assembly line.

The character needs no materials or tools to create a
quantum crystal; instead, the character builds the crystal
by exerting Psyche to change magical energy into physi-
ca matter. This process takes a number of minutes equal
to twice the spdl's difficulty. For spels with adifficulty of
up to 100, at the end of that time, the user must make a
successful skill check and a successful Psyche check, or
the crystal dissolves before a spell can be cast into it.

For spells with a difficulty of over 100, the procedure is
a little different, though the time required and the results
for success and failure are the same. Spells with such high
difficulty numbers are considered to have no formulae, or
only partial formulae. Since the structure of a quantum
crystal is based on a gpell's formula, it is tougher to create
crystas for high-difficulty spels. After the time is spent
building the crystal (as previously described), the caster
must make three die rolls for success. The first is a diffi-
cult skill check; the second is a difficult Psyche check.
The third die roll is based on the spell's difficulty sub-
tracted from 200; the character must roll equal to or
below the result for success. For example, a spell with dif-
ficulty 120 requires a difficult skill check and a difficult
Psyche check; in addition, it requires a third check, with
success on aroll of 80 or less (200 - 120 = 80). Note that
the spells launch and virtual intelligence have difficulties

greater than 200; these spells cannot be stored in a crys-
tal. Placing ahigh-difficulty spell into acrysta is asignif-
icant accomplishment; quantum mathematicians and
subatomic alchemists could analyze such a crystal, and
possibly produce an equation, or more complete equa-
tion, for the spell. To successfully analyze the crystal, a
character must make two extremely difficult skill rolls,
one for the Mathematics skill, and one for the Sub-
atomics skill.

A spell crystdl isbasicaly spherica in shape and has an
approximate diameter of a number of millimeters equa to
half the stored spell's difficulty. The crystal has an
approximate mass in grams equal to the difficulty of the
spell. The weight and size can be increased (for easier
handling of the crystal) if the caster is successful on a
Willpower check.

A spell crystal can be triggered in many different ways:
proximity, voice, touch, time, and mental command. The
stored spell is cast beginning one second after the trigger
occurs. A proximity trigger can be set to notice almost
anything (except anti-magic elements) within 10 meters
of the crystal. A voice trigger can be set to respond to a
specific word, aspeific person's voice, the sound of a per-
son's voice, or a specific tone or series of tones; to be acti-
vated, the crystal must be within normal human hearing
range of the sound. A touch trigger can be set to respond
to a touch by anything except an anti-magic element,
including the touch of a specific person, or a touch on a
particular part of the crystal.

A mental trigger can be st to respond to the command
of a specific person, or to a specific thought or intention
(such as aburglar alarm crysta that is set off by someone
with the intent to break into the building guarded by the
crystal); the thought must occur within 10 meters of the
crystal, less if its maker so desires. Mentally triggered
traps and alarms are illegal in the United States and
Juyup Takaj, because they constitute an invasion of pri-
vacy under the laws of those nations. Setting most trig-
gers is assumed in the normal skill check for success;
setting a mental trigger makes the skill check (but not
the Psyche check) extremely difficult (as explained in
Chapter 2: Skills), because thought waves have not yet
been quantified enough for easy crystal triggering.

A time triggered crystal can be set for any amount of
time up to one hour. Because making a spell crystal takes
alot of time, most time triggered crystals are multiple
trigger crystals; for instance, a grenade might be set to go
off 10 seconds after it is touched in a specific place.

Multiple trigger crystals are those crystals with two
linked triggers, so when the first trigger is set off, the sec-
ond trigger is primed. Except for atime trigger (that is st
off automatically by the other crystal in a multiple trigger
setup), the second trigger must be set off as well. Most

PRI NP IS ISP IS I ISP ISP PSSP PSSP PSSP PSPPI P PP PP PP PP PP

* 55



multiple triggers use only two triggers; more are possble,
but often impractical. Each additional trigger added to a
guantum crystal requires an extra 30 minutes of prepara-
tion time.

