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Intro Fluff goes here. It will feature The Jump Coordinator aboard the IFS Zephyr, in one of the 
many state rooms. There will be a good dozen people there, including Preston Radcliffe and a 
suspiciously vague individual to represent the main character of the game.

The Universal Law of Magick and Steamworks
It is a well know and documented fact that the forces of Magick and Science do not play well with 
each other (Note 1). It is an inescapable fact woven into the very reality of this universe at the most 
fundamental level. Trying to subvert it has been tried in the past and has had dramatically disastrous
results. Out of Jump Powers do not have to worry about being subjected to The Universal Law. 
Caution on openly broadcasting that immunity is advised, as there will be a number of very 
powerful people who will be quite interested to learn just how you've managed it.

Science and Magick can both be used to achieve similar ends, but they have wildly different ways 
of reaching it. Science, for example, uses the laws of nature itself to produce results. Chemical 
reactions fuel gunpowder to cause an explosion, the power of boiling water into steam produces 
engines that allow the massive trains to transport people, and the play of electrons allows for 
electricity to power light bulbs and small mechanical automatons. 

While on the other hand, Magick bypasses those natural laws altogether. Using careful application 
of Willpower, Focus, and the long study of ancient runes and texts, Magicians can create similar 
marvels. They can cause the air to spontaneously ignite by fueling fire with mana, twist the very 
fabric of the universe to transport themselves long distances in the blink of an eye, and call forth 
beings of pure fantasy to do their bidding. 

The differences lay in the details. Science provides concrete facts that are far easier to learn by most
people. It is also a snap to allow others to own and operate devices created by a skilled technician. A
Human can master three or four Technological Disciplines in a lifetime and still have years to tinker
and invent. It is this reason that has caused Science to rapidly grow in popularity among the shorter 
lived races. That said, such devices require much in the way of resources and equipment to create. 
Metal, coal, forges, and molds to name a few. Even then, technological devices have to be built and 
maintained by those with the knowledge to do so. But for all that, once a technological device is 
built, it can often be repaired from all but the most critical damage.

Magick, in contrast, has little in the way of concrete facts to guide those learning the arcane path. 
Ancient texts and runes provide the clues, certainly, but the training of Willpower and Focus to 
master such abilities take long years of dedicated effort to master even a few spells. Only the Elves, 
as the longest lived race, can hope to completely master even half of the Spell Colleges. The short 
lived races are often forced to dabble in the easier spells of several school, or dedicate a significant 
portion of their lifetime to mastering only two Colleges. However, Magick is not all about 
downsides. Once known, a spell requires few, if any, material components to pull off. Mana 
regenerates quite quickly if the magician is given but a few moments to rest and recover. Their raw 
power if often far greater than anything Science could hope to achieve as well. Scientists may play 
with sparks and mind-altering chemicals, but only a magician can hope to call forth a true lightning 
bolt or dig into another mind to dominate them. Magickal items enjoy a durability that those of 
Science lack, but once they have been damaged they cannot be repaired again. A Magickal sword 
may stay sharp for decades, but once dulled, the sword must be completely recrafted.



Backgrounds

Drop-In: You may as well have fallen out of the sky for all you know what's going on. You find 
yourself in your Body-Mod form with a leather messenger bag resting against your leg. Inside you 
find a week's worth of basic travel food, a Primer Spellbook, A Beginner's Guide to All Things 
Science, (others stuff). Proceed directly to the Locations Section to find out where you landed. You 
may choose four Spell Colleges, Technological Disciplines, or Skills, in any combination, and gain 
a Discount for each of them. Proceed immediately to the Locations Section to discover just where 
you have landed. 

If you are not choosing the Drop-In Route, select a Race and Background from below.

Races:
Dwarf: http://arcanum.wikia.com/wiki/Dwarves
Gnome: http://arcanum.wikia.com/wiki/Gnomes
Halfling: http://arcanum.wikia.com/wiki/Halflings
Half-Ogre: http://arcanum.wikia.com/wiki/Half-Ogres
Half-Orc: http://arcanum.wikia.com/wiki/Half-Orcs
Elf: http://arcanum.wikia.com/wiki/Elves
Half-Elf: http://arcanum.wikia.com/wiki/Half-Elves
Human: http://arcanum.wikia.com/wiki/Humans

Backgrounds:
Normal Person – Your childhood was uneventful and your days in school were adequate. You had 
family and friends and were generally well liked all around. As an adult, you tend to blend into the 
background a little bit, but there's nothing wrong with being normal in a world full of weirdness. 
(Discount: Any two Spell Colleges, Any one Technological Discipline, Any one Skill Set. Penalty: 
None.)

Super Model – You are a stunning gorgeous person and have been pampered and coddled all your 
life as a result. You gain a tremendous bonus to your beauty, but your willpower is weakened, your 
physical strength significantly reduced, and your intelligence... well, let's just say blonde is a good 
color for you. (Discount: Social Skills, Herbology, Therapeutics, Phantasm. Penalty: Combat 
Skills.) 

