
German 5. He then spends 15 exp on Bavaria Lore 2, 15
exp on Awareness 2, and 15 exp on Folk Ken 2, bring-
ing Uwe/Darius to the age of 5.

Now he needs to decide when the boy became an
apprentice, and he picks 10 as a nice, round number. He has
75 experience points to spend from those five years, and he
spends 15 exp on Brawl 2, 15 exp on Guile 2, 5 exp on
Athletics 1, 5 exp on Concentration 1, 5 exp on Etiquette 1,
5 exp on Intrigue 1, 5 exp on Leadership 1, 5 exp on Stealth
1, 5 exp on Survival 1, and 5 exp on Swim 1. That leaves
him with 5 experience points, which he decides to spend on
Order of Hermes Lore 1. It’s a general Ability, so he can,
and he rationalizes the decision by assuming that his future
master took him to the covenant some time before his appren-
ticeship actually began.

MAGUS ONLY — APPRENTICESHIP

The fifteen years of apprenticeship give
the character 240 experience points, and 120
levels of spells. These experience points can be
spent on Arts or Abilities, including Arcane,
Academic, and Martial Abilities. Note that magi
can only spend experience points on Arcane,
Academic and Martial Abilities before appren-
ticeship if they have a Virtue which allows them
to do so. A sensible division is to spend 120
experience points on Abilities and 120 on Arts.

Magi must have the following minimum
Abilities: Parma Magica 1, Magic Theory 1, Latin
1. Characters with lower scores would not be
admitted to the Order. A character without a
Latin score of least 4 and an Artes Liberales score
of at least 1 is unable to read the books of the
Order. This will seriously weaken the character
relative to other magi, and you should be aware
of this before designing such a character. A char-
acter with a Latin score of less than 5 cannot
write books, which may also be important. A
Magic Theory score of below 3 is weak, and, in
particular, means that the magus cannot set up
his own laboratory. Very few magi have a score
in Parma Magica over 1 immediately after
apprenticeship, as this Ability is the last thing
taught. Indeed, the magus is not taught the final
secret to raising a Parma until after he has sworn
the Oath. Magi should also seriously consider
putting points into Code of Hermes,

Concentration, Finesse, Order of Hermes Lore,
Penetration, and Profession (Scribe).

It is probably unwise to put more than 55
experience points, for a score of 10, into any
one Art, as that tends to indicate that your
magus is over-specialized.

The highest level spell you can learn is
equal to Technique + Form + Intelligence +
Magic Theory +3, where the Technique and
Form are the Technique and Form of the spell
in question. If the spell has requisites (see page
114), they apply to this total as well.

EXAMPLE: DARIUS OF FLAMBEAU

Spending the apprenticeship XP is fairly easy.
Niall spends 50 exp for Latin 4, 50 exp on Magic
Theory 4, 30 exp on Artes Liberales 3, 5 exp on Finesse
1, 15 exp on Penetration 2, 5 exp on Profession —
Scribe 1, 5 exp on Chirurgy 1, 5 exp on Faerie Lore 1, 5
exp on Infernal Lore 1, 5 exp on Philosophiae 1, and 5
exp on Magic Lore 1

Then he looks at Hermetic Arts. He has 65 experi-
ence points left. He spends 37 points on Perdo, which his
affinity turns into 55 points, so that he has Perdo 10.
Then he puts almost all of the rest into Creo and Corpus:
15 exp on Creo 5, 3 exp on Corpus 2.

Darius adds 10 to his Technique + Form to deter-
mine the highest level spell he can learn. He chooses to take
all Perdo spells, selecting The Wound that Weeps (PeCo
15), Grip of the Choking Hand (PeCo 15), Parching
Wind (PeAq 20), Soothe the Raging Flames (PeIg 20),
Veil of Invisibility (PeIm 20), Calm the Motion of the
Heart (PeMe 15), Loss of But a Moment’s Memory
(PeMe 15). Because of his Flawless Magic Virtue,
Darius has a Mastery Score of one in each spell, and thus
Niall has to choose a special ability for each.

Finally, just before Gauntlet, he spends his last 5
exp on Parma Magica 1.

MAGUS ONLY — AFTER APPRENTICESHIP

If you want to generate a magus who is
some time out of apprenticeship, the rules
change again. You might want to wait until you
are familiar with the game system before doing
this, however. There are a lot of options and

considerations, which could easily seem over-
whelming.

For every year, the magus gets 30 points.
Each point can be an experience point in an Art
or Ability or one level of spell. The maximum
spell level a magus may know is limited as before.
A sensible maximum for a magus’ Arts is 10 plus
one for every four years since apprenticeship.
Thus, a magus who is 20 years out of apprentice-
ship could have a highest Art of 15, while a magus
120 years out of apprenticeship might have a
highest Art of 40. A typical magus also gains an
average of 2 Warping Points (see page 167) per
year, so there are very few magi much more than
120 years out of apprenticeship. Thus, 40 is about
the highest Art possible.

Of course, you may not want your experi-
enced magus to have spent all his time studying
Abilities, Arts and spells. If you wish to have
your magus engage in other lab activities (such
as creating items, enchanting familiars, and in
particular creating Longevity Rituals) you will
need to know more about the circumstances in
which he has been working. These are ulti-
mately up to the storyguide, but a typical situ-
ation might be as follows:

1. The magus’ covenant (for Aging rolls)
gives a Living Conditions modifier of +1
(see “Aging,” page 168.)

2. The magus’ lab is of only average quality,
giving a modifier to Lab Totals of 0.

3. The covenant has a Magic Aura of 3.
4. The magus may use a maximum number of

pawns per year equal to Magic Theory x
5, of the Arts required. It is not possible to
accumulate pawns from year to year,
because this number already represents
vis the magus has saved while studying
from books and inventing spells.

Statistics for familiars and apprentices
should be agreed with the storyguide, if
required.

For each season that your magus spends
working on a lab project, the character loses
10 points from the yearly 30 experience
points, to a minimum of 0 if three or four sea-
sons are spent on lab work. Thus it is most
cost effective to have the magus engage in a
full year of lab work at a time. It is suggested
that you advance your magus year by year,
spending several on study, then taking years
out to do lab work as the character’s statistics
reach appropriate levels.

Older magi can learn spells more quickly
than these guidelines suggest. You may there-
fore want to use these rules to have a magus
learn spells as a lab project if you are advancing
him more than forty years or so beyond
apprenticeship.

Remember that you should also make
aging rolls for the character each year from the
age of 35. Thus you will probably want your
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Hermetic Magi 
Recommended Minimum Abilities

Artes Liberales 1
Latin 4
Magic Theory 3
Parma Magica 1 (should be no higher if the magus is just out of apprenticeship)
Total Cost: 90 experience points
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