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Damage Compensator: Compensators are implanted rib-
bons of transmissive nerve fiber that bypass the safety inhib-
itors, allowing their host to act while suffering from physical 
and mental trauma. The user may ignore a number of dam-
age boxes (both Physical and Stun) equal to the compensa-
tor’s rating before determining injury modifiers. 
 Mnemonic Enhancer: By attaching a highly concen-
trated growth of gray matter to the brain, the capacity of 
both short- and long-term memory is increased. Adds the 
enhancer’s rating as a dice pool modifier to Knowledge, 
Language, and memory-related tests (this bonus may be 
combined with bonuses from other sources). The enhancer 
also adds a +1 dice pool bonus to Instruction Tests where 
the user is the subject of the instruction.
 Pain Editor: The editor is a cluster of specialized ner-
vous tissue designed to filter sensory stimuli. As long as the 
pain editor is active, the user can ignore the injury modifiers 
of Stun damage and will not fall unconscious when the Stun 
damage reaches its maximum. The subject feels no pain and 
is unaware of the extent of damage taken without examin-
ing herself or being informed by a biomonitor (see p. 329). 
While active, the pain editor provides a bonus of +1 to the 
user’s Willpower attribute, but reduces her Intuition by 1 
point (never below 1). Additionally, all tactile Perception 
Tests receive a dice pool modifier of –4.
 Reflex Recorder: With this enhancement, extra neu-
ral material is grown in small clusters around the thirty-

one pairs of spinal nerves to allow memorization of certain 
“learned” motor reflexes. The reflex recorder adds a +1 dice 
pool bonus to a specific skill or skill group (Combat and 
Physical skills only). Multiple recorders may be taken for 
multiple skills, but the effects don’t stack. This bonus may 
be combined with bonuses from other sources.

Sleep Regulator: The sleep regulator modifies the hy-
pothalamus region of the brain, allowing for longer periods 
of wakefulness. The recipient requires less sleep per day and 
the sleep she gets tends to be deeper and more restful. The 
sleep regulator allows a character to get by with three hours 
of sleep each night and stay awake for 48 hours before modi-
fiers start to take effect. Resting hours for healing purposes 
are not affected.

Synaptic Booster: With this bioware, the nerve cells 
making up the spinal cord are encouraged to replicate and 
lengthen, providing a wider “datapath” for the transmission 
of impulses and decreasing the amount of time required for 
the signal to traverse the distance. The booster confers a 
bonus of +1 Reaction and + 1 Initiative Pass per point of 
rating. The synaptic booster cannot be combined with any 
other form of Initiative enhancement.

MAGICAL EQUIPMENT
Foci, Magical Supplies, Fetishes, and Spell Formulae

are described in The Awakened World, p. 163.

Foci  Availability Cost
Spellcasting Focus (Force x 4)R Force x 15,000¥
Counterspelling Focus (Force x 4)R Force x 5,000¥
Sustaining Focus (Force x 4)R Force x 10,000¥
Summoning Focus (Force x 4)R Force x 15,000¥
Banishing Focus (Force x 4)R Force x 5,000¥
Binding Focus (Force x 4)R Force x 10,000¥
Weapon Focus (Force x 5)R Force x 10,000¥
Power Focus (Force x 5)R Force x 25,000¥

Magical Supplies
Conjuring Materials (Force x 2) Force x 1,500¥
Magical  Lodge Materials (Force x 2) Force x 500¥
Bio ber (Force x 3) Force x 100¥ per sq. meter

Fetishes
Combat 8R 200¥
Detection 2 50¥
Healing 2 500¥
Illusion 2 100¥
Manipulation 6R 300¥

Spell Category Formulae Cost Personal Instruction Cost Availability
Combat 2,000¥ Instruction skill x 1,500¥ 8F
Detection 500¥ Instruction skill x 250¥ 4R
Health 500¥ Instruction skill x 250¥ 4R
Illusion 1,000¥ Instruction skill x 500¥ 8R
Manipulation 1,500¥ Instruction skill x 1,000¥ 8R


