


STARTING SKILLS,
TALENTS, AND GEAR

Talents: Peer (Adeptus Mechanicus) (Influence Talent).
Gear: Best-craftsmanship carapace armour or common-
craftsmanship power armour, power axe or power maul, best-
craftsmanship hellgun or common-craftsmanship bolter with
red-dot laser sight, two Best-craftsmanship bionic implants
or cybernetic limbs of choice, badge of office, auspex, combi-
tool, vox-caster.

ASCENDED TRAITS

When you take up the path of the Magos you automatically
gain the Soul of Iron Trait. You must also choose one other
trait from the list below.

Soul of Iron

True servants of the Omnissiah inevitably give up humanity in
order to embrace the glory of the machine god. This is especially
true of most Magos who only vaguely remember a time when
the concerns of mortals plagued their mind. All Interaction Skill
Tests used against a Magos suffer a —30 penalty. The Magos
should choose one appropriate Common Lore, Scholastic Lore,
Forbidden Lore, or Trade Skill as his main focus and area of
expertise. The Magos gains one bonus degree of success with
any of his successful Skill Tests involving Tech-Use or his
chosen Skill, and in addition gains +10 to any Opposed Test
involving Tech-Use or his chosen Skill.

Choose One...

Weapon-Tech

All Magos become masters of machine spirits and the sacred
workings of tech. Many, however, specialise learning the
blessed and secret intricacies of particular devices such as
guns. Once per combat, the Magos can enhance his weapon,
or seek out the weak points in an opponent’s armour,
increasing the Magos’ deadliness. Once per game session, a
weapon personally wielded by the Magos from the las, melta,
plasma, shock, or power category (this may also include the

Exotic category at the GM’s discretion) increases its Damage
and Penetration by an amount equal to his Intelligence Bonus
for one Round.

Armour-Monger

The finest armours and most powerful shields are all products
of the followers of the machine god, based on the fabled and
ancient designs of man’s glorious past. With years of training,
a Magos can learn to enhance these protections, or use them
in their optimum fashion. The Magos increases the Armour
Points of any armour he wears by 2 on all locations it would
normally cover as long as he has at least an hour each day
to bless and prepare the armour. This bonus applies only to
armour worn by the Magos.

Tech-Tinker

Not all Magos focus on war. Some favour the workings of
other more miscellaneous kinds of machinery. A Magos can
increase the effectiveness of a piece of technology, increasing
its function or output. Once per day as a Full Action, the
Magos can increase the power of a piece of technology which
is neither a weapon nor protective device. This, in effect,
increases its function by 50%, be it the range of the signal
it can broadcast or the amount of items it can fabricate. This
boost only lasts for the duration of a single scene or encounter
(this amount of time may be extended at the GM’s discretion).
The GM always has final say in the exact effects of a boosted
piece of tech.
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