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“Three minutes, sir.”

1 meet Jasper's gaze in the rearview mirror and nod, then go back to my preparations. In the window, my
reflection looks back at me, superimposed over the Brooklyn streets.

When did I get so old? The reflection has gray hair, a beard with only a few dark patches left, and eyes with
more lines than I remember. Too many years with not enough sleep, and the stress of the role. Still, I must
compose myself. My pain is not important tonight. The mages I'm meeting will rely on me t0 do what they can’t,
what they mustn’t.

Many of those with my station go masked. The mask is unflinching, unchanging. I have considered it, but I
always remember advice 1 was given, years ago. Tt was the Millennial Convocation, and I was only two years in
my post. Then-Hierarch Turifex’s Consilium was strong, but just. The worst I'd done was put down a Scelestus
and execute some boy’s Familiar when he refused to obey a ruling.

1 remember meeting my counterparts from the attending Consilia, safely away from the Convocation. Heimdall
and Locke were masked, but Cronus wasn’t. He looked so out of place sitting next to the three of us, like a benign
great uncle smiling at children.

“The mask is a tool for separating yourself from your duty,” he said, “but used incautiously it becomes & tool
for intimidation.”

«Tgn’t that the point?” Locke asked, but the old man shook his head and smiled.

«“What need do the condemned have of intimidation? Their sentence has been decided; it is for you to carry it
out. To protect ourselves, we all too often become cruel. As Guardians, is it not our duty to put other mages first?”

“Even those we execute?” I asked.

cronus had been Interfector of Philadelphia when the Reapers of Cloud Infinite infilkrated its Assembly. He
had been Interfector when the Eye of Tyranny was stolen by its own caretaker, when a cabal of witches delved
into alternate times and came back as hollowed-out things that ticked like clockwork. He had more blood on his
hands than the three of us put together.

He seemed so sad, but kind.

“Fgpecially those,” he replied.

My watch reads six minutes to midnight when Jasper pulls the car up to the sidewalk outside our destination.
It’s nothing to look at, from here — just an anonymous, drab office conversion. One of many “temporary” field
saneta for the Consilium in exile. Inside, I know that over half a dozen Awakened and many more staff are still

!”_"————___—_——__Q




here, despite the hour. The anger, the threats, the recriminations — they’ll have all burned out by now, replaced
with a tiredness that won’t let them leave, look away, or rest. That’s why I'm here.

At the witching hour, death comes like an old friend.

The master of this house is Horatio, Deacon of the Brooklyn and Queens Caucus of the Silver Ladder, In
most other cities on Earth, he'd be at the top of the totem pole, but this is New York. We may have lost Man-
hattan, Turifex may be in disgraced self-exile, but the Pentacle holds. We have a new Hierarch, and Horatio
answers to her.

He meets me in his study, and lets me know just how welcome I am.

“This is an outrage! With due respect, you Guardians can’t just wander in and take over, This is an internal
théarch matter, and... ”

“And Hierarch Seshat, your Archdeacon, sent me. You are still a member of this Consilium, correct?”

He fumes, but I've known him long enough to know that he’s not really angry. He was expecting me, as he
should have been, but has to make the pretense of reluctance. Too many of his subordinates are here for him
to risk looking weak.

“Correct.”

“As was the victim, and as is the accused?”

He nods, glancing at the door behind him. Thinking of his Caucus, listening in.
“And the accused, she turned herself in?” I ask.

“Yes.” he replies.

“Then I am here to exact justice. Take me to her.”

How do you imprison a mage, especially a Mastigos? The locals have put her in a guest bedroom stripped of
all but the most basic furniture, and confiscated her tools. They even put a guard outside.

No one’s fooled. She could vanish in a heartbeat, if she wanted to. Which means her contrition goes beyond
turning herself in — she’s accepted her fate.

When I enter, she’s sitting on the floor in a corner, head in her hands. She looks barely old enough to be
my granddaughter, if my granddaughter still existed.

“Genevieve.”

She wipes her eyes and looks up at me.
‘I'm Outis.” I say, as gently as I can. Recognition plays across her face. She knows who I am.
“You're here to kill me?” She sounds exhausted.

“Perhaps. First, I need to know exactly what happened. It’ll be quick; I can pull your memories out with a
spell and —”

She shudders, shaking her head.

“Please don’t. Don’t make me see it. I can't...” she draws a ragged breath, “..I can’t see it again.”
She’s in no fit state for this.

“Alright, I won’t. But Genevieve, I need your confession. It is still a confession?”

“Yes. I did it. I killed her.”

I 'take a notebook and pen from my jacket, place it on the floor between us.

“Then write it. I'll wait, and no one else will disturb you. I'll keep them out of here until you're ready.”
She nods, and I knock on the door for the guard to open it.

“Gee,” she says. I turn back. She’s already picked up the pen. “Everyone calls me Gee.”

“I'm sorry we met like this, Gee.”







I'll tell you the ultimate secret of magic. Any cunt could do it.
- Alan Moore

As you walk down the street, you feel it. Though the sidewalk is
choked with people, they all remain oblivious, not one of them reacting
to the building as they walk past it. You were like them once, blind to
the secrets beneath the skin of the world, but one day you Awakened.
Somewhere high above you, the apartment — and the thing it contains,
calls to you. It’s a Mystery. You will solve it, and-you'll take its power
for yourself. ' '

Mage is a game about secret knowledge and hubristic pride,
about knowing too much, becoming separated from your peers
by special insight into the incomprehensible forces and twisting
occult conspiracies behind a Fallen World.

Mage is a game of power and hubris, of the temptation to
allow your reach to exceed your grasp, of knowledge outpacing
wisdom. It's a game about obsession, turning away from comfort-
able Sleep to chase the weird and the occult. It’s mages as occult
detectives, confronting the supernatural of a gnostic world.

T}]emes

Mage depicts the Awakened, human beings who have
unlocked the potential buried deep within everyone to see
the ‘many layers of occult symbolism and magical conspiracy
influencing everything in the world. More than mere passive
observers, though, mages have power; their insight grants them
the Art of magic, the ability to manipulate symbols to cast
spells. As vulnerable as any other human when surprised, but
capable of grand, terrible feats of impossibility when prepared,
mages deepen their insight — their Gnosis — by understanding
the Mysteries of the supernatural, and apply it through their
accumulated knowledge of ten Arcana, each a combination

subdivision of reality and academic discipline. The more power
mages gain, the more esoteric Mysteries they can chase; and on
and on it goes, until they escape the world entirely or succumb
to its dangers. Mages must contend with both the monstrous
inhabitants of the Fallen World and the majority of human
beings, Sleepers whose souls recoil from magic.

T}le \X/or[cl isa Lie

~ People imagine that the world they can touch and see is real —
more real than pure concepts. The abstract only exists to define
the concrete. This world is all there is, a cruel, oppressive regime
that grinds souls down with a thousand tyrannies. A whispering
voice in the back of the head saying, You're worthless. You're only
human. Don’t look. Concentrate on surviving the here and now.

It’s a Lie. A falsehood, created by invisible enemies from the
symbolism of oppression and the Paradoxical energies of an
Abyss of untruth. Mages Awaken when they confront the Lie,
when they look deep inside themselves, or are shocked outside
of themselves and see past the Lie to the symbols beneath. They
call this Tapestry of hidden truth the Supernal World, and the-
concrete universe around them the Fallen World. Despite their
Gnosis, however, mages are trapped in the Fallen World. They
can look at the Supernal, but not touch. They can see how the
symbols of the Supernal inform the Fallen World, but they can’t
become those symbols themselves, and experience the universe
as pure magic. They do, however, have evidence that something
does — the Supernal has inhabitants of its own, entities of pure
magic, and over the centuries mages have realized that those they
see are only the tip of the iceberg. Deep in the unseen Supernal,
tyrannical beings that mages call Exarchs have created the Lie to

THEMES | 11



keep humanity both vulner-
able to and ignorant of their
influence.

Trapped halfway between Supet-
nal transcendence and comforting,
ignorant Sleep, mages often feel like their
lives are journeys — they can’t go back, so they
must go forward. They call the symbols they have
affinity with their Paths, and describe the Mysteries
with imagery of labyrinths and prisons. By meditating on
an imaginary journey, a mage can shut the physical world
out and shift her consciousness inward, exploring Astral
landscapes made of the human soul. And in the strangest,
quietest corners of the Fallen World, mages find signs that it
was not always Fallen, that the Exarchs did not always rule, that
in a vanished Time Before humanity was free, and that through
unknown means mages may Ascend to dwell in the Supernal forever.

One hard rule of magic: It can’t be fully learned without being expe-
rienced. Magic leaves the practitioner transformed, and the journey
of encountering the mysterious and exploring it is as important to a

) .
mage’s development as whatever rush she feels at the end of the trail
when something’s been pinned down and understood.

And the world is teeming with Mysteries.

Mages can’t shut their Gnosis off. Once your soul is opened to the insights
of a Path, it’s always there. Every supernatural event, from the least ghost using
its Influences to the greatest cosmic Mysteries, stands out to a mage without trying.

. .4 She feels an itch, or a faint aura, or a sense of someone walking over her grave.
= - - Constantly.
| 7 Other supernatural beings can pretend that the world’s still “normal” despite
y 4 becoming vampires, or werewolves. Mages know that the supernatural is nearly
o - "8 omnipresent. Even if they try to live normal lives, they’d soon be provoked by their
F own sense for the uncanny.

r / A rare minority can’t take it, lashing out at the Mysteries and even other Awak-
“L_  ened, but most are made of sterner and more prideful stuff. Their Paths call them

“ to face the unknown, to understand it, and grow closer to the Supernal. With
increasing insight, their powers grow, allowing them to reach for more difficult
Mysteries, despite the very real risks to themselves and others. The great flaw of
the Awakened is hubris, the certainty that their obsessions are an end worth any
means, and the pride in their own abilities that comes before a terrible fall.

How to Use This Bool<

Mage: The Awakening is a Storytelling game of modern sorcery. It contains
everything you need to play an Awakened mage, able to pierce the Lie and create
spells to impose her will on the world. This book is a complete game in the second
edition Storytelling system, with full rules for character creation, running the game,
and magic, along with rules for playing the still-Sleeping friends, associates, and
servants of mages. It also features the Fallen World Chronicle, in which mages
confront the Mysteries of the Chronicles of Darkness, and includes five sample
settings filled with Mysteries to explore to that end.
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Chapters

Chapter 1: Faces of Magic introduces the five Paths to Awak-
ening from the Lie, each one linked to a different facet of the
Supernal World. It also presents the Orders, six global organi-
zations of the Awakened who differ in their beliefs regarding
magic’s purpose.

Chapter 2: Through Awakened Eyes describes the Awaken-
ing itself, details the Fallen and Supernal Worlds, and explores
mage society.

Chapter 3: Supernal Lore gives rules and game systems for
Awakened characters. It reveals the properties of Gnosis and
Mana, describes the Mage Sight willworkers use to probe Mys-
teries, gives rules for summoning entities from the Supernal
World, and describes the many uses and vulnerabilities of the
human soul.

Chapter 4: Magic presents the rules for casting spells in a
game of Mage, whether from the many example spells given
or using the guidelines for inventing your own. It reveals the
Attainments, magical capabilities developed by experienced
mages, and how mages can specialize their sorcery into Legacies
that grant unique powers.

Chapter 5: Fallen Laws covers the Storytelling system, the
rules that describe and resolve the action in a game of Mage.
When it comes to a firefight with an eldritch horror or persuad-
ing a senior mage to give you access to a resource, this chapter
has-you covered.

Chapter 6: A World of Magic describes the Fallen World
and its inhabitants from an Awakened perspective, from the
Left-Handed mages censured by the Orders, to the myriad
places of power and phenomena mages explore, to the invisible
realms of the Astral, Shadow, and Underworld. It also contains
rules for the many ephemeral entities mages encounter while
exploring the Fallen World.

Chapter 7: Mysterious Places showcases five sample settings
for Mage games, each with a central Mystery. Why do phantom
bells ring out over Tucson? What has caused the Astral Realms
to wash over Los Angeles! What secrets lie in the tangled streets
of London?

Chapter 8: Storytelling covers the core principles behind
running a game of Mage. It describes the basics of bringing the
Chronicles of Darkness to life, gives advice on running mystery
plotlines, and provides optional techniques for designing a
character’s relationships and rules for the Duel Arcane.

Appendix 1: Supporting Cast gives guidelines and rules for
Sleepers, Sleepwalkers, and Proximi, and details their roles in
magical society.

Appendix 2: Legends of the Fall describes the two central
myths of the Awakened; the fall of Atlantis and the hope of
Ascension.

Appendix 3: Conditions and Tilts is a reference section for
the range of lingering effects caused by supernatural powers
and other systems.

Truths and Lies

Mages gain their powers
from deals with the devil.

False, nor do they rely on pacts with any .other
being. Mages can and often do deal with su-
pernatural entities, and even enter into binding
agreements with them, but the potential for magic
can’t be granted by a pact and comes entirely
from within.

Magic runs in the family.

No seventh sons of seventh sons here, at least
not among the Awakened. Family lines called
Proximus Dynasties do inherit a faint, weak reflec-
tion of Supernal power, but anyone can Awaken.

Magic stems from belief

False; no Sleeper culture has a monopoly on
magic, and the powers of cultural practitioners
remain subtle and weak, if they even exist at all.
Mages perpetuate this rumor inadvertently by
using the symbols of “magical” techniques and
practices in their own spells, but the trappings ar-
en’t responsible for the magic.

The presence of nonbelievers ruins magic

Often used as an excuse by would-be wizards
for their failures, this is actually true, bit belief in
magic is not the problem. Anyone not a mage or
a rare nearly-Awakened Sleepwalker bears a
shard of the Abyss within her soul, which not only
damages spells she witnesses but warps memo-
ries, making a bystander forget any obvious mag-
ical effect she may have seen.

Mages see the unseen,
and understand many mysteries

Very true, and it sefs them apart from their
Sleeping kin.

Appendix 4: Spellcasting Quick Reference is a reference
section for the core systems found in Chapter Four.

/A\n Introduction to
Sto.r teuin Games
Y S

In all likelihood, you know what a storytelling or roleplaying
game is already. If you're new, here’s the basics.

In Mage, you and your friends tell stories of a core cast of
characters exploring Mysteries in the Chronicles of Darkness’
Fallen World, a grim version of our own world. Roleplaying
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games are like ongoing comic books or TV dramas, like The
Invisibles or True Detective. Each gaming session, which usually
last between two and six hours, is like a weekly episode or single
issue, building into distinct storylines as you play. Mysteries are
uncovered, and the price is paid.

The ideal group size for Mage is around two to five players,
taking on one main character each. You'll make decisions for
your character —what Mystery she’s obsessed by, how and when
she uses magic, how she reacts to betrayal, love, or anger.

One player, the Storyteller, is responsible for portraying
characters who don’t belong to specific players, and presenting
fictional situations that challenge the other players’ characters.
Think of these as the supporting cast — both ongoing characters
" who help or oppose the core cast, and one-off antagonists who
turn up to cause unique kinds of trouble.

As for challenging the player characters, it’s the job of the
Storyteller to come up with scenes where the players have to
make decisions fraught with conflict and danger. The Story-
teller narrates a situation, then the other players say how their
characters respond. The most important question a Storyteller
can ask is, “Whatdo you do now?”

When a character acts, the outcome of the action is deter-
mined by rolling a handful of dice. The basics are simple.

You add a few numbers on your character sheet (a mini-dos-
sier) and roll that many dice. You'll find out whether your
action works, or fails and gets your character into more trouble.

While players other than the Storyteller will generally be advo-
cates for their characters’ successes, planning ways in which they
can succeed, a lot of drama and fun comes from when things
don’t go well for the protagonists. Again, think of a television
series...the most interesting episodes are often the ones where
everything goes wrong for the characters until they find a way
to turn it around. That said, the Storyteller should make sure
characters have a chance to bounce back rather than constantly
dumping suffering on them.

The Storyteller is responsible for...

...bringing the setting to life through description.

...deciding where scenes start and what’s going on.

...portraying characters who don’t belong to other players.

...involving each player and her character in the ongoing story.

...putting players’ characters in tough spots, encouraging
interesting decisions.

...facilitating the actions players’ characters take, while making
sure there are always complications.

...making sure that poor dice rolls affect but don’t stop the story.

The players are responsible for...

...creating their own individual characters as members of
the cast.

...deciding what actions their characters take.

...making decisions that create drama and help keep the
story moving.

...highlighting their characters’ strengths and weaknesses.

...confronting the problems the Storyteller introduces.
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...developing their characters’ personalities and abilities over
time, telling personal stories within the overall story of the game.

Everyone is responsible for...

...giving other players chances to highlight their characters’
abilities and personal stories, whether that’s by showing them
at their strongest or weakest.