It is also possible to have a series of crystals. For
instance, a crystal with a proximity trigger could be set in
ceiling of aroom; if a person walks into the room at
night, the crystal launches a light spell. Other crystals in
the walls could be set to respond if touched by light, and
st off a variety of effects.

Spell crystals can be very beautiful; all appear to be
multi-faceted gems. For atmosphere, the GM could
describe spdl crystals in terms of their triggers: time trig-
ger, transparent; touch trigger, translucent; proximity
trigger, opalescent opaque; voice trigger, dull opaque;
mental trigger, metallic opague. Single trigger crystals are
always white, or approximately so; adding a second trig-
ger adds a color: green for time, violet for proximity, red
for voice, blue for touch, and orange for mental. The out-
ermost trigger determines the general 1ook, while the sec-
ondary trigger defines color.

A spell crystal can be used as a spell focus, with the
Form Focus skill, if the character has chosen that form as
a Focus method. The crystal can be used as a Form Focus
only before it is set of f, because it dissolves when releasing
its spell.

Crystalglyphs started a magical revolution in the
1970s, after the microglyph became popular enough to
spin off into other discoveries. This skill allows a charac-
ter to engrave amicroglyph into aquantum crystd, creet-
ing a permanent spell resource (like the glyph) with very
versatile triggering methods (aswith the crystal). This led
to aboom in the computer and golem industries.

Making acrystalglyph requires that a sort of generic
spell crystal, with a trigger but no spell, be constructed;
this takes about 30 minutes and requires a skill check and
a Psyche check, as per normal quantum crystals. When
the crystal is ready, it is inscribed with a microglyph that
serves as a spell matrix; this takes the standard time and
skill checksrequired for creating a microglyph. When the
crystalglyph is finished, it is an item that will produce
amost any spdll, using amost any trigger. So far, acrystal-
glyph cannot hold a spell with adifficulty of more than
100, but great wizards are working on improvements to
current methods. A crystalglyph is basically spherical in
shape, and must be large enough to hold the microglyph
for its stored spell; the mass in grams is equal to 10 times
the spell's difficulty. Making a crystalglyph in another
shape is possible, but requires success on a difficult Will-
power check, in addition to other required rolls.

As with crystals, a crystalglyph's spell begins casting
one second after the trigger occurs. A crystalglyph's spell
can be triggered only once per round.
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There are avery few samples of ancient crystalglyphs;
apparently the method was used afew times in ancient
Africa. There are ancient crystalglyphs in Napata, an
ancient Kushite center found in modern Egypt; and in
Timbuktu, an old capital of what is now Mdli. Both are
huge crystals, over 10 feet in diameter, because micro-
glyphs were not used at the time. Their purpose and pre-
cise triggers have not yet been determined. Archaic
writings suggest there were once other huge crystalglyphs
in Africa, but none have been located.

MAKING €NChANTED 1TEMS

Most early magical items were scrolls or potions, or were
created using the Pattern skill. Some examples of the lat-
ter include a ssimple wooden wand that launches fireballs
upon receiving a mental command (backed by a success-
ful Psyche check); Daedelus* wings, which had /light spdlls
placed into the feathers; and aring that responded to
mental command to make the wearer invisible. Some
ancient items are still found, but they are rare. In addi-
tion, there are till afew old enchanters who make things
using the old ways.

Most modern enchanted items are made using one or
more of the modern methods, particularly glyphs, crystals,
and crystalglyphs. As noted in several examples, combi-
nations of methods are often possble, such as crystd trig-
gers for protection glyphs, or crystalglyph computers.

If a player wishes for his or her character to create a
magica item, the player must submit a plan to the GM.
This should include desired components, skills used, and
spells used. The character must know the necessary and
relevant spells and skills, or have the help of someone
who does. If the player wants to create something that
seems reasonable, and is able to pass al the required skill
checks, the character should be able to create the item.
The GM should use the details for storing spells as guide-
lines for time and materials required, and always has final
say regarding what items are alowed in the game.

