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QOvdo Avrecanorvum

The Ordo Arcanorum: The Order of the
Arcanum, or The House of Secrets. You knew
nothing about it. But, the circles of society in
which you moved were all too aware of it. Your
friends liked you. They bandied about your name
in even higher circles. Eventually word came
down that you were an acceptable member.

At first you thought it was something of a joke.
Still, moving in the right circles is the best way to
advance one’s career, and if powerful people
wanted to play these kinds of games with you, it
was your best shot at power and wealth.

It turns out that the wealth was only a secondary
bit. The power, now THAT turned out to be
something else entirely. Crowley would have
been proud to have you as a protége,...
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“But it so happens that everything on this planet
is, ultimately, irrational; there is not, and cannot
be, any reason for the causal connection of
things, if only because our use of the word
‘reason’ already implies the idea of causal
connection,...It is, therefore, no argument against
ceremonial magic to say that it is ‘absurd’.”

- Aleister Crowley

Ordo Arcanorum

A student of the OA, a magic tradition developed
by Aleister Crowley quite independent of those
organizations he founded and which are seen in
books or on the Internet. Your character’s
recommended highest characteristics are:

Endurance, Intelligence, Social Standing

(End, Int, Soc)
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Qvdo Arcanorum

Step 1: Qualifications or Draft

Make the Qualifications check by rolling 2D6 and
adding (or subtracting) the modifier for your
character’s Intelligence. You must roll the
indicated number or higher:

Quallfications &+ (Int)

If you succeed, go to Step 2: Begin at Rank-0 for
Ordo Arcanorum, next column.

If you fail, roll on the Draft table:

Draft
Roll | Career/ School
1 Ancient East
2 Chaos Mage
3 Scientist
4 Physician
5 Neo-Pagan
6 Vampire

and then go to Step 2: Begin at Rank-0 of the
playbook for the career or school you were
drafted into.
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Step 2: Begin at Rank-0
At starting Rank-0 you have the following skills:

Wheeled Vehicle-0

Linguistics-1 (English, 1 modern and 2 ancient)
Carousing-0

Magic: Spirit-1

Note these on your character sheet under “Skills.”

Step 3: School Term

Proceed through aj Survival, b) Advancement, c)
Risky Castings, and d] Aging to complete one
school term.

a) Survival

Make the Survival check by rolling 2D6 and
adding (or subtracting) the modifier for your
character’s Endurance. You must roll the
indicated number or higher:

Survival 6+ (End)

If you succeed the Survival check, choose one of
the Skills Tables on the next page. You may only
choose the Advanced Skills table if your
character’s Education is 8+. Then, roll 1D6 to gain
one skill from the table you chose. Note your new
skill on your character sheet.

Gaining Skills

Unless the skill indicates [Skill Name]-O you
receive a new skill at level 1: [Skill Name]-1. If your
character already possesses a skill and you roll
that skill again, increment that skill higher by one.
For example, if you character has Recon-1 and
you roll Recon again, your skill is now Recon-2.
Gun Combat-0 becomes Gun Combat-1, etc.

If you fail the Survival check, you do not gain a
skill, and you may not go to b) Advancement.
Instead, proceed directly to c) Risky Castings.
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b) Advancement

Make the Advancement check by rolling 2D6 and
adding (or subtracting) the modifier for your
character’s Social Standing. You must roll the
indicated number or higher:

Advancement 7+ (Soc)

If you succeed the Advancement check, choose
one of the Skills Tables (Advanced Skills requires
Edu 8+). Then, you may choose the new skill
rather than rolling for it. Note your new skill. You
also proceed one rank higher on the Rank & Skills
table, below. Also note any new skill you receive
if you reach Rank-3.