...making suggestions about the story and action, while keep-
ing in mind the authority of players over their characters and
the responsibility of the Storyteller to occasionally make trouble.

]nspirationa[ Me&ia

Mage draws on stories of obsession, conspiracy, mysteries, and
the occult. It’s a popular fusion — fantasy and horror fiction is
replete with occult detectives, wielding magic against mystery.
Here's some of the media that inspired this game.

Mage Media

Hellblazer, published by Vertigo comics. John Constantine,
nicotinestained, trench-coated asshole demonologist and mage,
has been the character other occult detectives are measured
against for decades. His jackdaw magical style fits Awakening’s
mages, but it’s his sheer inability to let-a mystery go despite the
ever-increasing fallout for those around him that really makes
him stand out.

The Invisibles, published by Vertigo comics. The titular
magician-terrorists assign “cabal” roles by symbolism, take on

‘Shadow Names, and fight the forces of universal oppression in

a world that’s a hologram between larger, Supernal realities.
The story’s antagonists were a primary inspiration behind the
Seers of the Throne; an early arc even has what Mage calls
Profane Urim in it.

The Night Watch pentology, by Sergei Lukyanenko, deals
with a’gritty Chtonicles of Darkness-like Moscow with a ma-
ny-layered magical world underneath, only the shallows of which
are accessible. If you need a hand understanding the Fallen /
Supernal Worlds, give it a go.

House of Leaves, by Mark Z. Danielewski, is a metatextual
horror novel, at least two layers of which could describe a Mas-
tigos Awakening or Pandemonic Verge. Beware the Minotaur.

The Dresden Files, by Jim Butcher, describes a supernatural
noir world inhabited by Chronicles of Darkness-like monsters
and a wizard private eye who means well but often ends up
hurting himself more than the bad guys.

N on—Mag@ Media_

True Detective, created by Nic Pizzolatto, is an anthology
TV series, each season showing a different cast of damaged,
obsessed individuals chasing a terrible Mystery.

Dark City, directed by Alex Proyas, initially looks like it
might be Mage Media but veers into a different genre by the end.
An amnesiac suspected of murder tries to discover the secrets
behind the strange, night-time city he inhabits.




John Dies at the End and This. Book is Full of Spiders,
by David Wong, depict the mind-bending possibilities of the
Supernal World, as two layabouts take a drug that peels away
the barriers of perception.

\White Wolf Books

Although this book contains everything needed for the game,
we've published many other books for the Chronicles of Dark-
ness that can enhance your Mage chronicle.

‘The Chronicles of Darkness Rulebook is a definitive hand-

book for the rules, including expanded systems and character

options. Citations to the Rulebook in this volume refer to the
second edition.

. The six Order books detail the inner workings of their
sub]ects going m—depth into their history, phllosoph1es and
factions.

Left-Hand Path details those mages proscrlbed and pushed
away by the Orders: the heretics, apostates, Mad, Scelesti, and
Reapers.

The Fallen World Anthology contains twelve short stories
of Mystery and magic. It’s a good way to immerse yourself in
the Chronicles of Darkness, and gain inspiration for your own
Mage stories. :
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Hours pass. The sky begins to brighten, and the crowd of bystanders slowly realize that they won't be
seeing Gee's blood any time soon. One by one, they quietly leave to rest.
A servant brings me breakfast, and looks confused when T ask for a second tray. Taking it to Gee’s makeshift

cell, I knock softly and push the door open.
She'’s asleep, curled up on the bed. The notebook lies open on the floor, neat handwriting covering the visible

pages. I pick it up and flick through the pages, realizing that it cuts off. She hasn’t finished.

I put the notebook back, and leave the tray. Let her sleep.
1 sit in the lobby, and build the imago in my mind. I saw the writing for seconds at most, but that’s enough.
Time parts before me, and I'm back in the room, frozen in the moment, looking at each page. I slowly advance

the postcognition, reading Gee’s words.
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1 think becoming a wizard is about discovering what's real and what isn’t.
— Ben Aaronovich, Midnight Riot

Although mages come to their Gnosis in individual acts of
rebellion against the Lie, they're human, and humans are social
animals. Aside from the benefits of having someone to speak to
about the Mysteries, mages make best use of the Art when instinct
is married to training. For thousands of years, mages have explored
the Mysteries and recorded their insights, and that accumulated
body of lore has become a hidden culture of magic.

P at}ls

Theoretical models of the cosmos give infinite numbers of Su-
pernal Realms, hidden deep beyond the Supernal World revealed
through Mage Sight. Other, rival, theories state that there is only
one Supernal Realm, and that all seeming division is imposed
on magic by mortal minds. Despite the debates, for all intents
and purposes mages count five different facets or Paths of the
Supernal World: five ways to see through the Lie, five ways to
achieve magic, five kinds of mages.

Perhaps in the Time Before mages were not limited to the Paths;
a minority of mages see the reoccurring symbolism of Watchtow-
ers found in many Awakenings as a sign that something in the
Supernal is creating mages just as the Exarchs control the Lie.
The Silver Ladder calls these beings Oracles, but if any mage has
ever met one, she hasn’t said so.

Each Path is dominated by the symbols of two Ruling Arcana,
which mages of that Path have a great instinctive familiarity with,
and is notably deficient in.a third Inferior one. The Paths are de-
fined by the interplays of the Ruling Arcana, each with one Subtle
Arcanum governing the symbols and magic of hidden, esoteric
phenomena of the Path, and one Gross Arcanum governing its
concrete, eminent manifestations.

The Paths are:

¢ Acanthus: Witches and Enchanters on the Path to Arca-
dia, Supernal Realm of Fate and Time, and abode of Fae.

¢ Mastigos: Warlocks and Psychonauts on the Path to
Pandemonium, Supernal Realm of Mind and Space, and
abode of Demons. '

¢ Moros: Alchemists and Necromancers on the Path to
Stygia, Supernal Realm of Death and Matter, and abode
of Shades.

*  Obrimos: Thaumaturges and Theurgists on the Path to the
Aether, Supernal Realm of Prime and Forces, and abode
of Angels.

¢ Thyrsus: Shamans and Ecstatics on the Path to the Primal
Wild, Supernal Realm of Spirit and Life, and abode of

Beasts.
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THE WiTeH

Magic is a twisting tale where Fools walk Fortune’s Wheel.

We Awakened to the power of choices, jewels of possible fates — and
beheld in every jewel its flaw, its consequence, its doom. We climbed the
Watchtower of the Lunargent Thorn and beheld Arcadia. We screamed

iron words to the Fae and mutilated our destinies.

It’s never just once upon a time. You wanted revenge, like the oldest
man with his sharpened stone, like your ancestor with the
bronze knife, and your unborn daughter with a
ceramic pistol, someday. Cut on
the same thorns, their footsteps join
yours along a common trail of blood:
the path heroes walk. But I'm not a hero.
I've stepped off the path. I leave no bloody
footprints but those I choose, or paint new, twisted
ways for others to follow. Take my hand
and I'll drag you into mists unseen by
Fate — or like witches in the stories,
end your red journey with the
old curses. That's freedom’s
danger.

Acanthus wield Time
and Fate to tell the stories
of other lives. In great and
monstrous myths they appear as
mist-shrouded figures, the tricksters
and foreshadowing poets who guide
events with subtle gestures. When we
" witness benign influence we might
call them Enchanters, and thank them
for overcoming obstacles with strange
ease, but we more often call them Witch-
es: cunning ones who step outside the
laws that bind everyone else to spin new
rules from the Wheel of Fortune.

You don’t know them but you've seen their work
— lived it, even.

That woman who hounded you for spare change didn’t exactly
jump from the bushes, but still defeated the usual alertness you
exercised when you couldn’t make it to the campus lot until after
dark. You nearly dropped the book when she appeared out of

- nowhere. That would've been the worst — you'd snuck it out of

Special Collections, whefelit languished under a layer of dust and
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a dull name: SPEC 0045-3 BRI, Cryptic Text with Illustrations of
Weapons c. 1600. You were going to decode it. You dropped your
purse instead and quarters bounced, silver fairies in the dark. The
panhandler didn’t pick them up. You kept one eye on the book

.and another on her as you stooped, gathered nine quarters, and

handed them off with a mutter. It was an awkward, infuriating
five-minute process.

Five more minutes took you to the freeway,
where you passed a burning car that looked
just like yours. You drove through its skid
marks before the fire trucks arrived. You'd
only be five minutes late for your date, but
you canceled anyway and made it home
five minutes later than usual, instead. The
woman from the parking lot flashed into view
under a streetlight and walked to your door.
She smelled of smoke. She pulled nine
quarters from a ragged pocket; you gave
her the book. She tucked it under her
arm and you knew you were the one
making the greater payment, the book
for five minutes of her time —enough
to keep you from becoming smoking
wreckage on the road. The quarters
were a medium for the encounter,
a significant accident. They bit into
your hand.
That's what Witches do: Seize the
Norns’ skein to spin, weave, and cut
our days.

/A\cant}lus Magic
Ru[iﬁg Arcana

Fate and Time. They're the root powers
of destiny: Arcadian energies that turn the
Wheel of Fortune. Witchcraft is the art of
shaping destiny.

As a subtle Arcanum, Fate is part of every soul,
the vessel containing its ultimate purpose. Like Merlin (a name
Acanthus say was a title), they study and draw forth potential.
Like the Mérrioghan who laid Ci Chulainn low, they turn Fate




against itself with curses and oaths that trap the fools who do not worship them. The Fair Folk respond to bargains and

swear them. payments, not one-sided adulation (which as something given

Time is the loom that spins Fate into action. Acanthus part the ~ for free they enjoy, but never answer with favors). Modern Fae
Mists of possibility to predict portentous events. To Witches, can take any shape. Many Acanthus invent personal fairy idols
these are scenes in a mythic story. Arcadia teaches i toattune themselves to Arcadia. Beyond personal inventions,

Witches structure magic around trickster figures.
Tricksters demonstrate the value of breaking
conventions, but also illustrate why
those conventions exist. Coyote
gets punished in the end, and
the gods bound Loki with his
son’s entrails. Acanthus need not
use tricksters alone, however. Some
prefer gods and signs of duty, destiny,
and moral obligation.

that lives are legends, so as tricksters,
allies, and prophets, they predict
and shape pivotal moments

— a role that puts them

on the outside of great

stories, setting the stage

but rarely wielding the hero’s
sword.

Im[erior /A\rcanum
Acanthus rituals recall stories where luck,
fate, obligations, and strong consequences
come to the fore. Their spells are jinn-wishes with
unintended consequences, or awful promises that
must be kept. They recreate stories where heroes die
from errant wordplay. Macbeth fits the pattern of an
Acanthus legend. When Yudhisthira throws the dice to

.y . lose again and again, the tale follows Acanthus logic.
mechanistic act of will.

Symbols and My ths The Witches Walk

The Fool and the Wheel of Fortune. ' PRV Three Wit‘}les
. o . . @

Tricksters, fairies, and witches. Stories
of curses, blessings, and great destinies.
Wishes and bargains.

In the Awakened Tarot, the Acan-
thus personifies the Fool: a trackless
soul, able to move freely through the
currents of destiny. Witches don’t get
to this state through naive wandering,
but by unburdening themselves of old
attachments, and using magic to slip
the grasp of new ones. Their Myster-
ies involve the Wheel of Fortune, a
card depicting the relentless spin
of destiny. There’s no still place
to stand in the world, no equilib-
rium to be had. Even Acanthus

Forces. Lightning arrives at its ap-
pointed time in the tale, not before. In
Arcadia, elemental powers are visible
manifestations of destiny and Fae passions.
Fire isn’t heat alone, but the anger of the
Fair Folk or the climax of an apocalyptic
myth; it is not to be raised through some

The Acanthus Path seized Lucy Sulphate on an
ordinary day and left her raving for days while
she explored Arcadia as a cityscape in twisted
steel and broken glass. When Lucy performs,
the audience enters its frenzy willingly; but
when she uses magic, she imposes, coerc-

es — assaults. Other Acanthus manipulate

lives in ways she abhors, so she finds herself
stumbling between her respect for autonomy
and her sense of justice. To Lucy, the Wheel
of Fortune generates an intricate rhythm
she can harness through music. Lucy’s
moved behind the scenes now, nurturing
musicians capable of worldwide influence.
She uses magic to bring out that greatness
instead of burying herself in petty, vio-
lent Awakened disputes. Naturally, she
joined the Free Council.

can’t just grab a spoke of the
Wheel to get to a favorable
situation. A Witch needs to

get to the right place at the Movran’s the bestknown Merlin of
right time to nudge things the Walkers in Mists, a Legacy that trav-
just so. The further she is [ els through the realm of unrevealed
from the ideal oppor- destiny. His mother and sisters
tunity, the more she were Awakened, so even as a
needs to push — with
stronger, more danger-
ous sorcery.

Sleeper, he knew magic was
treacherous; but none

of it prepared

him for the

Thorns, where he

learned that a child-

hood steeped in occult

Witches are well
known for invoking
Supernal Fae, but §
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Beyond the Lunargent Thorn

Mastigos: What you call free will, | call a chain
of accidents and their responses. Fight your way
into their minds if you like. | surround them with
the conditions they need to follow a correct path
chosen of their own accord.

Moros: You know that everything moves, no
matter. how solid and dead it may appear. That's
a start, but their transformations are just a small
part of destiny’s plan.

Obrimos: Your world of gods and secret names
hides the truth: They don't care. Even when thun-
der speaks, it only wants to spark and roar.

Thyrsus: Even when you make your flesh a sac-
rament your hour of worship will pass, and when
your orgasm subsides you'll be ‘stuck with this
question: What's my true purpose?

traditions had merely made him a brittle young man, too filled
with preconceptions to learn the intuitive side of the Art. He
Awakened a youth, but descended the Watchtower with the soul
of an old man. Now in middle age, he feels he’s finally starting
to resemble his true self, the Fool divested of foolishness. Now
he’s Movran the Mentor, Movran the Meddler: a man who fits
the mold of a traditional wizard, staff and all, but aches with
helplessness because he knows the important things can’t be
taught. Nevertheless, his occult knowledge makes him a valuable
member of the Mysterium. :

Is Sunjata the Fool personified? He remembers cannons,
swords, and sharks attacking fallen sailors before meeting foreign
mages in Jamaica 13 years ago. Nobody had noticed Sunjata
before, and he didn’t seem to recognize any form of modern
technology. He knows his Shadow Name, bareknuckle boxing,
archaic sailing skills, and how to speak half a dozen languages, but
not his home (he appears to have African and South Asian roots)
or how he arrived. His magic is intuitive, based on the principle
that oaths sealed in blood grease the Wheel of Destiny. Sunjata’s
_ world is made of wishes and earnest promises. He fell in with a
cabal connected to Boston’s Free Council and even approached
the Silver Ladder in search of answers, but it was only when he
dueled an Adamantine Arrow that he recognized certain tech-
niques and initiation mysteries. He’s the warrior with no past, and
now suspects he’d rather not know about the bargains he struck
in a time he only knows through dreams of blood-spattered sails.

\X/itches in tl’l@ Orclers

Adamantine Arrow: The Fallen World preys on hope and
human potential. Acanthus see the mighty unwritten destinies;
the Arrow trains them to defend these seeds of power. In return,
Acanthus enhance Arrow zeal with efficiency. They're the blow
to the pressure point, the bullet to the eye socket, the charge
to the weak flank.
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Free Council: We make our own fate; time is a ticking clock,
a human breath, and moments of pain and love that stretch
beyond objective measurement. The Free Council wants every-
one to walk the Fool’s path, to shake off the Lie of oppressive
systems and the compromises they force people to make with
their true selves. Their Acanthus free people to explore their
true destinies — to a point. Freedom is precious, but dangerous.
We make our own fate, but produce our own evil.

Guardians of the Veil: Horrors incubate inside foolish actions.
The power to save or topple the world blazes in every soul. Some
should be encouraged, but others need to be swaddled in igno-
rance, so they cannot even conceive of power, lest they abuse it.
Acanthus sense these dangers before anyone else; and have the
Art to deal with them quietly. Peering through time, they can see
why the Order does its work in disastrous possible futures. They
cut away these diseased, unborn fates to let a better world flourish.

Mysterium: The Wheel of Fortune is the pulse of living magic.
Occult physicians, Mystagogues preserve magic’s health by helping
some Arts grow, and amputating forms that show signs of disease.
Acanthus can sense when a sorcerer’s ready for a new secret, or
whether certain events must take place to prepare her, making them
ideal mentors. They're notorious for speaking in riddles and de-
manding strange ordeals to produce mages worthy of the Mysteries.

Silver Ladder: Religions live and die by their prophets. The Lad-
der is a faith of sorts, devoted to humanity’s secret divinity. It values
Acanthus not just as practical oracles, but as those who predict when
people Awaken to godhood. Every mage is a messiah, and every
messiah needs a Baptist, to purify him and charge him with duties.