OotspelLiNnGg anaGlc

Every character has a chance to dispel active magic or to
disrupt the matrix of a stored spell. Dispelling an active
spell requires a mage to use his or her Psyche to reshape
the spell's energy. Disrupting a storage matrix requires
only damaging the medium in which the spell is stored.
There are, however, consequencesfor dispelling aspdll.

A spell is magical energy gathered together for a spe-
cific purpose. When a spdll discharges normally, the mag-
ical energy is shaped to provide the desired effect. When
a spell is disrupted, the focused magical energy must still
dissipate, but it does not do s0 in the desired manner.



When a character disrupts a spell, aroll must be made to
e if the energy dissipates safely.

To dispel an active spell, a player must make a roll
based on the dispelling character's Remove Magic skill
score. |f the character has taken that skill, the skill score
is equal to the character's Psyche; if not, the skill score is
egual to half the character's Psyche. The chance to suc-
cessfully dispel an active spell is aso influenced by the
caster's Psyche; subtract the caster's Psyche (unadjusted
by focus skills) from twice the dispdler's skill score to get
the chancefor dispelling.

(Skill score x 2) - Psyche = Chance to dispe

The player must roll for dispelling, even if dispelling is
automatic, or failure is automatic, to check for critical
failure or success. Characters who learn the Remove
Magic skill have an advantage, as do mages with high
Psyche scores. The act of dispelling must occur while the
spell is running. To dispel a spell with an instant dura-
tion, the dispeller must declare that as an action for the
round, and beat the caster on initiative.

To dispd a stored spell, the character must damage the
matrix somehow. Throwing dirt in a potion, ripping a
scroll in half, throwing a quantum crystal onto a hard
floor, scraping away part of a glyph—all will disrupt a
stored spell. When the action is taken to disrupt the
stored spell, the player must roll a skill check using the
character's Remove Magic skill score. The dispeller must
be able to see the stored spell.

Either form of dispelling roll has a critical success rat-
ing (SI) and a critical failure rating (F8). If the roll indi-
cates success, the character has successfully dissipated the
concentrated magical energy, and the spell is dispelled
safely. If a critical success occurs, the character has not
only performed the operation safely, but has absorbed
some of the Psyche released by the spell; the character's
Psyche receives a +10 bonus for the next hour. This
bonus takes no time to apply during spellcasting; it
applies to all uses of Psyche; and it cannot increase the
character's Psyche to more than 95.

If the roll indicates failure, the spell goes off. If acriti-
cal failure occurs, the character must roll a successful dif-
ficult Willpower check or receive a penalty of -10 to
Psyche for the next hour. Regardless of the result of the
Willpower check, on acritical failure, the character takes
anumber of Stamina points of damage equal to the spdl's
difficulty divided by 10 (rounded down).

Note that dispelling usually requires close proximity to
the spell. In some cases, however, it is possible to disrupt a
stored spell from a distance, such as with missile fire. In
this case, the dissipating spell energy affects the nearest
sentient being, and that being must make a successful
Psyche roll, as if she or he dispelled the spell, with the
same margin ratings and effects.

There are devices and spells that can take the backlash
of magical energy and dissipate it safely. Psyche Focus
skills do not boost a character's Psyche for purposes of dis-
pelling or interrupting magic.

INTERRUPTING (MWAGLC

As explained in Chapter 2: Skills, a character using the
Interrupt Magic skill must make a skill check with a mar-
gin of F8. In the case of acritical failure, the action is
treated as if the character tried to dispel the stored spell,
and the character must make a Remove Magic skill

check, with the results of success and failure as for dis-

pelling magic.

RESISTING MAGIC

Besides the methods for interrupting and dispelling
magic, there are ways to avoid being harmed (or helped)
by magic.

When a character is attacked with a mind-affecting
spell, such asanillusion or acharm, she or he is allowed a
Willpower check to resist the effects or recognize the illu-
sionfor what it is.

A character could also wear anti-magic elements,
which would keep magical force from touching the char-
acter. For example, a stedl helmet prevents mind reading,
and an aluminum breastplate would stop a bolt spell, if the
bolt hit the character in the chest.