Escaped Lunatic – At some point in the past you escaped for an insane asylum and never looked 
back. You gain an incredible ability to shrug off damage due to years of harming yourself in various
ways, but you have no money. You did manage to steal a cheap set of clothes along the way at least.
Most people can sense the madness in you and are either frightened or repulsed when you try to 
speak to them. (Discount: Thieving Skills, Mental, Black Necromantic, Therapeutics. Penalty: 
Social Skills.)

Barbarian – You were raised among a wild barbarian tribe in a far off land. You're not quite sure 
where you are, but given your ferocious demeanor, asking others has been an uphill battle. You are 
stronger and tougher than most, but slightly less intelligent with poor social skills. (Discount: 
Combat Skills, Nature, Earth, Smithy. Penalty: Technological Skills.)

Arsonist – You like fire. No, you LOVE fire! Fire fire fire! You were always picked on as a kid for 
being scrawny, but you showed them! You studied explosives and burned their houses down! With 
the lemons! Then, because a bunch of people got mad at you for some reason, you ran away from 
home, looking for more burnables to sate your pyromania. (Discount: Chemistry, Explosives, Fire, 
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Black Necromantic. Penalty: Water and White Necromantic.)

Magick Allergy – You have a severe allergy to magickal items, so much so that merely touching 
them causes you pain. Therefore, you have been devoted to technology since a young age and have 
developed quite the knack for it. You cannot wield ANY magickal items for the duration of your 
time here. (Discount: Any Three Technological Disciplines, Technological Skills. Penalty: All Spell 
Colleges.)

Bandit – From a young age you decided that the rules just shouldn't apply to you. You grew up 
bullying and stealing, which turned into robbing and shooting as you grew older. Now you're on the 
run from the law. (Roll on the Locations table to determine which law you're running from.) 
(Discount: Gun Smithy, Technological Skills, Thieving Skills, Conveyance. Penalty: Summoning 
and Temporal.)

Technophobia – You were raised on a potato farm in the rustic backwaters of the country. You 
worked hard and are stronger and tougher than most your age, but lack some basic schooling you 
really could have used. You've also never come into contact with technology before traveling. A few
bad experiences have drastically colored your perception of them, to the point where you cannot 
bring yourself to pick one up and are even uncomfortable in their presence. (Discount: Any Three 
Spell Colleges, Combat Skills. Penalty: All Technological Disciplines.)

Sold Your Soul – Desperate for power beyond your years, you struck a bargain with a creature from 
beyond this realm. You didn't need your soul right now anyways. You were given great magical 
power but the cost clearly shows. People feel uneasy in your presence and you find yourself far 
more inclined towards “evil” thoughts and actions. (Discount: Summoning, Any Three Spell 
Colleges. Penalty: Technological Skills.) (Note 2)

Only Child – You grew up as the only child of very permissive parents, and you basically always 
got your own way. As an adult, you expect nothing less than total obedience of those around you, 
but your temperament often drives others away. Hopefully that boost to your Willpower is worth it. 
(Discount: Mental, Summoning, Divination, Any One Technological Discipline. Penalty: Social 
Skills.)

Mad Doctor – Just because you don't have a license to practice medicine doesn't mean you can't! 
Especially on yourself! You have performed numerous untested and dangerous medical experiments
on yourself, but not without a few side effects. You have a noticeable nervous tick on your face that 
turns people off and sometimes you burst into maniacal laughter for no reason. (Discount: 
Chemistry, Electric, Herbology, Therapeutics. Penalty: Combat Skills.)

Dark Sight – Your eyes have been overly sensitive to light since birth. In the daylight, you're nearly 
blind but at night you can see perfectly. You eventually fashioned a pair of dark goggles to allow 
yourself to function during the day but they're not a perfect solution. (Discount: Divination, 
Phantasm, Smithy, Thieving Skills. Penalty: Explosives and Fire.)

Abilities:
Each Spell College, Technological Discipline, and Skill is priced exactly the same. 200 CP grants 
you access to the first block of abilities. 400 CP nets you both the first and second blocks of 
abilities. 600 CP allows you to gain all three blocks of a given ability. Your Background will 
determine what Discounts and Penalties apply to you. 
Discounts give a 50% reduction in price. (100, 200, 300 CP)
Penalties increase the price to buy an ability by 50%. (300, 600, 900 CP)



Spell Colleges:

Conveyance – The college of Conveyance teaches spells that affect movement and transportation. 
Unlike most Colleges, it can prove useful to spellcasters of any temperament or combat strategy. 