Seers of the Throne: Masterminds, manipulators, and dec

“adents, Seer Acanthus hone their senses of entitlement into

unshakable articles of faith. Foresight trumps force, and Seer
Visionaries possess more of the former than anyone else. They
honor the Ruin, Exarch of Fate, who tells them lesser people might
as well serve a purpose while they march to doom. They're favorites
of the Prophet of Time: anointed Great Men who make history.

Bui[cling tI"lQ Witc}leg Mystery

Other Paths may teach ways to invade emotions and distort
bodies, but Acanthus magic bends possibility itself, in a quiet,
profound violation of victims’ desires. You don’t want to get
caught, and might want to pick your Traits accordingly.

Composure confers resistance to interrogation and gives your
Witch the self-control to react before anyone else. Manipulation
strengthens her ability to influence events without using magic.
Wits increases sensitivity to the world. Your magic works best
when you know what to look for with Time and tweak with Fate.
Don’t underestimate the legwork it takes to make things look easy.

Witches tend to be adept at soft influence and information
gathering because their best magic moves people in ways they can
barely detect, or detects what people will do before they've even
formed the intention to do it. Investigation and Subterfuge tease
out possible destinies. Stealth might be useful to either avoid
violent conflict, or if necessary, stack the deck against enemies.
If they don’t fall on their own swords, you've already failed.




THE WARLOER

Magic is the soul’s journey between Temperance and the Deuil,
through the maze of all desires.

We Awaken to the reality of our transgressions to confront our joys
and sins. Your true self is a demon, trapped in an Iron Gauntlet.
Release it, and it can take you anywhere.

I know you love him. Your desire arrived before you did, along a
silken connection spun the moment you saw him.-It strengthened
when you kissed and fucked and fought, and even when he left. Now
here you are, wondering why it still hurts — shouldn’t the thread dis-
solve? No, the silk’s as strong as ever, and your
love’s a fat little spider now, made mon- '
strous by resentment until you can’t call it
love, but lust mixed with an inchoate sense
of ownership. Fortunately, I can cut the
thread and pluck the little monster out
of you. I could use your creature and
besides, you won'’t feel a thing — in
fact, that’s rather the point.

Mastigos master a world ruled
by desire, thought, and perception.
Thought is substance. Space is
sentiment. You might feel like
your true love never leaves your
side or that the road stretches to’
an unpleasant destination. You're
not imagining things, but without
Awakening, you'll always trudge a
lattice of miles, imprisoned in the
Lie of objective distance. With-
out discipline, your thoughts
are not your own — they can
scarcely be said to inhabit
your brain. Your passions
travel invisible planes. Space is
a set of chains forged by desire and
associations, and they can be shaken from both ends.

The two common names for the Path reflect its individualis-
tic, confrontational nature. The traditional title is Warlock, a
name for sorcerers that also translates to “oathbreaker” in Old
English. In the case of the Mastigos, the name fits not because
of their untrustworthiness, but their typical disdain for taboos
and impatience with social pretense. In the latter half of the 20®
century, young Mastigos borrowed the term Psychonaut from

chaos magicians and human potential gurus; but where those
Sleepers explore the shallows of their souls through drugs and
meditation, mages map the depths and fish out the creatures

they find.

How would they treat you, with your demon-haunted mind,
lost in the prison of distance?

You never thought you’d follow a guru. He never called him-

self that of course, but he knew what you were afraid of — and
at night, he knew what you liked. It split your mind between
recognizing that you were a member of a destructive cult
reveling in the pleasure of his company.
You knew youweren’t the only one to love
him, or to give him your possessions, but
you never met them all until you moved
to the land he bought for you, three days
before he disappeared. You
all still follow his instructions,
delivered in the last glow of the
bright, gasp-wringing dreams he
gives you every night. He needs
money. He needs a certain item
seized from a ‘museum. He
needs a killing.

You walk through a War-
lock’s world with slow steps,
while she dances shortcuts
through the rattling maze of

Pandemonium, guided by gods
conjured from her soul.

Mastigos Magic
Rg[ing /A\rcana

: Mind and Space. Passions and
the connections. The unknown reaches of the soul, manifest
in hidden places in the world.

To understand the Mastigos approach to Mind, cast off the
notion that consciousness is an  inner advisor, babbling your
thoughts. The true self is calm and transcendent, beyond even
the debatable concept of the superego. It never strives, but is the
path of a river, the layout of mind-palaces. A Psychonaut places
himself above thoughts, wrangling their goetic manifestations
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to do her bidding, and reaches out with transcendental clarity their most hideous — the more threatening they appear, the
to touch the thoughts of others. more power they offer.

Warlocks rattle the chains of connection: the true nature of The Path’s chief concern is the problem of the self.
A Mastigos cast off the illusion that they're nothing
but urges and emotions. After sifting them out,
what remains! Psychonauts breathe and chant
mantras to banish lingering biases or rebuild
themselves anew, creating gods and sigils that rep-
resent who they need to be to perform a particular
task. Warlocks devote themselves to antinomian
struggle. They define themselves by who they are not.
To conquer lust, they fuck. To defeat venality,

they hoard wealth. Both approaches present
b risks ranging from apathy to decadence.
The sorcerer erases everything that
makes her vital or feeds the Goetia too
well, and lets them take over.

The Warlock's
Legion
TI’\I‘@Q War[ocl@

She was Aasiya Ahmed, born to a good
family in then-unruly Mogadishu. From an early
age, she knew where unplanned construction
left shortcuts and interstitial sanctuaries. She
could disappear and reappear at will; her
parents gave up bringing her up in proper
society once they realized they could never
take her anywhere she didn’t want to go. She
found her way to the secret city, its ghuls and
forgotten ifrit princes. Now she’s Ichneumon,
apprentice lictor of the Silver Ladder, and
knows the secret city extends everywhere. Its
predators and demons leap between bodies and
shortcuts in the endless meta-city. Ichneumon
follows them, stops them when she can, and looks
for patterns.

Space, instead of what Sleepers mea-
sure with yardsticks and maps. A
Master of Space shrinks them
to black iron threads, finely
wrought, often tangled, and
easily severed.

In{ erior '

/A\rcanum

Matter. Matter sticks

in the conceptual gullet
of the Mastigos. It seems
to populate the Lie alone,
a too-solid illusion to fill the empty spaces
between Sleepers. Yet “base” elements unde-
niably possess Supernal vibrations and have
a claim to the world of truth. Mastigos find
it difficult to understand Matter’s faint,
unthinking hum.

Symbo[s anA Myths

The Devil and Temperance. Demons
and wrathful gods. Serenity and deca-
dence.

In the Awakened Tarot, Mastigos map
their experience to two contrasting cards.
The Devil represents a Warlock’s passions.
Everyone carries an annex of Pandemoni-
um where their desires dwell, but Mastigos
not only possess a strong inner menagerie, but
the clarity to name and subjugate its inmates.
Their Mystery card is Temperance: the path of
control and sign of the psychopomp who guides
souls between worlds. Despite the initial victory
of Awakening, suppressing the Goetia is a lifelong
struggle, waged through raw determination, medi-
tative calm, and occasional bribery — feeding your
" passions can calm them, for a time. '

The Iron Gauntlet sought Arctos out. It dragged

him into contact with amateur occultists, and
made him enemy to the Scelestus called Angrboda
before he truly knew what magic was. He played
the unwilling prodigy, but until he entered Pande-
monium he refused to admit that it was his strategy
for becoming the center of attention. His ego is his
primary focus, his confessional secret, whispered
only to the arch-devils of his Watchtower. Now he’s
an Adept who must decide whether to embrace his
quiet demeanor as a route to mystic discipline, or use
it as a strategy to stay in the center of attention.

Mastigos may take the most direct approach to
magical praxes. They treat gods and demons like
states of mind to be conjured, propitiated, and
bound at need. Yet they do not regard these beings
as illusory — as the Astral realms demonstrate,
thought is as real as flesh. Warlocks make pantheons
of consciousness out of Qlippothic anti-angels and
wrathful Tibetan deities. They appear beautiful or
fearsome, based on the summoner’s state of mind
or the thoughts they symbolize. Meditative Masti-
gos approach with a still mind, hoping to coax
bodhisattvas out of fanged, skull-bearing gods.
Iron-willed Warlocks confront their Goetia at

S/he is a mind, a mistranslation, something between
ghost, archmage, and demon. Baphomet doesn’t
remember her/his original gender, but such
things were unimportant in a leper colony out-

24 | CHAPTER ONE: FACES OF MAGIC




side Jerusalem, 900 years ago. S/he Awakened during the First
Crusade, and made religious hate and misunderstanding into a
devil — the Shadow Name “Baphomet” descends from an early
spelling of Mohammed by Templars. S/he became a Master of
Mind and Space, but her/his body began to fail him/her. S/he
abandoned it to become her/his goetic demon, and live in the
minds of Templars, priests, Satanists, and occultists. Baphomet
still haunts dreams and fortified domains in the Astral reaches,
though s/he struggles with the archetypal Devil itself, who would
reduce the bodiless dream sorcerer into a slave or appendage.

Wal;[ocks in the Orclers

Adamantine Arrow: After battling rogue thoughts, Mastigos
enter the Adamantine Arrow understanding some of the chal-
lenges to come. They approach oaths and the chain of command
with less enthusiasm. They didn’t master their urges to bend
knee before some officer. They’d rather be loyal out of love or
a real sense of duty than a set of ritual protocols. Nevertheless,
they see into souls or secret places as spies and scouts. They
plague enemies with psychic horrors and delusions.

Free Council: Mastigos Libertines believe that everyone
should be allowed to transform his or her own soul without
Hierarchs and other titled fools twisting it to suit their ambi-
tions. Sleepers follow gurus and priests in search of happy, calm
minds. Mastigos play the part with an advantage: They can truly
peer into your psyche. They provide the help Sleeper mystics
falsely promise, though they can inflict abuse unimagined by
the worst cult leaders, too. 2

Guardians of the Veil: Mastigos understand how difficult it is
to Awaken without submitting to the soul’s weaknesses. Give up
yourself, become pure, and guard the Awakened against anyone
unable to make the same commitment. Mastigos Guardians
excel at interrogation, surveillance, and assuming false identities.

Mysterium: Magic not only lives, but possesses a soul made
of Awakened wants and frailties. An Imago is what magic thinks.
Spells driven by blind impulses, hatred, and obsessive love
corrupt the Supernal mind of sorcery. Therefore, a Mastigos
serves the Order by acting as a moral gatekeeper, and examines
Mysteries for ethical implications. Although this task normally
drives such Mystagogues to talk to people instead of examin-
ing strange sites and artifacts, Space allows Mastigos to enter
inaccessible places and examine their sympathetic connections,
leaving a role for occult archeologists.

Silver Ladder: Rule yourself to rule others. That describes
more than a best practice — it’s the right to govern, for the alle-
gorical Cave represents more than intellectual ignorance. It’s the
darkness east by desire, cloaking unpleasant truths. Leaders need
to drag the flock out by ministering to their fears, encouraging
their ambitions, and suffocating their destructive urges.

Beyond the Iron Gauntlet

Acanthus: | didn't break my chains to forge more
with a promise, Witch. Chase my future and you'll
see my dreams come true. It may frighten you.

Moros: They deal with the stuff that fills illusory
space. Leave them to it. Leave them to the dead,
too. Better to live free than concentrate on the
bondage of the grave.

Obrimos: If God would burn me,"He must be
afraid of being judged on His merits.

Thyrsus: | don't have to talk to a tree to appreci-
ate its beauty. | don't have to become an animal to
fuck like one. But | respect anyone who explores
the borders of experience and names its passions.

Seers of the Throne: They see your weakness and hate you
for it. They know why the Throne needs to keep you ignorant,
limited to sins of the Fallen flesh. Mastigos Watchers respect
the Eye, the Exarch of Space and power of surveillance. People
who know they’re being watched tend to behave. Channeling
the Unity, Exarch of Mind, Watchers strip dissent from resistant
minds to better serve the Throne.

Building t}le War[ocks, Mystery

Mastigos combine a confrontational attitude with subtle mag-
ical powers. Mind’s dominion may be invisible, but it’s active,
populated, and challenges intruders as vigorously as enemies
they can see and touch.

. The Path demands an iron will, so consider investing in Resolve
and Composure. High Social Attributes not only provide an alter-
native to brute force magical mind control, but support the classic
Warlock’s mien: the charismatic bastard who simultaneously angers
and intrigues anyone he meets. Psychonauts devoted to quiet, inner
discipline and selfexploration might be better portrayed with high
Mental Attributes. Mastigos tend to be epicurean, ascetic, or swing
between cycles of both. Use your character’s habits to decide her
Physical Attributes. The clean living yogi might enjoy a higher
Stamina than his opium-smoking counterpart.

Although Mastigos possess a knack for plucking secrets from
inner.voices and locked rooms, they need to know who to stalk
and where to look. Social Skills point them in the right direction.
Concentrate on Skills such as Socialize and Empathy to deter-
mine who deserves your character’s attention, and Academics
to make sense of anything they say or think.
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Magic is a secret transformation. Death is not still, and gold flowers
from the World’s corruption.

We Awaken to this secret: Within adamantine permanence lies
change, and within change, permanence. For the price of the Leaden
Coin, we see that nothing ends.

This is not your husband. He’s dead. He’s changing. His body rots
in the grave. They’re going to shut down his social media. One day,
you'll see a face he never had, changed by the flavors of memory. This
ghost was part of your husband, once. He thinks he’s the essential
part, but he’s a component. He’s a fragment that loves you too much
and doesn’t care enough. He’s the frustration that smashes glasses
and screams in the night. He’s the only part
that isn’t changing,
nourishing the future,
or making space for new
life. I mean to reunite this
ghost with the rest of his
soul, leaving you with the
man as you're meant to
remember him, softening
with time. Only memo-
ries live forever, if you pass
them on — and they’ll change,
as. they were meant to.

She’s an Alchemist: a
scientist of change who
sees atoms hum, ready to
" transform at her urging. She
can command the slain to rise
again by harnessing a body’s
remaining mystic potential. She
can even adjust the motion of a
soul, luring it away from the cycle
of life and death. People believe the
dead must cross into some great below
or heaven above when their bodies fall,
the puppet’s strings cut; but Moros reach
across the gulf and speak to the dead, or correct
a malfunctioning demise where part of the soul stays behind.
Moros who concentrate on misplaced souls, ghosts, and corpses
are better known as Necromancers.

They can make you rich but never happy. They can bring him
back, but he’ll never return to who he was.
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You loved that car: a 1970 Chevelle 454 SS. Like new wasn’t
good enough; you made it better than new, machining the
parts yourself until you could practically see a Detroit line
worker’s handprint fading in the door. But you loved to drink

.too, and killed a twelve-pack and took your baby for a spin.

Horns. Lights. Something tore your car apart and they put
it back together wrong. You can’t get out. You won’t get out,
even when that asshole brother of yours drives it like he owns
it, and refuses to even acknowledge your goddamn presence.
You kicked his ass right out of the driver’s seat. That’s when
he got the new mechanic. You were going to toss this fucker
too but he nodded at you and said, “Don’t
worry. I'll fix it up just right.” Every time
you try to help him he slaps
your hand out of the way.
But you've got to admit
hat he brings perfect parts
every time. When he
finishes, maybe it'll be
time to let your brother
drive and move on to
something new. Maybe
that’s why your brother’s
crying. You'll have to ask
the mechanic. He listens.
The Styx never stops flowing,
and its black waters will carry
everything you value away.

Morés Mag{c
Ru[mg /A\rcana

- Death and Matter. They're the
slow, quiet Arcana of endings and foun-
dations. Move a mountain and the earth

shudders. Errant souls can spin the world out
of balance.

Death is the Arcanum of destructive change: the power
to speed, slow, or shift the details of inevitable doom. Bodies
shift from Life to Matter. Light scatters to the corners of the
cosmos, allowing darkness to flourish. Although a soul’s compo-
nents include every subtle Arcanum, Death is the loose thread
that, once pulled, removes it from its living home or unravels it



into its parts. Mages know that ghosts aren’t souls, but Necro- Closely linked to practical trades, Moros magic extends
mancers point out that doesn’t mean they aren’t people. from artisanal expertise and scientific insight. Most are well-
Matter is the world’s skeleton. Forces shape it and Life ~___ \_/ersed in their cultures’ alchemical and funerary traditions.
Alchemists keep laboratories filled' with ancient and
. modern instruments, from antique athanor furnaces
to gas chromatographs. They use myrrh, corpse-eat-
ing beetles, and modern embalming procedures.
Ceremonies acknowledge Death’s supremacy, but
eventually shift to practical craftsmanship.