An anti-magic element is not necessarily immune to or
protective from the effects of a spell; the magically pro-
duced fire of afireball is still fire. The fire created could
lick around the armor and affect the person inside, and it
could melt the armor to boot.

On the good side, a character completely covered with
an anti-magic element is undetectable by purely magical
means, such as proximity triggers on quantum crystals.
The character is still visible, even to clairvoyance, which
simply moves the spellcaster's point of view (clairvoyance
changes reflected light into magica energy, and transmits
it to the caster). A character wearing metal armor would
appear fine on a magical photograph, which changes
reflected light rays into a holographic image.

Likewise, a building with lead plates in the walls is
proof against unwanted spell intrusion, such as scrying.
This also prevents transmission through the wall of any
signal by magic, such as for balls and mirrors (a problem
that may be bypassed by using an enchanted antenna
hooked to the devices by silver wires).
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A number of spells, for use by PCs and NPCs, are
described in this chapter. Choosing initial spells is
described in Chapter 1. Player Characters; Chapter 3:
Magic covers most of the details on learning, casting, and
storing spells; Chapter 2: Skills describes the skills to
which the spells relate; and Chapter 6: Running the
MAGITECH™ Game touches on how spells are used in
combat.

A character who knows a spell can cast it; to gain the
desired effects, the character must sometimes make a skill
or attribute check, such as a Reflexes check to aim afire-
ball. These checks are detailed in the spell descriptions.

Every spdl has a difficulty number, based on how hard
it isto learn and to cast. These numbers can be changed
during a campaign, at the GM's discretion.

CREATING N€W spells

At some time, players will probably wish to create new
spellsfor their characters; this is highly recommended to
increase player participation and enjoyment. Since the
spells listed here are only a sampling, more spells should
be welcome in the game.

However, the GM should consider new spells carefully
before allowing them; after all, a character who knows a
el has essentially unlimited access to it. Also, does the
player wish to have his or her character invent the spell,
or does the player just want the spell in the game? Some
spells can be created mostly by the GM, who must aso
approve any player-created spell. The GM should follow
the examples of the spells here for making new ones; a
few questions must be answered.

Does the spdl have an equation? This is determined
partly by the creator and partly by the content of the
spell. Some processes (like mind reading) have no known
equations; a caster may not have the necessary skills to
create the equation. It can be easier to cjeate aresults-
based spell (one without an equation), but such a spell is
difficult to teach to others.

What is the spell's difficulty? This is influenced by
several factors. If the spell is more closdly related to a spe-
cidty skill than abasic skill, it should be more difficult. If
the GM s familiar with the AD&D® game and wants to
duplicate aspdl from it, the spel's level can be multiplied
by 20 to get an approximate difficulty; the final difficulty
should be modified to fit the MAGITECH universe, tak-
ing into account the greater emphasis on science. Con-
sideration should aso be given to the education level
required for the spell. A spell taught in high school has a
difficulty of about 30 to 50; one taught in a PhD. program
might have adifficulty of 70 to 130 (see Chapter 1: Player
Characters for approximate education and Learning
equivaencies).
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What are the other limits on the spell? What is the
duration? Does it have an increased casting time? Can it
be twisted in odd ways to give a PC an unwarranted
advantage over the rules?

Does it fit the universe? Spells that break established
game parameters do not fit the universe. These include
spells that summon extradimensional entities; those that
affect anti-magic elements; and spells that allow the
caster to create or operate normal technology. The GM
should aso be careful not to duplicate skills too much
with spells. However, the many items described in Chap-
ter 5 should provide ideas for new spells.

GAME MEChANICS
FOR SPELL INVENTION

A character inventing a spell should have a background
including the Mathematics skill and a skill closgly related
to the new spell, plus research material. If the character
has and uses the Mathematics skill, spell invention
requires three successful rolls: a difficult Mathematics
skill check, anormal skill check for the most closely
related skill, and a spell learning check based on the new
sodl's difficulty (as determined by the GM). If the spdll
creator does not have the Mathematics skill, or chooses
not to use it for the spell (using results-based spellcasting



ideas), spell invention requires two successful rolls: an
extremely difficult skill check, and a spdll learning check
based on the new spell's difficulty (as determined by the
GM). Thereisapenalty for failing in spdl invention, the
same asthat for acritical failurewhiledispelling aspell of
the proposed difficulty (as described in Chapter 3).