Circle 1: The two most basic spells of Conveyance can easily prove their worth in any 
situation. Disarm allows you to knock a weapon out of someone's hand from a distance, even 
dealing them minor harm in the effort with enough practice. Sufficiently strong or agile targets may 
be able to resist this effort. The Unlocking Cantrip allows you to open even the most complicated 
locks on doors and containers should your control be strong enough. Beware, as the Unlocking 
Cantrip is quite loud and many people will take umbrage at you rooting through their trunks.

Circle 2: At this stage, you unlock the beginnings of true power over space. Unseen Force 
allows you to shove living beings a short distance (5 to 10 paces) away from yourself. Should your 
target strike an obstacle, such as a tree or wall, they will find themselves battered and bruised from 
the force of the impact. Spatial Distortion allows you to bend space around yourself to leap short 
distances in an instant. While you can move through objects, walls, and closed doors, care should be
taken. Many a magician has lost limb and life by accidentally ending their jump in the middle of a 
wall or an unseen object.

Circle 3: You have achieved a mastery over space that few can doubt. Teleportation opens its
secrets to you, allowing you to move yourself and your companions impossible distances in mere 
seconds. Unlike Spatial Distortion, there is no danger of becoming trapped in walls or intersecting 
with objects. You have also discovered the power of Telekinesis. You are no longer limited to 
shoving living objects away. Now you have learned how to manipulate any object, even moving 
large boulders with sufficient mana behind the spell. You can also move these objects any way that 
you wish, forward, backwards, upwards, downwards, even slantways and longways!

Divination – The College of Divination allows one to access spells to see where eyes cannot and 
gather information few normally possess. While hardly a College for those who desire raw power, 
those of a more subtle mindset may find the spells within quite appealing.

Circle 1: 

Air - 

Earth - 

Fire - 

Water - 

Force - 

Mental - 

Meta - 

Morph - 

Nature - 

Black Necromantic - 

White Necromantic - 



Phantasm - 

Summoning - 

Temporal - 

Technological Disciplines:

Chemistry - 

Electric - 

Explosives - 

Gun Smithy - 

Herbology - 

Mechanical - 

Smithy - 

Therapeutics - 

Combat Skills:

Bow - 

Dodge - 

Melee - 

Throwing - 

Thieving Skills:

Backstab - 

Pick Pocket - 

Prowling - 

Spot Trap - 

Social Skills:

Gambling - 



Haggle - 

Heal - 

Persuasion - 

Technological Skills:

Repair - 

Firearms - 

Pick Locks - 

Disarm Traps - 

Items:
Stuff stuff stuff stuff

Drawbacks: 

No Longer Exempt (+???): The Universal Law of Magick and Steamworks now applies to each and 
every power you bring into this world. I really hope you've kept a list of what you've been picking 
up. Taking this Drawback if you're made of Magitech is a great way to end your Chain right now.

Locked Away (+300 CP): You cannot access any powers, perks, abilities, or items except those you 
have purchased here for the duration of the Jump. You also lose the ability to access your Cosmic 
Warehouse and are reduced to your Body Mod form. You may keep the Race you have chosen, but 
you do not get any of the bonuses normally given along with it.

Stuff stuff stuff stuff

Optional Scenario:
Stuff stuff stuff stuff

Notes:
1 – To be more specific, technological devices perform just fine in the presence of magical items. It 
is the magicians themselves that cause issues. The deeper a magician delves into arcane secrets, the 
more mana they gather about themselves to fuel their spells. The more mana gathered about an 
individual, the more likely it is to affect any technological devices within a hundred feet or so. 
Magicians who limit themselves to Circle 1 spells will have no issues, except an occasional blow 
light bulb or misfiring gun. You can ride on the train with no issues, so long as you sit a few cars 
back.

Delving into Circle 2 spells begins to have a noticeable effect on the world around the 
individual. Larger, more complex firearms will misfire more often, sometimes even backfiring on 
the wielder. Steam engines have a tendency to fail and eventually explode is left unrepaired. 
Complex electrical devices, like the Tesla Rod or Healing Jacket, will occasionally short out with 



wild results. You can still ride on the train, but only near the back of the line.
When you reach the Circle 3 spells is when even basic technological devices have an issue 

with your presence. Electric light bulbs have a tendency to burn out when you pass near. Molitov 
Cocktails can spontaneous detonate even without being lit. Almost any gun fired in your presence 
will misfire or simply explode into pieces. You aren't even allowed onto the station platform, let 
alone ride the train. 

The interaction of mana and technology is the true reason behind The Universal Law, though
only a very few individuals realize this. Most people are content with the Magic + Technology = 
Bad simplistic idea.

If you want a more simplified way of thinking about it, treat it like The Hex from The 
Dresden Files. The only difference here is the Steampunk nature of technology and the fact that 
most of the technology is still in pre-WW2 era. 

2 – The Sold Your Soul Background is NOT a trap option. Your chain will not end, nor will you 
actually lose your soul should you end the Jump without getting it back. However, Jump-Chain is a 
single player experience, so if you would like to treat it as something far more risky, feel free.