/A\[c}lemica[ Distiuations
Three A[Qhemists

losis has been one of the richest women
in the world, sold drugs on a cracked Mil-
waukee street corner, and worked the line
building ICBMs. Each time, the woman
they call “Mammon’s sister” walked in
with a goal, met it, and moved on.
She believes that no.servant of the
- Exarchs should develop strong
personal preferences, so she finds
it easy to adopt and abandon iden-
tities. Her connections span all walks of
life, giving her a more accurate window to the
world than her elitist comrades. Her colorless
life hides the fact that no matter how often
she changes herself, she can’t deny her accu-
mulated experience of human kindness and
suffering. She is starting to use her subtlety
to cover reluctance, inefficiency, and a fear
of being found out by other Seers.

puts flesh on its bones. It releases energy and accepts ,{ '
corpses into its embrace. The world constantly per- '
forms the Great Work Alchemists pursue, perfecting
itself and, at the peak, falling apart to be rebuilt. -
Contemporary Moros also think of Matter in me-
chanical metaphors. Every speck of dust is part of a
cosmic machine whose parts adapt to the tasks given it.

In[erior Arcanum

Spirit. Moros know that despite out- ‘\
ward appearances, inert things dance
with activity. Alchemists know that
spirits exist, and that the world has
a living Shadow, but feel little need
for them. Death provides its own
invisible kingdoms, and Matter
moves even in the absence of will.

Symhols ancl Myths

Death and the World. The gods of
death, prosperity, and craft. The signs
and symbols of alchemy and descendants,
such as chemistry and engineering. -

Moros embrace the Death significa-
tor-because they understand that the |
skeletal rider doesn’t just cut down /[
its enemies, but guides them through
radical change. Death takes the Lead-
en Coin as payment, and points the
unburdened soul to new existence.
Alchemists relinquish their fear of loss
and embrace their imperfections — their
personal, rotting nigredo — as the morass from
which creative power emerges. The Path’s
Mystery card of the World embraces all things,
assigning the elements their functions. It
represents the Alchemist’s Great Work. Even
the Lie contains the secrets of self-perfection,
written in substances and souls as they orga-
nize themselves into novel, powerful forms that
culminate in the rubedo: the crown, the rose, the
philosopher’s stone.

Brother Owl combines the roles of alche-
mist, necromancer, and priest to serve those
in need. As an alchemist, he rebuilds and
renews broken things in run-down communities.

As a necromancer, he pacifies angry ghosts and relays
whatever they never got a chance to tell the living.
These all fulfill a basic commitment to the priesthood
even if, after abandoning his church, it’s a priesthood
of one. He still wears the old Episcopal “dog collar”
along with the rugged clothes he needs for a traveler’s
life. He still believes in God, but has no taste for any
particular faith. He’s loosely associated with the Silver
Ladder, but believes that humanity can’t return to glory
without getting its collective house in order first.

The Guardian killer called Mayfly paid the Leaden Coin

in middle age, after founding a family and helping his kids
_get a good start. He thought that for all practical purposes
his life was over and Death obliged, for a time. He Awak-
ened during a stroke and returned from Stygia with a new
purpose: to take life, after years of helping it
grow. He’s good at making quiet killings
look accidental, not only to cover his

tracks, but to minimize the trauma

his victims’ families might feel — and his family might,
if they discovered he was an assassin. His wife has passed on,

Moros have always honored the gods of death,
alchemy, and industry, especially when they
exist in one person. Hermes is a psychopomp,
alchemist, and god of commerce. Hades rules the
Underworld and wealth plucked from the dark
earth.”Anubis measures a soul’s weight in sin and
guards tomb wealth. Moros gods are usually lonely,
set apart from the pantheon by their duties, but
they aggressively guard their domains. The lords of
Death prefer one-way journeys to their realms. To
cross against the current, a Necromancer must honor
their laws and behave with appropriate decorum.
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but he has grown children who check on their father and worry
that he spends too much time alone.

/A\[cl'\emists in the Orclers

Adamantine Arrow: They can’t be bribed. They don’t run
from death. Steel breaks in their hands, and their dead soldiers
rise. Moros Arrows go about their duties with a chill implaca-
bility. They're relentless warriors but avoid rash adventures.
Awakening dulls their pride, preventing rash applications of
violence, but inhibits their loyalty because they don’t want to
fall in thrall to someone else’s ego.

Free Council: Can you ignore modern chemistry? Modern
death? The world’s full of materials ancient alchemists never
~ dreamed of: steel-hard ceramics and nanoparticles. Modern
doctors know death as a process that migrates from cell to cell
instead of a curtain that falls on the last heartbeat. New knowl-
edge creates new problems, too. Wealth offers more temptations
than ever, and death stretches out when machines force hearts
to beat. It’s time to turn these new ways into new magic and
comfort Sleepers bewildered by contemporary challenges.

‘Guardians of the Veil: Not even murder can hide a secret.
Ghosts talk, and death’s keening echoes in a killer’s footsteps.
Yes, there are Necromancer assassins, but Moros know that kill-
ing is a crude tool of last resort. Kill, and the mystery of death
attracts investigators for generations. Bribe, and you not only
win a life of silence, but build a conspiracy with the recipient.
When you fear neither death nor lust for riches, you not only
become an incorruptible keeper of secrets, but capable of using
murder and wealth with utmost precision.

Mysterium: They say magic is alive, but this is only true in
the loosest sense, for it includes death and base matter. Magic
is a form of directed change that the layperson associates with life,
but numinous energies conceal the deep truths of stone and
souls. Moros investigate them in tombs and Atlantean redoubts,
and are typically less interested in living Masters and questions
about who deserves to learn the Art.

Silver Ladder: How do you foster human potential when you
know that every prodigy will die, and their accomplishments
will fade with the ages! You foster a lineage, with temples and
artifacts to remind it of its obligations. Make change your tool,
not your enemy. They'll pass on their knowledge, adapt the
" past to the future and grow stronger, closer to Imperium with
every new Awakening. Don’t plan for next year’s revolution,
but your empire.

Seers of the Throne: Seer Executors use.the Path’s insights
to perfect the materialism that counterparts in other Orders
avoid. The doctrines of the Chancellor, Exarch of Matter,
tell them that wealth is a god ever-devoured by scarcity. Ex-
ecutors balance deity and devil, setting the fortunes of indi-
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Beyond the Leaden Coin

Acanthus: Even eight million paths lead to the
same destination, so there’s no need to obsess
over the details of one’s journey. One day we will
all lie still, yet journey to trackless lands.

Mastigos: It's not all about you. “You” are a
transitional state between forms of “it.”

Obrimos: You, can only destroy something by
burning it in the way growth destroys a child with
adulthood.-Ash creates the most fertile' soil. That's
the Creator’s gift.

Thyrsus: We both hear things slither and speak,
but mine are driftwood sliding on a beach and

whispers from coffins. Your barrens and charnel
grounds are my gardens, and we listen to one
song, played by two instruments.

viduals and nations. As Exarch of Death, the Psychopomp
condemns souls to Fallen incarnations or teases anguished
ghosts from them. Seer Moros trade in souls and ghosts as
commodities like any other. By keeping them from the Super-
nal Realms, the Psychopomp intends them to be used thus.

_Bui[cling t}le /A\[chemistsj Mystery

Moros sense the serenity of Matter and Death, but the process
doesn’t make them perfect or boring — it just frees them from
worrying about trivial things. You can play against type as an
unhinged Necromancer, but students of change represent the
majority. :

High Composure fits a Moros’ detached demeanor — she
seems cold not because of morbid fixations, but because she’s
harder to distract with small matters. Wits improves a Moros’
ability to survey bodies and materials. Together with Dexterity,
it facilitates their hands-on approach to magic. Moros with scien-
tific inclinations need a certain amount of Intelligence as well.

Moros aren’t terribly social figures, but dealing with Death
grants them fearsome reputations that might be served with a
few dots of Intimidation. The Science Skill teaches Alchemists
to use Matter in innovative ways. Necromancers develop similar
aptitudes but concentrate on biology instead of chemistry, and
the Underworld instead of alchemy. Moros don’t just wave
wands and wish. They make, break, dissolve, distill, embalm, and
cremate palpable things. They need Crafts dots to accomplish
this without making a mess, or worse.




Magic is an invisible kingdom ruled by the Strength of sacred
discipline.

We grasped the Golden Key of authority and Awakened before
principalities and powers, to worship with the Priestess’ song and rule
with the Hierophant’s scepter. Fly, angels — we know your names.

The world moves as God wills, through a procession of laws and
signs. He knows I tried to just watch and listen for-them. I followed
radio waves, magnified whispers,
vortices of power, and failing
spells to this unspeakable place.
Corruption stains the altar here —
it’s a spike in the protective shell of
the world. I remember names in
ancient books and contemplate
the sigils burned on my soul. [
borrow His authority, repurpose
proclamations and call the name
of an invisible servant. And as .
it gazes upon me with a hundred
blazing eyes, I invoke His authority
and command it, saying “Burn.”

Supernal or Fallen, the cosmos
follows elaborate laws, complex
and mighty as the Arcana. They're sigils and
hymns, ritual instructions, and the ephem-
eral beings that obey. To an Obrimos, magic
is the academic discipline that studies these laws or
an act of faith that appeals to the God that made
them. Call them Thaumaturges, Greek for “won-
derworkers,” because they follow in the footsteps
of Hermes Trismegistus, read the Emerald Tablet,
and sing Thoth’s hymn. Label them Theurgists .
when they call magic the hidden hand of the Cre- .
ator, and appeal to Heaven’s aristocracy in Her
name. If you broke into their sancta you might
find the stereotypical marks of wizardry: robes, circles
of salt; and the rest. Magic has a structure, and it’s often easier to
express it through traditional tools than hold it all in the imago.
Others approach magic as a science and engineering feat. They
prefer labs and workshops to walls carved with the names of God.

Speak God’s name and it can deafen your soul. Manipulate
cosmic laws, but beware — they’ll snap back to equilibrium with
the force of a falling star. :

The storms used to happen once or twice a generation, but
now they hit town every year. It’s just a sandbar on the sea, where
the rich build summer homes. They're leaving now, writing off
the wreckage and leaving the.natives to their own devices.-One
man remains. The storms never touch his estate, even though his
mansion sits on stilts halfway to the ocean. That luck seems to rub
off on every local building and business he buys. He fixes his invest-
ments and pays townies to run them as long as they sign ironclad
non-disclosure agreements. His people run
the government now. They’ve approved
a ring of sculptures that hurt your eyes

to look at, and they've cut funding for
roads and the ferry service. You were
going to attend a meeting about taking
the town back but your car wouldn’t
start — sand in the engine from the
last storm, the mechanic said — and
it was a lucky thing. Another small,
intense typhoon hit the meeting place
and only there. Maybe it’s time to leave
but these natural disasters feel a lot
like murder now, and against all
reason you know where to point
the finger.
They’re earthshakers and
/ storm-makers who listen to ce-
lestial music. The Supernal
never stops shaking the Lie,
rattling the cage to wake up its
prisoners. Listen!

Ohrimos Magic
Ruling /A\rcana

Forces and Prime. The universe moves
by will. Unseen powers issue commands writ
in Mana, and worlds spin in obedience.

(0

Don’tbelieve that Prime is power alone. It’s language. The gods
named the universe into being, and when they gave humanity
the power of speech, that included the power of creation. To
make a thing you must do more than imagine it. You must
name it, giving your dreams a symbol that escapes the confines
of individual minds.
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Forces moves creation through cycles of creation and destruc-.  deities, aspects of the Creator, and culture heroes who bring
tion. Without Forces, Time would be irrelevant; nothingwould  enlightenment and civilization to the Sleeping flock. But not
move or change. Seasons rely on a world careening through  all Thaumaturges give magic divine forms. To them, “angels”

space. Fire burns away the rot and debris that would otherwise are the names of natural laws, essential
suffocate Life. flavors of Prime. Many dispense
with' religious language com-
In{erior Arcanum - . pletely, treating magic as
. . ] a high science. All are
Death. Death is an interruption, not an end. Souls % ‘h» ' g' :
. ) L . V. manifestations of the
should be dispatched to their destinies in heavens, hells, 't e
) . . S - Golden Key: knowl-
and diverse.incarnations instead of imprisoned by worldly S |
) . . ; /] N & edge that unlocks
obsessions, trapped in mystic receptacles, or subjected to ) ? {
. ) A power.
the corruptions of Death. Obrimos represent the power X o
that cleanses, and have little talent for the Arcanum ’-*‘ Path members
4~ encompass some of

" of rot, stagnation, and bound ghosts.

Symbo[s anA Myths

Strength, the High Priestess and the
Hierophant. Gods and '
angels. Thunderers
and fire-bring-
ers. Science
and secret

the most diverse rit-
ual praxes. Awakened
physicists, hymn singers,
and Hermetic sorcerers
find their way to the Aether.
With experiments and cultic
rites they name the Law that
rules all. Some Obrimos grow
dogmatic and intolerant when
their thinking excludes in-
compatible theories, but
evidence usually trumps
doctrine — even fools
Awaken, and summon
power through their own
understanding.

A
_ Thaumaturgejs

- Secret Names
Three Q[}rimos

Glorianna calls magic a secret sci-

names.

The Awakened
Tarot’s symmetry breaks
against the Obrimos, for they
possess two significators: the Hierophant,
who translates celestial patterns into laws and
scriptures, in an ordered, disciplined system;
and the High Priestess, ruler of the elusive,
intuitive forms of power. The former writes
Grimoires and inscribes mystic circles. The
latter meditates upon the Shekinah within,
or feels the pulse of surging Kundalini
Shakti after yogic concentration. In the
past, Western Obrimos conceived of these
roles as highly gendered, but contemporary
followers of the Path see them as approach-
es to practice, and leave further dogma to
Legacies and cults. Both significators repre-
sent types of Strength, the Path’s Mystery

" card. By intellectual or intuitive means, an
Obrimos wrestles the thrashing beast of the
cosmos into submission. Like any skilled
wrestler an Obrimos avoids pitting force
against force. She uses technique, yielding
gestures, and a calm spirit to tame arcane

ence, accessible through a mixture
of reason and intuition. She always
loved making things, and exposure
to the Aether only supplemented
her prodigious knowledge of
physics and engineering. A techné
specialist in the Free Council,
Glorianna builds upon the
efforts of Sleeper scientists,
‘mechanics, and engineers.

She sees Hermes stir in

wheels and engines,

wakes him up, and

makes him run his

power.
Obrimos develop magical systems
around celestial hierarchies. The ste-
reotypical Theurgist invokes the
God of Abraham and choirs of
angels. Obrimos call upon the
twelve Olympians and the Egyp-
tian Ennead. They chant Kabbal-
istic names or entreat the Celestial ,
Bureaucracy. They give particular reverence to sky and fire

paces in everything
from automata to direct-
ed energy weapons.
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Khonsu’s the Eight-Fingered Man: beaten but unbowed,
driven by the ceaseless gaze of the gods. As an archeologist, he
learned that not a grain of dust exists that hasn’t been moved
by human will, to build, destroy, and conceal the most sublime
human accomplishments — and the most horrific. Hunted by
tomb robbers, he took refuge in an Atlantean ruin, and walked
into the presence of his namesake: the moon god who protects
travelers. Now he serves the Mysterium as its Censor, protecting
mages from the secrets they uncover, so that they might travel
in peace. Sometimes that means burying dangerous knowledge
once again, until the Awakened have use for it. His job’s an
unpopular one, and he’s learned to take beatings from sorcerers
who resent Mysterium interference. :

He was Boston’s most feared Banisher, but Weapon’s getting
old in spite of the cursed power crackling through him and the
exercise regimen that’s given him an ageless physique from the
neck down. He still has the face of the 66-year-old man he is,
and the long stare of someone long deprived of the illusion of
a just world. Weapon Awakened 35 years ago to see a world
of vampires and other secret monsters, but no God to make it
right. Magic’s a soulless machine that manufactures disasters
and feeds abusers. He could only be Weapon: a tool to cut and
smash the machine. In spite of everything he’s suffered he wants
a successor, but the next Weapon needs to be broken as he was,
to be reforged for the task.

Thaumaturges in the'Orders

Adamantine Arrow: Booming storms and colliding ley lines
demonstrate the truth of cosmic struggle. Warriors embody
celestial conflict but guide it with will and moral purpose. The
Arrow provides a refuge for Thaumaturges who might otherwise
abuse their tempestuous Arts. The Order teaches them to calm
their inner storms.

Free Council: Reason’s furnace melts gods into their intellec-
tual components: physics, anthropology and the rest. The Path’s
tendency to seek out fundamental patterns draws Libertines
to science and technology, but also theology, psychology, and
Masonic doctrine. Obrimos practice techné based on electrical
engineering and mechanical principles, or Freemasonry and
Jungian archetypes. They describe the path to power, teach it to
Sleepers, and hope a few will Awaken to continue the process.