CbaANGING SP€LL dirFIculty

As explained in Chapter 3, there are several spells that
have no known formulae, or have only partial formulae;
sometimes these formulae can be discovered. It is also
possible to find an easier or more efficient formula for a
known spell. Either will change a spell's difficulty num-
ber, and neither is alowed without the GM's approval.

Spellswith difficulty above 100 are not completely
quantified in formulae, for one of three reasons: they are
related to mental processes, including thought and emo-
tion; they are related to time; or the base equations are
complex and have not yet been discovered. These spells
are given difficulty numbers based on how hard it isto
focus on and achieve results.

Some spells have partial equations, so are a mixture of
process-based and results-based spellcasting. For example,
the revivify spell condgsts partly of an equation for getting
a person's heart to start beating again; however, the per-
sonais ephemerd and hard to quantify, so that part of the
spell has no equation. In cases such asthis, the spell's dif-
ficulty ishigher to reflect the added complexity of having
only partial equations.

The process for changing aspd|'sdifficulty issimilar to
that for inventing a spell. The character must have the
Mathematics skill, and must make three successful die
rolls: an extremely difficult Mathematics check, an
extremely difficult skill check, and anormal spell learn-
ing check based on the spell's present difficulty (not its
new one). A character who has successfully analyzed a
spell crystal to glean an equation from it can bypass the
Mathematics check and the skill check, needing success
only on the spell learning check. Changing a spdl's diffi-
culty cannot be done without the Mathematics skill. (See
aso Chapter 3, "Storing Spells," subsection on crystals.)

It is possible for a spell's difficulty number to go up
when the equation is finally discovered, because doing
things the "right" way is not always as easy as the formal
way. In general, the spell's difficulty should be lowered by
about 20, but the exact difference is left to the GM.

UsING The
spe€ll OeSCRIPTIONS

The spell listings have astandard format, which includes
difficulty, duration, related skills, and the spell's effects.

Most spells have other factors in common, such as casting
time and range.

CASTING TI(DE AND RANGE

A spdll's base casting time is one second, unless otherwise
noted in the spell description. Actud cagting time varies,
depending on a character's Psyche Foci (see Chapter 3).
Note that if aspell can be cast in asingle second, without
the aid of a Psyche focus skill, the character can perform a
quick physical action during the same round the spell is
cast. The action must not normally take more than half a
round, o firing one shot from a gun, moving half normal
distance, and using the Pugilism skill to throw one
punch, are all acceptable actions when paired with a
quickly cast spell. Casting another spell is not an accept-
able action, nor is swinging a sword or reading a scroll. A
typical example isto cast an am spell and shoot in the
same round.

Casting range is defined as the maximum distance at
which a spell can be targeted; that is, where the spell
effect is centered. The spell's effects may reach farther
than the casting range. For example, afireball spell can be
targeted 300 meters away; its blast radius might reach a
distance of several meters past that.

Unless a spell's range is stated as otherwise, it can be
cast anywhere within line-of-sight. This is considered to
be up to 300 meters unless the character's vision is some-
how augmented, and provided nothing blocks the view.
Casting beyond visible range is possible, but incurs
tremendous pendlties. Targeting a spell issimilar to mis-
sle fire; see Chapter 6 under combat for modifiers due to
distance, darkness, and cover. Despite any augmentation,
aspdl cannot be cast more than 12,800 kilometers away.

Certain spells, such as enhance senses will extend a
cagter's range. However, some spells, like clairvoyance, are
usdless if their effects are centered more than a short dis-
tance away.

OwefFiculty

A difficulty is listed for each spell; this is how difficult the
spell isto learn, and how difficult it is to cast. See Chap-
ter 3: Magic for information on learning and casting
Soels.