Rank & Skills
Rank | Rank & Skills

0 Neophyte
Wheeled Vehicle-0
Linguistics-1
Carousing-0
Magic: Spirit-1

1 Probatus
2 Adeptus

3 Dominus Discipulus
Magic: Gates-1

Artium Magister
Dominus Templi
Magister Magus

o | A

Regardless of whether you succeed the
Advancement check, proceed to c) Risky Castings.

c) Risky Castings

Make the Risky Castings check by rolling 2D6.
You must roll the indicated number or higher:
Risky Castings 5+

If you succeed, choose one of the Skills Tables
(Advanced Skills requires Edu 8+). Then, roll 1D6
to gain one skill from the table you chose. Note
your new skill.
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Skills Tables
Personal Skills
Roll Skill / Characteristic
1 +1 Int
2 +1 Edu
3 +1 Soc
4 Gun Combat
5 Melee Combat
6 Carousing
Service Skills
Roll Skill
1 Magic: Ritual
2 Wheeled Vehicle
3 Magic: Artisan
4 Sciences: Esoteric Lore
5 Magic: Spirit
6 Outdoors
Specialist Skills
Roll Skill
1 Investigation
2 Gambling
3 Magic: Alchemy
4 Broker
5 Magic: Calligraphy
6 Magic: Gates
Advanced Skills (requires Edu 8+)
Roll Skill
1 Leadership
2 Medical: Human
3 Sciences
4 Bureaucracy
5 Magic: Light
6 Computer

Cascade skills are shown in bold. Cascade skills
are made up of two or more component skills.
When your character receives a cascade skill, you
must select one component skill of the cascade
skill from the “Skills List.”

d) Aging

Note your character’s age. The character begins
at age 18, but each school term lasts 4 years, so
upon first completing this step your character is
age 22.
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QOdo Arcanorum

You may either go to Step 4: Graduate or enter a
new school term by repeating a) Survival, b)
Advancement, c) Risky Castings, and d) Aging.

The maximum number of school terms you may
attend without penalty is four. For the fifth term
you may subtract your Strength score by 1 or lose
1 level in a skill. For the sixth term you may
subtract your Dexterity score by 1 or lose 1 level
in a skill. For the seventh term you may subtract
your Strength and Dexterity scores each by 1 or
lose 2 levels in any two skills. The absolute
maximum number of school terms is seven.

Step 4: Graduate Cash Benefits
For each term attended, Roll | Credits
you receive one roll of 1 5,000
1D6 on the Cash Benefits 2 10,000
table. If your character is 3 10,000
rank 4 or higher, add +1 4 20,000
to the roll. These credits 5 50,000
may then be spent to 6 50,000
purchase equipment for 7 100,000

your character.

Also, for each term attended, you may choose
one benefit from the Material Benefits table. It
helps to choose something for which your
character has the correct skill. For instance, a
Calligraphy Kit may only be used if the character
has the Magic: Calligraphy skill. Choosing a
weapon makes the most sense if the character
possesses a skill in Melee or Gun Combat.

Material Benefits
Dextran-Air Model-1 Laptop
Esoteric Lore Database-1
Wand (2 spells inscribed)
Melee or Ranged Weapon
Alchemy Kit

Ritual Trappings-1
Calligraphy Kit

Material benefits shown in bold are a category in
“Equipment.”  Choose one item from that
category in the “Equipment” chapter.
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Step 5: Equipment & Encumbrance
Purchase any items you think your character
might need for the adventure from “Equipment.”

Calculate your character's Encumbrance Limit.
This is 10+ your character’s Strength DM. For
instance, a character with a Strength of 9 has a
Str DM of +1, for an Encumbrance Limit of 11. A
character with a Strength of 5 has a Str DM of -1,
for an Encumbrance Limit of 9. Note the
Encumbrance Limit on the character sheet.

On the character sheet jot down the equipment’s
name, its encumbrance, and any notes about its
use. If you have an Encumbrance Limit of 10, and
your equipment totals up to an Encumbrance of
11 or higher, your character must take a -2 DM
to all skill rolls.

Step 6: Combat Power

Calculate your character's Combat Power.
Combat Power is an indication of how lethal your
character is in combat. To calculate it, add up the
following values:

Characteristic DM's for: Str + Dex + End + Int

+
Skill Level/DM'’s for: Gun Combat + Melee
Combat + all Magic Domains

+
# of dice of the single weapon possessed by the
character which does the most damage + armor

Note your character's Combat Power on the
character sheet.

Step 7: Magic
Go to "Magic” and learn how to create some
preliminary magic spells.

Multiple Careers & Schools

After you Graduate, you may make a
Qualifications check for another career or school.
But, there isa-2 DM to the roll. Also, aging effects
and term limit rules as stated above apply to the
new terms gained in the new career or school.
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