Guardians of the Veil: Morality follows from natural law, but
a Sleeper’s ignorance pits her against the true order of things,
triggering the original moral paradox: You can’t save some
without punishing others, even if they aren’t aware of their
crimes. In a principled universe your only solution is to limit
the damage, do your work in the dark, and beg for forgiveness,
even though you know that while the Creator might possess
limitless compassion his angels are merciless.

Mysterium: Magic lives in Prime’s pulse. Its thoughts give
Resonance to Mana. Its metabolism generates motion, heat, and
light. Obrimos track ley lines and uncover Hallows to expand
upon these facts, like an anatomist tracing veins and listening
to blood’s hum. Religious Theurgists characterize it as quest
to comprehend God, but many Obrimos search for ultimate
patterns in the Prime, or a storm that breeds all others.

Beyond the Golden Key

Acanthus: Time is motion, and there are no ac-
cidents — but there are things, fallen from Heaven,
which would have you believe otherwise.

Mastigos: Your mind isn't the cosmos. It's a
speck of ash and a glimmer, floating among mil-
lions of others. Look beyond to the wind we all
drift upon: the Creator’s breath.

Moros: It's easy to transform the dead -and in-
ert things of this world. Burn them. Banish them.
llluminate them!

Thyrsus: Energy precedes form. Ecologies
arise from prior laws. Don’t worship those laws.
Manipulate them, and honor the Lawgiver who
made them.

Silver Ladder: Obrimos come to the Order with a plan written
by God and natural law. They're natural théarchs, attracted to
priestly duties and the urge to impose order on a broken world.
The Aether’s angels reveal that logic and revelation work hand
in hand. Obrimos join the Ladder to bring Earth in accord with
Heaven because its ruling angels would themselves be ruled by
us, if we would rise to claim the right.

Seers of the Throne: As soldier-priests of the Lie, Seer Tem-
plars punish rebel souls ‘according to the battle doctrines of
the General, Exarch of Forces and cold-blooded violence. The
Exarch of Prime called the Father enforces the Lie through
oppressive scriptures and religious zeal. Templars keep to the
true faith, while imposing the false religions Sleepers have been
condemned to follow.

Builciing the Tliaumaturgesy Myster'y

Obrimos magic appeals to fire-breathing warriors and reserved
occult scholars alike. Your sorcerer might be aggressive or intro-
verted. She opens her eyes to the Seals of Prime or cracks the
prima materia into wind and lashing electricity.

Intelligence suits the Path’s analytical focus but Wits supports
intuition and mystic awareness — the way of the Hierophant
and High Priestess, respectively. Increasing Resolve suits the
disciplined Obrimos mind and supports a higher Willpower,
which fits Thaumaturges interested in building lasting magical
works. Yet Forces is dangerous — you can’t master fire without
getting burned. Stamina will help you survive errant spells and
Forces-based Paradoxes.

Strong, dogmatic personalities encourage the Social Skills to
argue for your beliefs. Diplomatic Thaumaturges develop So-
cialize; less compromising counterparts resort to Intimidation.
The Science Skill teaches the physics of the Forces Obrimos
manipulate. You need Crafts to build objects to enhance with
Forces or enchant with Prime, including weapons, machines,
and ceremonial tools.
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Magic’s the flesh of the universe. We eat its meat, drink its blood,” often tread between these extremes along the living axis mundi

and caress it under the Moon. We are Hermits, but never alone: that binds diverse realms and states of being.
We Awaken between gods and beasts and, peering into their realms, His soul erases the divisions that cut others in two. Others
)
see that they're masks on the same face, rooms in a common lodge. We ~ arentso lucky. The border makes them bleed. A Thyrsus heals
walk the Singing Stone between; we'’re the singers and the song. ~or buries them as his conscience demands.

They say all kinds of nonsense about stone circles, but you
never cared. Farmers drag rocks from their fields, pile them in
one place and leave a spot to build a fire. Everything else is
superstitious bullshit. You had one of
them out near the soybeans, with eight
pretty black stones and the: fire pit
you'd use for parties. You found a
ninth when you bought the adjoin-
ing plot — it made sense to add them
to the rest. Then your crops died.
Your cattle vanished. Insurance wouldn’t

We don’t matter to them except as prey, or because we bring cars
that hit them and cats they snatch. That’s where it ends, usually.
Look into my eyes. You're thinking of a little man lurking in
there, wondering if he wants to fuck, if he’s lying to you, if
he’s happy or sad. My thoughts matter to you.
But they don’t give a shit about our thoughts;’

they operate according to older laws.
Ecologies. Hungers. Basic fears.
Those work just fine. Before
they took your partner you

assumed they can’t think . ) i
cover it because, like you, they didn’t

know what the hell was going on. But
farmers help each other. They knew a
woman who’d find the best spots for
wells and warn them when a bad
N batch of feed came in. You paid
. cash; she went right to the stones.
After that it got hazy for you.
You woke from dreams of teeth
and screaming cattle in your own
bed, but she was there. Her first
words were “Get a wheelbarrow,”
and she told youwhere to put the
stones back.

at all, but you know better
now, don’t you? They just don’t-
bother with our motives,
the little people inside,
unless somebody gives
them the idea. Unless

I give them the idea.
That’s the difference
between a hunter and a
murderer. That'’s the difference
between you having an accident
+ and me getting revenge.

He’s a Shaman who crawls
the World Tree, climbs Kun-
lun and follows a song from
world to world. Lonely but
never isolated, he’s set apart
by his duty: to speak to humans and
spirits; tell each side what the other

never gets any less dangerous.
wants; and, when necessary, bring angry
gods to-heel. The last part breaks his life’s sym-

T}lyrsus Magic
metry. He’s from a world of flesh, not ephemera,
and that’s where his final loyalties lie. Nevertheless, he sees . : . Ru[ing /A\rcana
the shared pulse of mortal and ephemeral life. He sings its
music. He could even get lost in it to be reborn an Ecstatic, a
* living example of simple; forgotten truths. Followers of the Path

That’s the terror of only
knowing half the world, but
when you see the rest your fear
turns to ecstasy, even though it

Life and Spirit. The Primal Wild’s cosmic Moon leaves its
reflection in the material realm’s Life and casts the Shadow that
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Spirit commands. Thyrsus consider them to be two halves of the  faith. Her magic invokes gods the way we might pluck favors from
same dominion. Change one, and the other reacts. friends and family. She learns how they love to be flattered and

Life’s the seat of sex, hunger, and the fight or flight response. ~ fear to be threatened. Thyrsus call upon local legends, spirits of
It's everything we eat and the worms that devour us when we die, ~ places, and particular culture heroes not as rulers of small places,
resurrect our flesh as theirs, and make us immortal. The Ecstatic ~ butas representatives of primal principles. Gods belong to families
honors Life’s primal sensations and celebrates its lesson: We're ~ and all families stretch back to Creation’s dawn. There are many
not individuals, but colonies of tissue and bacteria that divide, horned gods with individual legends, but they

are broken, and are reborn in ecological miracles. . , belong to the tribe of the Horned God who
e & represents masculinity and sacral kings.

The world lives and speaks. Before the Fall, anyone could gaze _ )
into the Shadow. The Lie blinds Spiritsenses, and even Awakened h _ Thy}rsus truck with wood pymphs,
souls must practice to reclaim them, but Thyrsus see with fully § e | naiadsand hearth g(.)ds, and.emulate
open eyes, and their hands easily caress the gods beyond | maenads and.myth%c hermits. They
the Gauntlet. They know what we’ve forgotten: : § forge bonds with animal and god-an-

Material light and the Shadow are one realm. i Festor totems.
Thyrsus invoke conventional pan-

b theons as well, but speak to the gods’
! archetypes, not the masks priests love.
They -prefer gods who represent basic
desires, concrete phenomena, and the
epitome of ecstatic practice. They hon-
or Shiva who dwelled in the woods,
Aphrodite, goddess of love, and even
Weyland the smith — they know humans
make things as naturally as wolves hunt
in packs. Thyrsus Shamans are more
likely to call upon traditional gods and
heroes. Followers of the Ecstatic way
seek the Mysteries without attempting
to explain them to anyone else, and
build personal mythologies based on
spirits and phenomena they've per-
sonally experienced. Their lives are
mythic epics punctuated by wordless
instances of sublime sensation. Now-
adays Thyrsus from both sides of the
Path use biology, psychology, and other
contemporary ideas.

ln[erior /A\rcanum

Mind. To imagine Mind as a 48
coherent Arcana asks Thyrsus /
to deny the holistic nature
of existence. To a Shaman,
human consciousness
is an adaptation, like
a thumb or biped’s
gait. That people
can imagine them-
selves as individ-
ual minds is. no
more relevant
than a lion’s jaws.
They’re functions,
not truths of the soul. |

Symhols ancl Mytl’\s

The Hermit and the Moon. Culture
heroes and totems. Nature, the living
earth, love, and lust. Rough archetypes
and personal gods.

The Awakened Tarot calls the Thyrsus
the Path of the Hermit. She’s journeyed into
an apparent wasteland and returned, filled
with stories of the lush places hidden in the
barrens. The savage paradise left wounds
but gave her power. Her Mystery card’s
The Moon, symbol of primordial
spirituality. The Moon shines
through a thin skin of rational
excuses, révealing the veins of
pain, pleasure, fear, and rage
that really motivate us. Just as our
organs and tissues grow as our genes
command, our imagination ripens
around archetypes that exist before we
call them Beast, Hunter, Lover, Gatherer,
Leader, Death, and the rest.

Neither cleric nor heretic, the Shaman
walks the edges of orthodoxy. Experience trumps

| Shaman Songs
TI]I’@Q Shamans

Born Amy Wu, Nine Fox Thunder Awakened within
the Heavenly Masters Taoist sect. After training as an exorcist,
ascetic, and martial artist at Wudang, she joined the Guardians
of the Veil, but only completed its immoral initiations out of
respect for a grandfather who’d served that Order. She never
forgot that she had Awakened to serve Xi Wangmu, Queen of
the West: a goddess of vitality who ancient oracle bones also
called the tiger-fanged spirit of pestilence. She’s left that Order
behind to concentrate on Taoist sorcery: a so-called “Nameless
Order.” Two pupils study under her, and her fox familiar serves
as Xi Wangmu’s emissary.

Despite exercising Guardian subtlety in other arenas, Marple
indulges a bit of Anglophilia in her appearance
and Shadow Name while she investigates
murders for her Order and her Legacy, the
Eleventh Question. The thirty-something
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Marple was born to Chinese immigrants in Seattle, but dresses
like a spinster aunt from the 1930s. She visualizes the Primal
Wild through the lens of antique British Imperialism: polite re-
lationships that hide vicious predation. Marple is especially good
at rousing the spirits of manufactured things to bear witness. To
honor her ephemeral allies she takes her tea with them, sharing
fine conversation and occasionally, very rare meat.

He implied he was a cannibal, but most of Boston’s Awakened
were content to think of the Nemean as the son of a bitch who
held Boston’s Hierarchy, and bullied unity out of that city of
rivals. His own Silver Ladder imprisoned him in Astral dreams
for unspecified “moral crimes,” but he escaped before they could
pry his motives and secrets from him. The Nemean Awakened
- after being beaten half to death by outlaw bikers. The Primal
Wild taught him he was an apex predator in the making. He’s the
lion who eats his rivals’ cubs, the king with the bloody scepter.
But a lion needs his pride, and he finds himself a fugitive from
those he ruled. He forms and abandons cults around himself
as something in him whispers of a need to evolve further, and
at last synthesize his humanity with his pure, Ecstatic desire to
dominate.

Shamans in t}‘le Orclers

Adamantine Arrow: Look past the niceties of military culture
to ask why the Arrow’s enemies need todie, and how to do it
without self-indulgent posturing or inefficiency. Fools say ani-
mals don’t fight wars, but baboon troops slaughter each other
and predators mark their territories with piss and claw marks.
Thyrsus Arrows aren’t afraid to bloody their hands in direct
combat (and those skilled in Life tend to be extremely good at
it), but never for some pretentious point of honor.

Free Council: Shamanism is humanity’s first heritage. Ecstasy
is its universal spiritual path. These twin truths tell the Free
Council that Sleepers never forgot about the Supernal. They
know the oldest ways to touch it, and soar so close to it in mo-
ments of pain and pleasure. It’s time to help ordinary people
take up the tools they already know and call to the hidden realm
that beckons, demanding to rekindle old loves and obligations.

Guardians of the Veil: Who is worthy of the Veil except those
willing to endure any pain? Who should defile themselves but
those who can see corruption manifest in the Shadow? Guardian
" Thyrsus aren’t emotionless operatives, but ascetics and living
sacrifices to the cause. They remind the Order that beyond its
practical fuinctions it represents a spiritual calling. They test
Guardian dedication with ritual ordeals and show every assassin
how painful blows from their own knives will be.

Mysterium: Magic is alive. Magic feels pain. Magic is a realm
of predators, prey, and scavengers, of sex and offspring. Magic
acts on lust and hunger, not sterile metaphysical rules. These
insights help Mystagogues from the Path to deal with cryptids,
genius loci, and other living and lifelike supernatural phenom-
ena. Anyone can identify the stones of an ancient temple, but it
takes Ecstatic awareness to detect an ecosystem that bears traces
of Atlantean meddling.

Silver Ladder: Don’t cower in the knowledge that you're
an animal. Don’t despair in a world where gods manage every
blade of grass from the Shadow. Every species adapts to a niche.
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Beyond the Singing Stone

Acanthus: Llife doesnt make bargains. Lions
don't barter for meals. They eat.

Mastigos: Failing human relationships occupy
one tiny corner in a vast web of lovers and hunt-
ers, birds and worms, blood cells and red stars.

Obrimos: God's in the ozone smell of lightning
strikes, but it's burn scars and scorched grass too.
In fact, I'd call it God because burns heal and
the grass grows back. Resilience is the unlversol
miracle. We taste pain and live!

Moros: Lead turns to gold when it wishes it. If
you knew how to ask, your Art could be reduced
to simple questions.

Humanity’s purpose is to rise and fertilize the Supernal with
new symbols. That's how the cosmos gives birth to new ages,
but the Exarchs have sterilized it by putting us to Sleep, and the
Abyss represents senescence without renewal. The Silver Ladder
will help humanity reclaim its ecological role not to rule the
universe, but revitalize it.

Seers of the Throne: If the Lie’s a prison (such a biased term
— call it a habitat) then it ought to be a controlled environment.
The Seers’ Stewards keep Sleepers semi-domesticated. It’s a
complex job utilizing a thousand delicate tactics. Make the en-

‘vironment too safe, and Sleepers unite, share their knowledge,

and replace the survival urge with the drive for enlightenment.
Threaten them to excess, and they might Awaken out of pure
desperation. They need a little hunger and fear of the dark to
keep them home, safe, and confined to little dreams. Two Ex-
archs help them preserve the balance of fear and comfort: the
Nemesis of Spirit, which maintains fear of the unknown, and the
Raptor of Life who tempts Sleepers to trust instinct over free will.

Bui[cling t}le Shamansj Mystery

While Thyrsus ways resemble some of most ancient forms
of spirituality, traditional cultures don’t have a special claim
to the Path. People speak in tongues, get high.to dissolve their
egos, and gather around sources of intuitive inspiration and
animist perspectives.

Shaman or pure Ecstatic, a Thyrsus needs to approach the
Path fearlessly. A high Resolve bolsters the dedication needed
to bargain with terrifying spirits or coax bodies into new shapes.
Physically demanding Ecstatic practices require a high Stamina.
Although Thyrsus prize the intuition associated with Wits, they
watch over complex living systems and spiritual kingdoms. In-
telligence reminds them who eats, and who’s eaten.

Thyrsus inevitably journey to strange, isolated places so Surviv-
al is common. If she intendsto return to her people, Persuasion
and Socialize help communicate what she learned during her
pilgrimage. The Academics and Science Skills familiarize her
with unusual spirits, folklore, and nature.




QI’A@I’S

Although smaller, isolated groups of mages cling on in some
parts of the world, catering to regional interests or unwholesome
practices other mages frown upon, the global society of magic
is largely divided among six great Orders. Each Order is made
up of thousands of smaller organizations with attached mystery
cults, secret societies, and associations that give them an occult
“footprint” in the Fallen World. Although most Sleeper oc-
cultists wouldn’t know them by name, those “in the know” are
aware that the Orders exist even if only by rumor and inference.

Even the youngest Order contains magical societies tracing
their teachings to the Stone Age, and the eldest are more than
two millennia old. Without common cause with an Order, a
mage is bereft of vast accumulated knowledge and influence,
which the Orders are happy to leverage when recruiting.

The four Orders of the Diamond share common origins and a
philosophy based around molding themselves after the Supernal
symbols of magical society in the Time Before, taking on the roles
of mages in that vanished utopia as a means to power. They are:

¢ The Adamantine Arrow, who see existence as a crucible,
prize challenge and conflict for its use in honing the self,
and teach students honor and ideals of service.