Some spell difficulties may seem off at first. For exam-
ple, the chemistry spell alows the character to combine
two elements into a compound. Anyone who has taken
high school chemistry should know the equation for such
acombination: 2H, + O, = 2H,0. However, the spdll's
difficulty is 80, indicating a much more difficult equation
than the 40 that might be expected for a high school
spell. This is because the full equation used for the chem-
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istry spell must take into account such things as shared
ions, bonding, electron movement, and so forth, not just
how the numbers work ot.

OURATION

The duration of a spell defines how long it emanates its
effect. In most cases, the effect of a spell is permanent.
For instance, afireball has a duration of one second; this is
how long the firebatt burns. However, everything it burns
remains burned permanently, and fires it starts continue
burning until put out.

If asingle number is listed for a spel's duration, thisis
the number of seconds the spell remains active. Variable
spell durations are often dependent on Willpower. A spell
with aduration listed as "Wil min." lasts a number of
minutes equa to the character's Willpower; a spell with a
duration of "Wil/10 rd." lasts a number of rounds equal to
the tens digit of the caster's Willpower. A spell may be
willingly cut off by the caster anytime before its duration
expires. If a spell requires concentration to remain in
effect, it will be noted in the spell description; most spells
require no concentration, so would continue even if the
caster logt consciousness

While a spell is active (during its duration), it can be
dispelled.

RelLated skills

To be able to learn a spell, a character must usually know
at least one of the related skills, because spells are often
taught with kills. Some professions, such asthat of dilet-
tante, allow the character to choose spells unrelated to
skills, because the character is assumed to have better
access to godls. These professions are detailed in Chapter
1 Player Characters.

If abasic skill is listed, the spell can be accessed
through its speciaties and enhancements as wdll. If aspe-
cialty skill is listed, the character can access the spell
through that specidty's basic skill, with apenalty of +10
to the spdl's difficulty (per level of specialization) for the
purposes of learning the spell (but not for casting it).

As agenera guideling, at the beginning of the game, a
character who has a basic skill can know only afew spells
(up to about six) related to that kill. A character with a
specialty or enhancement can know al the spells related
to that skill. Any character can learn more spells during
the game.

In cases where a skill pool is listed in capital letters
(e.g., COVERT ACTIONS, CRAFTS, or MAGIC),
rather than asingle related skill, knowing any skill in that
pool gives the character access to that spdll.

A few pdls that duplicate skills are offered; these can-
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not be used to augment the skill, but can be used as a quick
and easy substitute by someone who learns the spll.

EFLFECTS

A spdl's effects are described in its listing. This includes
the area it covers when cast, the damage it causes (and
lethality ratings), and any bonuses or pendltiesfor critica
successes or failures. Most of the spells in the
MAGITECH™ game are very versatile, so some descrip-
tions include samples of how the spdll can be used.

Laws and other restrictions are covered in the spell
descriptions, as are any special learning or casting
requirements.

sSpe€ll OeSCRIPTIONS

Spdlsare listed in aphabetical order. Those that have no
equations are noted by an asterisk. Unless otherwise
stated, a successful Reflexes roll is reguired to hit a spe-
cific target; the caster can target himself or hersdlf; target-
ing onesdf is automatic; a spell requires no concentration
to maintain its effects during its duration; and a spell can
be used on only one target per cagting. The targeting rolls
of some spells can be affected by armor composed of anti-
magic elements; for more information, see the section on
armor in Chapter 5: Items and Equipment.

Adjust Light

Difficulty: 60 Duration: Wil/10 rd.

Related Skills: Energy Sciences, Acting, Searching

The character can adjust light levels, brightening or dark-
ening existing light. This is commonly used to deepen
shadows to aid Stedlth, or to create a"spotlight” in aspe-
cific area. The character cannot create light and cannot
totally eliminate existing light. A light can be adjusted
upward or downward enough to grant an opponent a -10
to rollsfor aiming or examining something; aiming in this
way requires a Reflexes roll for success. The spell covers a
spherical areawith aradius of a number of meters equal
to the tens digit of the character's Willpower; it can, how-
ever, be concentrated into a smaller area.