* The Guardians of the Veil, a network of Awakened spies
who preach the careful, subtle use of magic, police mages
for worsening the Lie, and test Sleepers close to Awakening
with a labyrinth of occult societies.

¢ The Mysterium, a religion dedicated to magic itself whose
adherents aggressively seek out Mysteries for their own
enlightenment before storing them for safekeeping from
the world.

e The Silver Ladder, a humanist Order dedicated to the
ideal of lifting every human soul to its natural level of
enlightenment, healing the Fallen World of the Exarchs’
influence.

The Diamond are joined with a fifth Order, forming an alliance
known as the Pentacle:

¢ The Free Council, a young organization of mages who
espouse democratic ideals and seek magic in human
culture and science.

The Pentacle as a whole is opposed to the sixth Order:

¢ The Seers of the Throne, willing servants of the Exarchs,
who keep Sleepers in the Lie in exchange for temporal
power.
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| Cha[[@nge .is Magical

See that convenience store! No, I already know what you do. It’ll be
robbed in about a half hour, and it doesn’t turn out pretty for the clerk
or that poor kid pressed into being the trigger man.

Your Awakening wasn’t pleasant, I know. Neither was your Sleeper
life. ’'m sympathetic, but I'm not sorry for you. Some might call you
scarred by the experience, and they might pity you for it. The pride
in your eyes tells me you already know what
I’'m going to say: Scars aren’t something to be
ashamed of. Life is a battle. Scars mark you ,
as a survivor. Look around you — others
don’t wear their scars half as well as we
do. Not everyone can brave the Mysteries,
and maybe not everyone should.

Look beyond the Consilium, beyond the
Awakened — almost everyone tries to avoid
being scarred. Not us. We take on the
ordeals and keep the vigils — because we’re
strong enough, so others don’t have to be.
Having magic and power doesn’t matter,
just what you do with it. That’s why we
step into harm’s way. It’s a challenge, and
challenges are the only thing that matters.

I'll save you a question down the line
— the lady depressing property values in
this entire neighborhood is backed by the
" Throne. When you get to brass tacks, both
clerk and kid’s death will be her fault.
They can’t rise above the challenges forced
upon them, but we can, and we can do it
for them. Fixing everything is a long war, but
I’'m going to win this battle here and now without kill-
ing anyone, and I'm happy to have you along if you're willing. We've
survived worse, haven’t we?

Virtue untested is worthless. This truth is hidden by a Fallen
World designed to aggressively and insidiously destroy enlighten-
ment. The Lie oppresses souls, crushing them under somnolent
burdens. Beyond the Abyss lies the ideal perfected self, a con-
cept that can only be embodied by struggling against the Lies.
- Everyone is involved in this struggle, leaving the Awakened as
the only ones aware they're embroiled in a universal conflict.
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Every Order practices offensive and defensive occult tech-
niques, but the Adamantine Arrow internalizes the metaphor
of eternal war as principle. More than that, they seek to serve as
soldiers and generals in this war, fighting to maintain their magic.
Arrows are the guardians and wardens of the Pentacle, warriors of
the Diamond, fighting against stagnation and complacency. They
typically hold a majority of non-leadership roles in Consilia and
Convocations (and no few Assemblies), as community-oriented
duties find fulfillment within their philosophy. Above all else,
their magic calls for dedication:
striving for a chosen goal against
meaningful opposition.

Mages join the Arrow when
they want to define themselves by
supporting others, learn self-discipline
and control over their magic, come
from a martial or regimented back-
ground and want to keep that ethos,
or believe magic should be wielded
with honor and responsibility.

Core Be[ie{s: The
/A\clamant Way

Created by millennia-worth of trea-
tises from dozens of cultural stand-
points and containing a multitude
of philosophical schools, the Way can
be divided into five precepts — the
Hand — just as five fingers make a fist.

The metaphor is simple: Hands are the
primary gates for the sense of touch and

the means to work one’s will; they create or destroy in
equal measure, translating human desire into physicality.

Existence is \X/ar

"The Way teaches improvement through opposition and re-
straint, evincing a universal state of affairs that is self-evident.
All beings struggle for life, and all Awakened souls struggle
against the Abyss to bridge the Supernal and Fallen. Vying for
self-expression, Awakened souls grow stronger by conquering the
desires of other souls. Arrows are watriors, though not always




martial ones — to a one, they seek challenge and conflict, though
their competitions are often friendly. The Order as a whole re-
gards true pacifists with disgust, but they’re not bellicose — peace
can be a far greater challenge to achieve than petty bloodshed.

/A\claptahi[ity is Strength

Arrows understand that nothing worth doing is achieved with
ease, and that limitations are self-imposed. Attack and defense,
spell and sword are valuable individually, but mere components
of the whole. Predictability and inflexibility are dangerous in
a world of sympathetic magic, and crippling to the soul. An
Arrow rises beyond these weaknesses and toward a balanced
and perfected self.

Service is Mastery

Control only ever extends as far as the self — your nature and
soul are the only things truly yours and yours alone. Honest
service lies not in becoming the power behind the throne, but
in limiting one’s ambition, pride, and guilt as external factors in
one’s control. Until the Arrow sets aside his desires for another’s,
all of his high ideals are mere justifications for his own actions.
Once he abandons his selfishness, he understands his place in
the universe, serving the Supernal as well as himself.

The Supemal 1’5t11€ Seu

Mind and soul are a microcosm of the universe and magic.
Every trial by adversity reinforces the mage’s honor and self-in-
tegrity. The mage is her magic, as inseparable as a hand’s identity

from owner’s intent, growing closer to her spiritual ideal with
every victory. Arrows often seek to shed their personal flaws by
swearing oaths to tie themselves to purposes larger than the self.
Oaths declare intent to the universe and sharpen focus on the
challenge at hand, whether promising to defend a dear friend
or murder a hated rival. A sworn Arrow is placing her judgment
in dynamic action rather than formal words.

En[ightenment is Honor

A warrior’s soul that expresses her intentions, then accom-
plishes those spécific aims, reveals a vision unimpeded by dis-
tractions and uncompromised by.the Fallen World. Challenges
are more worthy when the challenger restricts his options to
the path he chooses to fulfill his goals. Honorable mages act
in accordance with their ideals, in true harmony with their
perfect selves. e

Origins

The Adamantine Arrow is both the oldest and youngest Order.
Like most of the Diamond Orders, the Arrow’s core formed in
the Hellenistic era, circa 200 BCE, primarily from an Indian
school of magical philosophy.called the Vajrastra (“Thunderbolt
Weapons”). Alexander the Great’s philosophy of eternal war was
attractive to the early Arrows, and they rose-alongside the nascent
Orders. Since Alexander, the Arrow has ensconced itself within
Sleeper societies. Rather than celebrating them or manipulating
them, the Arrow allowed its members to choose to fight for mortal
ideals and causes, championing the warrior ethos found within all
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societies and cultures. During the Italian Renaissance, Caucuses
all over Europe became enthralled by the code duello, the rules
that governed single combat; at the same time, Italian mercenary
culture split the Order into factions, between those who sought
purity within combat and those who prized constant warfare.

The Order last reorganized itself in 1945. The strife of internal
warfare from two World Wars sundered the Order, as Arrows
fought one another from opposing sides of a battlefield. This
wasn’t unprecedented — the American Civil War, the Napoleonic
Wars, and sengoku jidai are actually considered healthy exercises
by contemporary Arrow theorists — but it was inconceivable in
terms of scale and lack of purpose. The Order emerged with the
conclusion that war itself had changed. Never again would the
- Arrow bind itself to temporal ideals. At the same time, their true
enemies — Seers, Banishers, and the Abyss — were timeless. The
Order abandoned the millennia-long practice of championing
Sleeper societies to focus on individual Consilia, Sleepwalkers,
or sites connected with magic.

Mysteries

‘Arrows look for Mysteries that threaten their charges, seeking
to understand malicious magic with superior knowledge and
craft intent to better end the threat. They seek to aid other Di-
amond Orders in the often-perilous experience of investigating
their own Mysteries. Alternately, an Arrow will swear oaths to
uncover a secret, proving dominance with self-mastery by pitting
herself against a singular foe. An attractive Mystery for an Arrow
involves a test or contest of his skill; Arrows are disappointed
when the Fallen World gives up its secrets too easily.

Magica[ Symbo[ism: AttaeL an(l De{ense

The Arrow doesn’t consider all wars to be martial, but more often
than not their symbolism relies on weaponty, tools that extend
power in the realm of physical combat. In a philosophy based on
eternal war, a weapon must be at hand at all times. Arrow tools favor
the sword or the pistol, two weapons that have no other use than
to take a life, though this is more a preference than anything else —
after all, adaptability is strength, and anything that can be wielded
as a weapon by the average person has a place in Arrow symbolism.
Besides armor and other protective gear, charms that protect the
_ user from physical or spiritual harm also feature prominently among
Arrow tools — amulets, dreamcatchers, bandolier bags.

In the ideal Awakened society postulated by the Diamond’s
Atlantean symbolism, the Adamantine Arrow embodies Ungula
Draconis, the Talon of the Dragon: righteous warriors who fight to
keep the flame of human power alive in an age of darkness.

Hul)ris

Arrows fall afoul of hubris when they overestimate their abili-
ties and create Paradoxes trying to extricate themselves, or when
they’re confronted with their own weakness and deficiencies. It’s
also easy for an efficient Arrow to assume he’s conquered all his
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challenges simply because he tightly manages his life, forgetting
that the Order’s truths lie in constant conflict. Dedicated Arrows
find it easy to mistake disdain for avoiding necessary fights as
willingness to forsake peaceful ends. Violence must always be
a solution, but it is rarely the best solution, so an Arrow grows
hubristic when she loses sight of this. Life to a member of the
Order isn’t so important when forced to choose between exis-
tence and integrity, but hubristic Arrows regard keeping your
word as more important than human lives and morality.

Lastly, the Order prides itself on being above politics, focused
on their'ideals of service. When an Arrow assumes power, it is
when they are the strongest and most capable of facing down a
threat. To them, it is prudence, not power: merely choosing a
side can define and shape the political arena. Hubristic Arrow
mages eschew guardianship to seize power for themselves under
the guise of being able defenders.

Concepts

Pro-Bono Defense: “Defense rests,” I say, and I know I've
won. The prosecution looks battered, exhausted. My client
looks like he’s just witnessed divine intervention, delivered
from injustice he thought was certain, shocked that someone
— anyone — would not only stand up for him but win. Hours,
days, weeks spent practicing for the trial, and a quick finger
run over my spectacle rims tells me the jury’s deliberation will
take less than an hour. Everyone looks at this job as a stepping
stone, a trial-by-fire for one of the big firms. They look at it as a
challenge and a place for improvement, and they’re right; I do
battle uphill every day, taking on enemies thought unassailable.

‘That’s why I'll never leave.

Gun Runner: People need weapons to start revolutions, to
guard their homes or hunt their food. The strong use military
force to subjugate the weak, but they can’t do that if the weak
fight back. Before I Awakened, when [ was trying to sell a crate
to some warlord in Myanmar, I thought the secret to survival
was. to never go to war, but the Jungle Primordial showed me
the truth — life is war. Now I choose my clients with care; I sell
Soviet surplus to my fellow Arrows and bullets to academics.
Other Arrows challenge me to prove I'm not a Praetorian agent,
but my motives are clear. I'm a necessary evil. Existence is war,
and war needs weapons. '

Stereotypes
Guardians: Regrettably necessary, but untrustworthy, even if
we're on the same side.

Mysterium: Keepers of what we protect. Damn if they're not
ungrateful, though.

Silver Ladder: Our oldest companions. They provide the
structure, and we the service.

_Free Council: Address them as individuals, not as a unity, no
matter how loud they protest.

Séers of the Throne: Evety war needs enemies.




W

Magie is F ragi[e

We’ve been watching you for a while now. Oh, don’t be angry.
Take it as a point of pride — even before you Awakened, you were

someone worth watching. And now you're worth talking to. More
than that, worth hearing from. '

Can I ask you a question? Can you imagine how easy it would be
to abuse your magic? You don’t feel like paying for a meal, fine, you
make the server forget you were even there. How easy would it be for
you to justify it to yourself? It doesn’t hurt anyone. You're long gone
from the restaurant when they check the books.

You see what I'm saying. I can see it spreading across your face
like a fire crawling across dry logs. )
Are you stopping for the night, or are
you still thinking of ways you could
get more than a few bucks? Another
spell tells you the credit card numbers of
everyone in the restaurant, who's there
on a date, who’s rich yet vulnerable.
How long until you try something
that really bites you? Where does the
line get drawn? When would you stop caring

GUARDIANSy ~

. Al

el

The Guardians of the Veil defend the Awakened from strife
and treachery by employing those tools themselves, serving the
Pentacle as recruiters and espionage agents keeping watch for threats
from without and within. They plot to maintain the Labyrinth, a
world-spanning society of conspiracy cells and contradictory mystery
cults secretly under Guardian control, designed to weed out the
weak, distract the unworthy, and attract those close to Awaken-
ing. A newly Awakened mage attempting to understand what’s
happening around him will likely stumble across the Labyrinth;
in fact, the system works so well that Guardians actually detect the
majority of Awakenings and pass suitable solitaries to other Orders.
By contrast, the Order also spends a

great deal of resources attempting

to ensure those with traits they find
objectionable become lost in the
Labyrinth, losing the chance to Awak-
en. Together, the Order works tirelessly
to keep magic secret — and in secrecy, safe.

Mages join the Guardians when they

believe magic should have a required
level of responsibility to use, when
they've suffered due to magical acci-

about the damage your magic brings to the
world? Is your fire something that needs to

dent and want to make sure no one
goes through that again, when their
interests and skills lie in espionage, or

be tended carefully, or something that could
gutter out to ashes and embers?

when they Awakened within the Lab-
yrinth and trust the system to work.

I know you wouldn’t do that, or I wouldn’t be
speaking to you. We can trust you not to do those
things. But how can you trust everyone else?

It’s not a hypothetical. One of your
fellow Nameless is about to make the
jump from free meals to something vile.
Last question, I promise: Who is it?

The Fallen World continues to fall.

The Abyss grows stronger whenever a mage

inflicts Paradox upon the world. The universe frays with every
vulgarity, while the Supernal resounds with the laughter of Ty-
rants. Humanity is inherently damaged by the Lie, and Sleepers
snuff magic out in their ignorance, if they escape being driven
mad by witnessing Supernal truth. Knowledge is both power
and fire — left unchecked, it consumes and destroys. The hand
whose reach exceeds its grasp must be slapped down.

Core Belie{ S
| r”le E,xoteric and

Esoteric Tenets

The smallest Order, the Guardians are a true mystery

religion. Initiates often join because of the Ordet’s actions,
but much of the leadership subscribes to a faith carefully con-
cealed from outsiders — the Esoteric Tenets. The Exoteric Tenets,
by contrast, are ones the Guardians wish to be publicly known,
their ties to Supernal truth, reinforcing their identity even as they
cloak themselves in mystery. Guardians cleave to Diamond sym-
bolism with a concept they call the Diamond Wheel, representing
the collected souls of mages. The Wheel reflects the spirit of the
Awakened City to come. The most faithful Guardians privately
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believe in a messiah — the Hieromagus — but the majority simply
believe in the Order’s works for their own sake.

P araclox Strengthens t}le A[}yss;

Punis]’lment /A\nswers Pride

The Abyss is inimical to existence. Every Paradox pushes the
universe a little bit closer to final dissolution. Paradox is not
an inherently spiritual failing, but a moral one made magical,
caused by an individual’s choices and hubris. Humanity has the
slim capacity for Awakening and Ascension, but even Awakened
societies are corrupted by the Fallen World, and every Paradox
exposes a mage’s fragile soul to the Abyss. Guardians will help
mages with their own Paradoxes when Abyssal taint threatens
innocent bystanders. They encourage mages to examine the root
causes of Paradox, and the flawed reasoning behind allowing the
Abyss another foothold within the faltering world.

Merit must 3uic1e the F auen Wor[cl

The Fallen World seemingly encourages every avenue to suc-
cess except virtue. The Guardians deem only the righteous and
the capable worthy of magic, defined by dedication to virtue
and avoiding Paradox. Masters are wiser than apprentices; the
Awakened are wiser than Sleepers. Quiescence damages the
world, and Sleepers harm magic simply by encountering it. The
worthy must be guided to seize enlightenment with virtuous
action, while the unworthy must be dissuaded by obscure se-

crets and meaningless arcane lore. Guardians are not paragons,

40 | CHAPTER ONE: FACES OF MAGIC

and do not always lead by example, but the Order is the most
meritocratic of the Pentacle Orders.

Sins £or ajust encl 3rant \X/isclom

Wisdom is a palpable force that aids a mage in controlling
Paradox. Mages hone Wisdom by effecting compassionate acts,
but the Guardians lie and kill, sacrificing their own integrity to
safeguard the enlightened. The Tenets hold that enlightenment
can be generated by sacrificial acts of sin — by assuming the karmic
debt of acting against Wisdom themselves, Guardians purify the
Wheel. Filtering the Abyss against the bulwark of their own under-
standing, they slow the progress of the Fallen World’s degradation.
Ends don’t justify the means, but ends do require the means, and
understanding the difference separates the Wise from the Mad.

The E,soteric Tenets

The Esoteric Tenets detail the secret faith of the Order.
They're secret because other Orders might censure the Guard-
ians if they knew, but mostly because the Orders’ praxis is based
on secrecy, and because the tenets are too sacred for outsiders
to practice.

AH thrones are {alse; a”. SOUlS are ﬂawecl

Mages are inherently unworthy of the perfection of the Awak-
ened City. Paradox is a sign of a mage’s fundamental impurity,
reflecting her sins. Yet if sins for a just end grant Wisdom,
Guardians are therefore capable of transferring merit, leaving all




other souls and Orders flawéd in their ignorance. The Guardians
consider it their duty to undermine charismatic leaders, expose
the faults of wise sages, and force mages to doubt one another
to remind them that their primary mission is to struggle with
their own souls. '

Sou[s Ilave a secret hierarchy

Religious Guardians believe in reincarnation, and moreover,
that some souls have more potential than others. Related to this
doctrine is the idea that all souls are interrelated. The Order
encourages those of superior souls, defined by Wisdom, omens,
and Awakened strength, to work together. Doing so brings more
Atlantean spirit to the world, allowing one single soul to attain
perfection during one reincarnation. .

The Hieromagus wdl { uUJ[
the Diamon(l \X/hee[

Many souls have similar features; by cultivating them, mages
work towards the creation of the Hieromagus, who will heal the
Abyss, restore utopia, and judge the Order for the evils made
in the protection of magic. Her soul shall be an indestructible
bridge between Above and Below, perfect and free of Paradox.
She will come not from the Order but from without. There have
been a number of false Hieromagi throughout history, and other
Orders are aware that a messianic, deeply eschatological faction
holds some purchase over the Guardians, if not the specifics.

Origins

The earliest Guardians formed out of small cults, holding fast
to the belief that magic was too dangerous or precious to trust to
unworthy mages. The Arrow and the Ladder only spared them
the label Banisher because the fledgling Guardians did concede
that some were worthy. Even as the Diamond formed and grew,
the Guardians stayed the smallest Order, with the most strin-
gent entry requirements — candidates must prove themselves
willing to kill to protect the Mysteries (an open secret referred
to as “Passing the Crimson Veil”), but must constantly exercise
their own judgment and refuse commands that conflict with
the Order’s stated goals.

For much of history, the Guardians hid themselves within im-
perialist cultures like Rome, occasionally absorbing like-minded
Nameless Orders (such as the mages who followed in the wake
of the Golden Horde during the Middle Ages) but seeking to
remain within the shadows, drawing subversive occult elements
to the Labyrinth so they could be monitored and destroyed.
This has backfired at times; in the 2" century AD, the false
Hieromagus Abraxus reformed a heretical Gnostic cult, the
Basilideans, into a secretive group that continues to bedevil the
modern Order. While other Orders claim famous movements
and important figures as proof of their influence on Sleeper
society, the Guardians consider the existence of any a point
of shame rather than pride. The Order considers the British
Empire to be the highlight of their influence, when they could
claim a truly worldwide Labyrinth. Yet they celebrated the growth
of intelligence officers and agencies, wholeheartedly adopting

the methodology of spies.

Besides carrying forth their core beliefs and hunting danger-
ous mages, modern Guardians perform two vital functions for
Pentacle society: keeping watch for influence of the Throne,
and constructing their Labyrinth to attract newly-Awakened
mages. These functions keep the Order in the good graces of
the Diamond, along with the Guardian Order’s concession
that no Guardian will ever be asked to investigate or act against
members of her own cabal.

Mysteries

The Guardians don’t pursue Mysteries that pit them against
the Awakened, but they are inevitably drawn towards dealing
with insidious threats caused by Paradox. Guardians focus on
weakening the enemies of the Pentacle — hunting down rogue
mages hiding under variant shadow identities, Left-Handed
Legacies hiding within Orders, prospective Banishers, and their
private shadow war with the Seers. The fact that these are often
matters of individual interpretation doesn’t escape the Order,
which encourages a culture of habitual surveillance and follow-
ing carefully-honed instincts. Espionage, what Sun Tzu called
the “Divine Thread,” carries Supernal resonance with the Order.

It’s not spoken of outside the Order, but Guardians initiated
into the Esoteric Tenets often seek mysteries involving ritual
mantling and reincarnation or matters concerning the soul.
When they scrutinize the Orders, these Guardians take an in-
terest in prodigies or mages who seem to suffer fewer Paradoxes
than most.

Magica[ Symbolism: Concea[ing lclentity

In Atlantean symbolism, the Guardians embody the all-seeing
oculus, Visus Draconis. The Eye of the Dragon scrutinizes every
detail of the Awakened City with an unflinching gaze. The Or-
der prizes anonymity and security, a practical course for a group
hated as a matter of ritual symbolism. The Guardians must be
disliked, but individuals must also be able relate to their cabals
and friends. The Veil itself is a powerful symbol — covering the
face, yet allowing clear sight. Masks, cloaks (including long coats
and hoods), and veils are all dedicated to concealing identities,
allowing the Order to operate unseen. By contrast, the Order
also prizes tools that allow them to see more clearly — rose-tinted
glasses for those with a touch of irony, but prisms or magnifying
lenses also suffice..

Huhris

Inevitably, some apprentice critical of the Guardians wonders,
“Who watches the watchmen?” Arrogance and hubris come with
a mage’s separation from Sleepers, and despite the Order’s focus
on punishing the signs of hubris in others, they’re no less prone
to it. Ruthlessness and lies are valued tools to the Guardians, but
these too easily become habit, then default solutions, and finally
pleasures. Performing unwise actions on behalf of others causes a
Guardian to suffer another’s karmic-debt, a state of affairs to be
accepted but not celebrated. Hubristic Guardians lose sight of
the true reasons for Paradox, defaulting to selfish justifications
for their crimes. Furthermore, a culture of paranoia is required
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for the Order to function, but also fosters distrust within and
without. Some Guardians take notions of subsuming the self for
the greater good to extremes, losing themselves in false identities.

Concepts

Black Hat: [ am the spider in a digital web. A cold cup of cof-
fee sits in front of me, license to free Wi-Fi. I pluck the owner’s
password out of the ether, then take a few minutes to quietly
upgrade her encryption so it’s suitable for my purposes. Soon,
news alerts light up my laptop every few seconds. A few moments
of concentration on each tells me which leads will pan out. A
few hours later, all signs point to a shell company buying up
- property near the waterfront; it'll be used to smuggle artifacts. I
send a quick email to a friendly journo, start pounding away at
the keys. Once the sale pops up on the paper’s front page, they'll
scramble to find an alternate location...one of my choosing. He
who controls the spotlight controls the stage.

Minotaur: The candlelit room is dimly lit to begin with, but
pitch-black under the heavy bull’shead mask I wear. I lift the
chalice for the third time this week. These men — soldiers all,
from three different branches of service —look upon me as a high

priestess, intoning the blessing of some deity of war. The rites are
meaningless, magically speaking. It’s not unusual for men to come
here and seek reassurance of divine favor. The newest member is
different. His eyes shine with understanding, and his aura surges
and struggles. He lifts his arms, seeking understanding, finding
only confusion. Soon his eyes will be open, and I will be there
for him. I am not Theseus in this maze, not even Ariadne; I am
the minotaur. I hunt, I stalk, and now I have found my prize.

Stereotypes

Adamantine Arrow: Let them deal with the obvious threats.
We each have our strengths.

Mysterium: Some secrets should remain so. Keep your friends
close...

Silver Ladder: Knowledge is power. We know that, even as
we repair your errors.

Free Council: Half transparent revolutionaries, half ancient
Diamond émigrés, all ignorant.

Seers of the Throne: Our Great Game might be less fun if
we both played to win.

42 | CHAPTER ONE: FACES OF MAGIC




Magie is a[ive

“Knowledge is power.” An elegant concept, reduced to platitude. But
you've felt it already — that burning desire to know, the sizzle of ecstasy
upon sating that desire. You've wrought your will upon the world and
felt it respond to your touch, felt it push back. By now you've heard the
stereotype of us, wizards sequestering secrets in their libraries. All true.
The hunger for magic is a pang we know well — to féed it, we gather
knowledge, preserve it, share it, and when necessary, hunt for it. Shall
I tell you of my own satiation? Of the long nights spent in private
libraries, alarms silenced by Arcana, perusing centuries-old manuscripts?
Or maybe you'd rather hear about the wards around South American
pyramids, the ones the tourists don’t get to.
see. ['ve fought Seers in customs warehouses,
gleaned truths from the tongues of spirits
and angels, traded with charlatans for the
slivers of true magic they possess.

Understanding and experience are marks
of value. Ignorance and deception are tools of
the wicked. Knowledge isn’t power, knowledge
is everything — and that’s true beyond the
tautological appeal. The secrets of magic are
hidden in the dark places of the world. The
Mysteries await you, begging to be grasped.
As it turns out, a small cult has sprung
up in one of those abandoned subway
stations, and their leader claims he

scries the tunnels through the eyes
of rats. Care to come with me to see
how he does it?

The world is Fallen, but won-
drous. Pure truth from the Super-
nal drifts downward, fragmenting
from exposure to the Abyss. The
driven and elect must track down this
knowledge to glean true wisdom, separating Supernal wheat
from Fallen chaff. Contemporary mages piece together the past,
and in doing so forge a future. This pursuit of Gnosis holds
together the Mysterium — if mystic lore is the currency of the
Awakened, none are richer than Mystagogues. They scour crypts,
decipher forgotten languages, and scrutinize myth cycles for signs
of sorcery, retrieving and hoarding knowledge that sundered
and fragmented from crossing the Abyss.

Mystagogues battle against Pancryptia, the tendency of sorcery
to actively hide itself amidst the cultural detritus of the Fallen
World. They work to foster academia, instilling the intellectual
discipline and rigor needed for the Awakened to sift through
the Fallen World for pearls of Supernal wisdom. The World is
Fallen and damaged, but Mystagogues scrutinize with singular
focus. Two open secrets propel their questioning natures: One,
that magic itself is alive and-active in the world; and two, that
anything living can be healed. '

Mages join the Mysterium to proactively seek out the Myster-
ies, out of an academic or psychological interest in magic. They
also join out of a desire to withdraw from Sleepers and chase
' arcane insight as far as it will go, or to

preserve magic within a hostile Fallen
World. Lastly, they join to travel the
world while being assured they’ll get
a decent reception in whichever Caucus
they land.

Core Be[ie{ S Corpus

Mysteriorum

More than just knowledge-collecting librarians
or tomb-raiding adventurers, the Mysterium is a
- mystery religion devoted to magic

itself, described by the Order as
a living, sentient force diffused
throughout the Fallen World. This
core creed dates to the 13™ century
“when an anonymous archmaster wrote a
Grimoire setting it out. Copies of the text (if
not the rotes it contained) are still given to every
new Mystagogue, and the book’s title — the Corpus
Mysteriorum — gives the Order its name. Of the Corpus Au-
thor, not much is known — he or she took great lengths to erase
traces of his or her footprints from history.

Know[eclge is P ower

Platitude or no, to Mystagogues, magic is enlightenment. The more
amage experiences, the more enlightened she is, but only personal ex-
perience of the Mysteries will do. No one can just be handed answers,
as the act of piecing together Supernal (or pre-Fall) lore is the well from
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which the epiphanies spring. Mystagogues travel the Fallen World,
hunting for magic, experiencing as much as they can, and bringing any
tangible sighs of it back to brimming arcane academy-libraries called
Athenaea. The Order carefully conceals information from its own
lower ranks, revealing it like layers of an onion as a member progresses

through stages of initiation. Knowledge is filtered downward from

purer to lesser, in the same manner as the Supernal.

Knbw[e&_ge must L)e P reservecl

‘Anything living can be wounded. Pancryptia ensures that magic in
the hands of Sleepers will hide itself. The Order maintains a global
network of Athenaea, but the dedication to preserving knowledge
against disaster leads to Mystagogue sages learning vast amounts of
" lore and entering hermitage in case the libraries are destroyed. Myst-

agogues are infamous for stealing artifacts and Grimoires from other

Orders or individual cabals when the items are felt to be vulnerable.

An Order predisposed toward travel outside.of a Consilium, the
Mysterium maintains an elaborate network of equitably-traded favors
and “face,” or guanxi, for determining relative status to one other.
Secret gestures, code words, and signs denote levels of initiation and
favortrading. Guanxi takes precedence over Consilium laws, and
even bitter rivals join together to prevent Pancryptia from grasping
knowledge once again. Conveniently, this also allows Mystagogues
free travel between Caucuses, so long as their guanxi is favorable.

_ Know[eclge has a P fice

Experiential lore is acquired at great risk and cost. The only
true currency is knowledge, and currency must be both spent
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and earned. A Mystagogue would never share her secrets with

“Sleepers (to do so would risk Pancryptia), and other mages in

need of the Order’s secrets have to pay the price in boons and
further knowledge. Magic is demanded for knowledge rendered.
The Mysterium doesn’t lie to the unworthy or destroy informa-
tion from seekers, nor do they reveal knowledge that would
disturb the fragile alliance of power within the Diamond and
the Pentacle. The Order merely restricts access until the seeker
is ready (even if they might never be).

Okrigins
3

The Mystenum is the youngest D1amond Order. While the
Guardians, Ladder, and Arrow formed during the Hellenistic
period, their forebears remained divided. TwoOrders, the Pan-
cryptiates and the Keepers of the Word, formed from related
cultural schools dedicated to seeking out magical knowledge
and preserving magic safely from Sleepers. d

The Keepers focused more on the desire to acquire knowledge
and preserve it, while the Pancryptiates propagated their theories
of ignorance annihilating Supernal secrets forevermore. While -
both Orders adopted Diamond symbolism and praxes, they
waxed and waned in relative popularity over the centuries. The
Keepers founded the earliest Athenaea and allowed Diamond
mages access to their stores when worthy, while also earning a
reputation for aggressive putsuit of the Mysteries, taking magic
from their allies when they could. The Pancryptiates studied
Paradox, developed the egregore to preserve knowledge against
physical loss, and pursued any means of safeguarding magic



from the world. The two Orders merged in the wake of the
Corpus’ publication, the new Mysterium taking equally from
both traditions. With the collapse of the Byzantine Empire,
the unified Order spread throughout the world along the old
Silk Roads and through the magic of powerful Space Legacies.

Since then, Mystagogues have maintained a global presence.
The Order holds that the earliest European mages in North
America were of the Mysterium, allying with their counterparts
dedicated to preservation of oral language. It was much the same
in sub-Saharan Africa and Australia, and many Mysterium cabals
and Caucuses can boast centuries-old lineages. The Mysterium
has provided the Pentacle with global communications since
before it was a single Order — Mystagogues on international
trips hunting Mysteries take the news with them. They’ve been
partially supplanted in this role by the Guardians, but publicly,
there’s no better method of secure communication between
far-flung Caucuses. '

Mysteries

The Mysterium quests for Mysteries in danger of vanishing,
rescuing them from Pancryptia’s touch — Atlantean ruins at
risk of discovery (and destruction) by Sleepers, Legacies with
few remaining members, lost Grimoires, verges, rare magical
effects, and signs of Ascension. Sometimes the quest involves
great personal danger, or requires the Mystagogue to cross fellow
mages or other supernatural beings.

Magica[ Syml:)olism: Know[eclge

Mystagogues worship Gnosis, the knowledge of magic through
experience; many believe that lying about a magical topic directly
increases Pancryptia, as a deliberate degradation of informa-
tion. Especially faithful Mystagogues refuse to lie at all on any
topic, while most either refuse to answer magical queries if they
cannot share secrets with the asker, or only reveal parttruths.
Knowledge is the raison d’étre of the Mysterium — its procure-
ment, preservation, and propagation. In Diamond symbolism,
they are the Alae Draconis: the Wings of the Dragon, uplifting
the Awakened City’s body politic with -winds of insight. The
symbolism and layered initiations of the Mystagogues allows
them gradual entry into a communal mind called the egrego-
re, finding expression in avataric mages called Egregori. This
communion allows Mystagogues an essential unity beyond that
of their allied Orders. Beyond tomes and scribing tools, the
Mysterium dedicates objets d’art containing symbolic messages
and imagery deliberately crafted by the artist, such as Masonic
paintings or cave art.