Age

Difficulty: 130 Duration: Wil/10 rd.

Related Skills: Biology/Necrology

This spell ages living beings physically, at arate of 10
years per round; it provides no advantaege to a target, and
can cause death if alowed to run too long. The target can
make a Fitness roll to resist the effects. A successful Fit-
ness check slows the aging to one year per round; a suc-
cessful roll on a difficult Fitness check prevents the spell
from working a dl.



This spell is illegal in most nations, but is used in the
penal systems of Tawantinsuyu, China, and Mali. Only
people with access to those systems, or who find old
necromancy trestises, can learn this spell.

Aim

Difficulty: 30 Duration: up to 2 rd.

Related Skills: Throwing, Missile Weapons, MILITARY
Aim allows the caster to improve aim for one shot of a
long distance wespon by +10, provided the shot occurs
within two rounds after the spell is cast. If the character
casts measure to determine exact distance and wind
velocity, and castsaim in the following round, the caster's
related Missile Weapon skill is 90 for that shot, rather
than receiving the +10 bonus.

Airburst

Difficulty: 50 Duration: 1 sec.

Related Skills: Guncrafting, Kinetic Engineering, Kinet-
ics

The caster concentrates air in a small sphere, about a
half-inch in diameter, then releases it suddenly. Gather-
ing the air requires three seconds, increasing casting time;
the caster can hold the spell for up to one round before
releasing it, but must concentrate to do 0.

The airburst causes no damage itself, but scatters any
materials (gravel, water, etc.) in the vicinity. An airburst
can be used to propel a bullet from agun, or other missiles
from a weapon barrel. Note that air could be concen-
trated under anti-magic armor (requiring success on adif-
ficult skill roll because of the interference of the
anti-magic elements) and released to blow a hole in the
armor.

Allergy

Difficulty: 120 Duration: 1 min.

Related Skills: Biology/Necrology, Pharmacol ogy

The caster inflicts a specific allergy on one foe; usually,
this is an alergy to something in the vicinity. This spell
does not require a Reflexes check to hit, but requires a
Learning check for judging the target's physiology cor-
rectly. The victim of the spell must make a Fitness check;
if the roll succeeds, no effects are felt. If the roll fails, the
character suffers eye irritation and a sneezing fit for the
duration of the spell; this makes any physical or mental
activity difficult.

If the character critically fails the Fitness roll (F9), she
or he responds violently to the dlergy, suffering as above,
plus getting hives and losing the ability to breathe.
Unless relief is provided (such as by heal or by certain
medicines), the victim will die in a number of rounds
equal to the tens digit of the victim's Fitness.

spells

Amplify

Difficulty: 70 Duration: Wil/10 rd.

Related Skills: Sound, Telaudio Engineering

This spell manipulates sound waves and increases the mag-
nitude of the caster's voice or any chosen sound, up to
twice normal. Not that multiple castings of this spell can
be used cumulatively. At anything greater than 10 times
normal speaking loudness, everyone within 10 meters of
the spell effect must make a Fitness check or be deafened.
At more than 20 times normal loudness, those within 10
meters must make a Fitness check or become stunned and
disoriented, unable to act during the spdll's duration, plus
1d4 rounds afterwards. This spell can dso be used to quiet
anoise, down to whisper level, but not to total inaudibility.

Analyze Handwriting

Difficulty: 80 Duration: 1 sec.

Related Skills: INVESTIGATION

By using this spell, the caster can instantly tell if asample
of handwriting has been forged. In addition, the spell
reveals the handedness, gender, approximate age and
education, and general personality traits of the person
who wrote the sample.

Anayze Magic
Difficulty: 80 Duration: 1 sec.
Related Skills: INVESTIGATION, MAGIC, Energy Sci-
ences
Using this spell, the caster can determine the nature of
any one spell active within sight. The character can
instead choose to analyze a crystal or other stored magic,
to determine what spell is stored. Analyze magic can be
used to determine the trigger for a crystal or crystalglyph,
what happens when a scroll is read, or the correct way to
trigger a potion; analyze magic must be cast specifically for
the stated purpose or is ineffective.

A Reflexes check is needed for targeting only when
multiple sources of magic are in sight; afailed check
means the wrong magic is analyzed.

Animate

Difficulty: 90

Related Skills: Kinetics
This spell is something like programmable telekinesis; the
cagter can cause an object to perform a simple motion for
the duration. Simple motions include moving back and
forth, flying, rotating, and rolling. The caster can affect

objects weighing up to a number of kilograms equal to the
tens digit of the caster's Willpower. Regardless of weight,
the object affected can move no faster than melee strik-
ing speed, so once per round could attack anyone within
its area of effect. Multiple castings of this spell are cumu-

lative for mass, but do not increase speed.

Duration: 1 min.
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Antibiotic

Difficulty: 110 Duration: 1 day

Rdated Skills Basc Medicine

With this spell, the caster creates an artificial magical
construct designed to kill a particular diseese. If the dis-
ease has been diagnosed, the use of this spell requires no
skill check; otherwise, choosing the correct form of the
antibiotic spell requires success on a difficult Learning
check. Note that some diseases (like vampirism, lycan-
thropy, and AIDS) are very difficult to cure; these require
seven consecutive days of successful casting. Each day's
casting requires a successful roll on an extremely difficult
I ntuition check.

If the mage fails to cadt the spdl successfully, the spdl
till affects the target somehow. Usually, thisis harmless;
a target who makes a successful Fitness check is
unharmed. A recipient who fails the Fitnessroll for amis-
cast antibiotic spell loses 2d6 Stamina points immediately,
and cannot receive healing of any kind for one day.
Regardless of whether an antibiotic spell harms its recipi-
ent, the spell should not be cast on the same person dur-
ing the same day; if this happens, the recipient takes
damage of 1d4 Body points plus 2d6 Stamina points.

During the day that it is active, antibiotic kills dissase
organisms (bacteria, viruses, and parasites), including
those that affect golems and computers. It is ineffective
againg dlergies, congenitd defects, and wounds, though
it will cure (or prevent) infections from the latter.

This spell requires no targeting roll, but the caster
much touch the patient. Antibiotic is draining and
reguires the mage to rest for an hour after cagting it.

Astral Travel

Difficulty: 140 Duration: 10 min.

Related Skills: none (learned only from individual mes-
ters and mystics)

This can be cast only on onesdlf, and is something like a
mobile clairvoyance effect. The caster's consciousness
leaves the body and travels (up to 1 kilometer per
minute), able to hear and see what is happening, but

unable to smell, taste, or touch anything. The astral pres-
ence can travel through solid matter, except for anti-
magic dements, which must be airtight to keep an astra

presence completely locked out.

The astral presence is the same shape as the caster and
invisible. It crestes atemperature reaction when present,
0 is always cooler than its surroundings and can cause
chills and be detected by thermal vision.

The cagter's body lies unconscious and defenseless dur-
ing the spell's duration. The caster can cast spells via
adtrd travel, excepting those that require the caster to use
Psyche focus skills. An astral presence can be harmed by
magical energy, such as that used in bolt spels, with dam-

age accruing to the unconscious caster. Otherwise, the
astral sdf cannot be harmed.

If the caster dies while the astral presence is detached,
the presence wanders free as a "ghost" (see Appendix I:
NPCs and Monsters).

Biodectricity

Difficulty: 80 Duration: 1 ec.

Related Skills: Biology/Necrology, Electronics, Zoology
The character amplifies natural electrical impulses within
his or her own body to produce a bioelectric discharge.
The caster can hold the discharge for up to the duration
of the spell, then discharge once. The first living being
touched receives the discharge and receives damage of
204 Stamina points. The discharge passes through metals
that carry electrical current.

Blend

Difficulty: 90 Duration: Wil/10 rds.
Related Skills: COVERT ACTIONS, Alchemy

This specialized, short-term version of the color spell
alows the cagter to change the surface reflectivity of the
recipient (a person and all that person holds, or an
object). The recipient's coloration precisely matches the
recipient's background and changes as she or he moves.
Whi