H _ubris

Sleepers already have a prideful tendency to ritualize and mystify
academia; for those who regard it as a living religion, hubris runs
rampant. Mystagogues fall when they believe the Mystery is more
important than whoever or whatever is standing between them
and it. They also aggressively acquire magical sites and Grimoires
for “safekeeping,” causing conflict within the Pentacle and with

the Seers. LeftHanded or Reaper Legacies that would be rooted
out from the other Orders of the Diamond are allowed to quietly
flourish in the Athenaea, their unique praxes and secret knowl-
edge deemed too valuable to lose. More than a few Mystagogues
have fallen prey to cursed items out of a refusal to destroy them.
High-security Athenaea called Censoria imprison Mysteries too
dangerous for the rest of the Pentacle: the hidden names of

demons, spells that warp the souls of living mages, records of
Left-Handed Legacies, and Artifacts linked to the Exarchs.

Encouraging radical honesty among followers isn’t the same
as encouraging tact, but too often Mystagogues fail to grasp the
difference or recognize value in the latter. Too often, the Mysteri-
um refusing to play politics or consider options at length before
abiding by a Hierarch’s counsel has disturbed a Consilium’s
harmony, with fatal results.

The Mysterium as an Order cares the least about Sleepers —
the very worst anti-Sleeper bigots and abusers in the Pentacle
are proud Mystagogues, blaming innocent Sleepers for magic’s
rarity. Many in the Order would prioritize a Mystery over the
lives of Sleeper bystanders threatening it with dissonance, and a
few radical Mystagogues take magic’s protection into their own
hands, murdering Sleepers who pose a threat.

Concepts

Archaeomancer: Nobody’s entered this temple in thousands
of years — nobody human, at least — but now I'm breathing the
same air as a mage before the Fall. It even smells more pure,
clearer somehow, and I've filled my lungs on the peak of Everest.
I run my hand along the walls, feeling the etching. It'll be days
taking photographs and translating the heyschia. This is where
magic resides, and it’s what I need to feel alive.

Curator: There’s a secret wing to this place, one the Sleepers
never see. Do the Guardians truly think I'd show it to the plebes?
Please. My heels click: on marble floors, inlaid with great gold
Atlantean runes; the sound resounding from the display cases.
[lluminated texts of a time that never was, weapons from wars
never fought, busts of mages who never lived. Here is our link
to our great Lie, the one we tell ourselves to fight the larger Lies
the enemy forces upon us. A bit of theatre in service of a greater
truth. [ walk these halls every night to remind myself of that, to
keep truth, lies, and theatre separate within myself. After all, 'm
the only one in this Consilium who remembers the difference.

Stereotypes
Adamantine Arrow: The guardians of our collections.

Guardians: Focused on magic, but repression over discovery.
Our only true rivals.

Silver Ladder: One cannot lead from a position of ignorance;
we give the Pentacle wings.

Free Council: Fashion and culture are not true wisdom. Too
often, they obscure the true prize.

Seers of the Throne: Willing servants of the Lie, architects
of Pancryptia. Betrayers of their own Gnosis.
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Magic is Humanity’s Birthright

Please don’t take my pronouncement during the apprentices’ gath-
ering too seriously. You're all full-grown adults, but children among
mages. Look down on it from our view: if you're not heavy-handed, it

won’t be taken seriously. Accuse publicly, apologize privately, which
brings us here.

You've been approached by the other Orders, and I don’t doubt they've
been persuasive. We all want you to join and bring your unique talents
to-aid the Consilium. Any of them could teach you what it means to be
Awakened. I see in you something else, though. Ambition, desire, enjoyment
of the freedom magic offers. Hold fast to that feeling; every spell cast in joy *
and liberty is a victory for humanity.

The Orders are all worthy endeav-
ors. They have their place. We

The Silver Ladder is invested in the Diamond and Pentacle
as a whole, not just the goals of their Order — beyond their
status as creators and definers of Awakened society, the Ladder
requires them to advise other mages on the best path to freeing
humanity from the Lie. The Enemy seeks to keep humanity in
chains, turning their slaves towards keeping the Sleeping rab-
ble ignorant and Quiescent. The Order defies those efforts by
dreaming big, spreading the flame of Awakening and sundering
the chains of the Lie. They create Cryptopolies, mystery cults
that encourage Sleepers towards enlightened behavior, contin-
ually working to counter the Seers’ influence over humanity.
More than any other Order, they seek out and shelter families

; of Proximi in the hopes of fostering an
enlightened class of human.

Ladder mages (who call

define those places and link
them. It was we who seized
the inheritance from Atlantis, -

themselves théarchs) settle
disputes between Awak-
ened, believing in a unified
mage-nation. The Ladder is the

who forged a Diamond from the base
common elements remaining from
our precursors, who formed a Pentacle

glue holding Awakened society
together, including the Seers (if only

by opposition). Their ethos of personal

against the onslaught of the Throne. With
us, the exile ended, and all of human histo-
ry.was rendered interregnum between when
mages ruled and when mages will rule. It
begins again with us, here and now.

I've got to address the apprentices again

" before the full moon, teach them how to properly
declare their position with their mentors before the
Consilium. It'd be my honor if you'd lead the way
by teaching others. They’ll all join other Orders in
the end, but we must build bridges and lead the
way. Climb the Ladder, and. others will follow.

All souls reach for enlightenment. Traitor-Gods
have chained humanity’s souls with a grand Lie, yet
humanity still strives for truth and divinity. The dream of Awakened
destiny will endure, even in a ruined realm of Tyrannical rule. It is
the duty of those more advanced to reach down and free the others,
raise their fellows up, bringing everyone to their own perfection.
A helping hand is only of use if the recipient has the will to climb,

- though. The Awakened have hefted themselves up the first rungs

on their own, but the climb — the Ladder — is all there is.
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rights and mediation of conflict form the
backbone of the Pentacle, the Consilia, and
especially Convocations. The Ladder is even
responsible for the Diamond’s legal system,
Lex Magica. It was they who pronounced
the sovereignty of the individual mage, citing
commandments from the unseen Supernal
Oracles. It was they who linked magic to an unknowable
past of wonder and supremacy. It was they who created the
Diamond, and then the Pentacle, by holding the other Orders
from interfering with the formation of the Free Council.

Consequently, even when the mages of the Ladder don’t hold
political positions, they remain interested in societal politics. A
Hierarch from a différent Order will often find himself picking
up several unofficial advisors, and théarchs are the first to vol-
unteer themselves as mediators and communicators.

Mages join the Silver Ladder when they want to grasp control of
their lives; when they want to help Sleepers become more enlight-
ened, or to help individual loved ones to Awakening; when they
admire classical Awakened society and wish to perpetuate it; or if
they feel a call to public office not out of a need to serve but to lead.




Core Belie{s: T}le Elemental Precepts

The Ladder espouses a legalistic philosophy that leads mem-
bers towards brash yet introspective personalities, steadfast in
their beliefs yet compromising when it comes to maintaining the
overall integrity of Awakened society. It’s simple, but all-encom-
passing. Much of the Diamond Orders’ cohesive philosophy and
structures owe their genesis to the Silver Ladder. Even the name
“Diamond” originated with the precept, rather than geometry
(there were five Diamond Orders when first formed, thanks to
the Mysterium’s late unification.) Despite the complexity of
the Lex Magica, the Elemental Precepts are deceptively simple.

T}luncler: Imperium is the Sovereign Rl’ght o{ au
Humanity

There is no original sin, no deserving of the punishment lev-
ied by a Fallen World. Ascension is the birthright of all human
souls, denied by the Exarchs’ Lies. Sleepers can’t see past the
distractions of a World that keeps them from self-actualization,
destroying one another’s chances of escape in a vast prisoner’s
dilemma. In response, the Ladder strives toward a perfected
society, defined by mastery of magic and progress towards
Awakening and Ascension.

Diamoncl: The /A\waLene_cl are One N ation

Mages have a common bond to the Time Before and the Su-
pernal, constituting a nation and rendering all citizens beholden
to the law within a perfected and equivalent array. Banishers
and Seers are obviously in open rebellion and are to be treated
as such, but they still have rights and privileges as mages. The
Awakened are bound to Consilia, which they must exalt above
any Sleeper government. This principle was extended even in the
Ladder’s ancient days, precipitating the formation and structure
of the Diamond Orders and their millennia-long association.

B[OOCL Th@ S[QQPQI‘S FO”.OW

Once all souls are free, the Exarchs will surrender or be anni-
hilated, their conceptual identity relegated to mere theory. The
perfect Awakened city will arise, not some time-lost ruin that
Fell but a true utopia the Ladder will build. Humanity will rise
as one, and then the Ladder’s true work will begin. Until that
point, the Ladder leads, commanding Sleepers for their own
good and against their own unwise impulses.

Star: The Si[ver La&&er is the P ath to Victory

The Ladder defines the stages of enlightenment souls prog-
ress up, from laborers to Ascended Sages; but despite the Free
Council’s rhetoric, the Ladder believes that everyone and anyone
deserves the right to move to a rung that best suits her, even if
it’s not at the top. Let artists be artists, let managers, manage...
and let mages work miracles. Awakened souls have a destiny
and an obligation to uplift the Sleepers and bring Sleepwalkers
to Awakening.

SILVER LADDER
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Origins

The Ladder grew from the intersection of low-born cultural
mages and proto-Stoic philosophers in the ancient world; when
Plato spoke of the duty of those who left the cave to turn back
and help others, the Ladder’s founders listened at his feet. By
the time the Diadochi Wars erupted in Alexander’s wake, the
spat-upon hedge practitioners had reinvented themselves as
respected sages, claiming the mantle of philosopher-king from
proud Pelasgian traditions. The creation of a mythic, respected
past before the teachings of Plato was the foundation of Atlantis,
the ideal upon which the Diamond functions and subsumes
all others. After surviving an early schism where those who
thought that those less enlightened should worship their betters
(and mages should worship the Tyrants — this group split off to
become the ancestors of the Seers), proto-théarchs successfully
forged alliances within Hellenistic culture and formed the Dia-
mond with the other nascent Orders.

The Diamond systems of Consilium and Convocation were
Ladder inventions, and they retain a slim majority of leadership
roles still. Order philosophy has evolved from an enlightened
ruler to describing the perfect mage as a Sage, a wise advisor who
enables her charges and empowers those she leads. They take the
roles of teachers, wise authority figures, and counselors when
dealing with Cryptopolies. Théarchs have even been known to
make common cause with the Seers, when something threatens
the Awakened as a people. They did so during the First Crusade’s
Siege of Jerusalem, to preserve their power over the Sleepers of the
Holy Land and stave off mutual annihilation by the soul-stealing
demon Desiderus. So again, when Atlantean symbolism failed in
a Triangle ecentered on the Pirate Republic of Nassau, caused by
a democracy-devoted Nameless Order seizing power.

Mysteries

Théarchs look for Mysteries that give clues to the great ladder
of being, especially Sleepwalkers who manifest magical abilities,
ancient records of the Awakened, and Supernal entities. Save
perhaps the Mysterium, the Ladder is the Order most obsessed
with finding temples and artifacts of Atlantis. Despite the dan-
gerous, oddly contradictory, and often Paradox-ridden nature of
the ruins, théarchs justify their actions in search of such relics,
" trying to grant the Awakened pride in their past and a vision
of a united future. In doing so, they hope to continually climb
their Ladder. Théarchs are dedicated to the goal of freeing every
soul from its shackles — Sleepers must be encouraged to Awaken,
and the Awakened towards Ascension.

Magica[ Symkolismz /A\ut}lority

The Ladder is responsible for the Diamond’s claim to wisdom
from an ancient ur-culture, and it strives ever to maintain that
magical symbolism in the form of the Diamond and Pentacle.
They are Vox Draconis: Voice of the Dragon, priests of Atlantis,
granted primacy not because of conferred authority or divine
right but recognition of wise leadership. Théarchs often use the
trappings of priests and other authority figures as Yantras, but
they’re a humanist priesthood, exalting the potential of human-
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ity rather than gods. As befits a global outlook, théarchs claim
symbols of authority from many cultures as tools. Their symbol-
ism incorporates badges of law and judges’ robes. Théarchs also
tend to adopt the personal trappings of the strongest member
of their Order within a given Consilium. The modern Order
doesn’t use crowns or royal regalia. Besides being too ostenta-
tious for good taste, it’s a reminder that a théarch’s purpose
isn’t to rule, but to lead.

Hubris

Hubris is a coward’s word; magic is the right of every human
being. Destiny lies in Ascension, in forcing reality to bend the
knee. Paradox is a curse imposed by the Abyss, and the Abyss is
the creation of the Enemy. Rhetoric aside, Ladder mages go too
far when they overestimate their abilities and ignore advice when
it advises them against acting boldly or in accordance with their
pronouncements. They also succumb to hubris when they mistake
the role of a leader for the role of asovereign, or when they spin
Cryptopolies and Consilium politics into temporal power, ne-
glecting the eternal truth and grand vision their tenets stem from.
Lastly, they commit unwise acts when, ironically, they believe their
Wisdom to be paramount above all others, especially Sleepers.

Concepts

Cabal Negotiator: “We're agreed,” their leader says, a member
of the Ladder himself. It’s been a hard month of negotiation;
one cabal’s ley line configuration is another’s Resonance night-
mare, and this Consilium has seen enough bloodshed. I wear

-the title of solitary as a badge of honor. Because I'm beholden

to none but myself, I can represent the interests of all within
the Consilium. More than that, I can represent the interests
of the Awakened. This particular Resonance will shepherd the
Sleepers towards introspection, and hopefully, enlightenment.
It’s been a good month:.

Self-Help Guru: I step into the spotlight, shining bright and
hot'on my black suit. Before me stretches a packed auditorium;
behind me, my own face is blown up to monstrous proportions
on a high-definition screen. It doesn’t capture the silver of my
jewelry quite right, and the etched pentacles on my buttons
don’t quite show up. “Help me, help you,” I say, and the crowd
roars. I talk about climbing the ladder of our lives, how we all
get tired and rest on rungs, but how we must keep climbing or
fall. They feel it speaking to them, even if their souls struggle to
understand. If one of them grasps a rung, it'll all be worth it...
but even if they don’t, I'll pass what I know down the ladder.

Stereotypes

Arrow: Loyalty, honor, and service. We cannot ask for more.

Guardians: Every tale has its necessary villains, and fear must
go along with love for effective rule.

Mysterium: Reclaimers of our birthright. We climb the lad-
der, but they blaze the trail.

Free Council: Even democracy must recognize the firsts
among equals.

Seers: True wisdom comes from leading all, including your enemies.




Humamty is Magica[

Another video of a riot. The media treats it like it’s a new occur-
rence, yeah? But if you live long enough, you see the same image every
few decades. Fists raised in rebellion. Flaming chunks of something
hurled against anonymous soldiers, ones with no face but authority.
It’s not enough to throw the Molotov cocktail, it’s gotta be seen. The
act of viewing rebellion changes the rebel and the viewer. The medium
is the message, and fire carries one hell of an argument.

Just because it’s cyclical doesn’t mean there isn’t meaning. That
kind of fire runs deep in societies and culture. That’s where the Su-
pernal is closest to the Fallen World, when passion and power
circle a symbol. It’s like a photo of a mountain and a lake,
yeah? One reflects the other so clearly you can’t always
be sure what’s real. Throw a rock in, you start
seeing the ripples and the currents. You

learn more about what you’re looking at
by the whole picture than just one side
or the other. That’s how you separate
the two — throw a rock. Not literally,
y’know? Not always, at ledst.

The Hierarch is advocating against doing
anything about what’s going on in the industri-
al district, but lots of people still live and work
there. Not just the working class — tech-savvy
startups buy out old buildings cheap, revi-
talize neighborhoods. Old and
new bringing life is what we're
all about; so is throwing fire
when necessary. Let’s raise a fist
and make some noise, shall we?

Magic exists in the Fallen World, like ,

a tree stunted by the Abyss, growing ever upward to touch the
Supernal. The Awakened have always been sensitive to the spirit
of an age, and the modern age is one of power and promise,
All of humanity’s knowledge can be held in a pocket, while
revolutions are given wings by invisible birds. Mathematicians
and theoretical scientists grasp the fundamental nature of
reality, straining against the impossible. The Fallen World is
a chain on human souls, but any chain can be reforged into a
key...or a sword.

Upheaval and innovation lead to occult Wisdom: This is the basis
of the Council of Free Assemblies, an Order _comprised of modern

idealists and ancient rebels united by a shared love of humanity and
the belief that the traditions of the Fallen World hold a place equal to
the Supernal. Geniuses, rebels, malcontents — all have places within
Assemblies, fostering a flourishing idealism tempered by practical
iconoclasm. Larger and more varied than all other Orders, Libertine
sancta ring with competing voices of anarchists, free-market capitalists,
and doctrinaire demagogues. Ancient Legacies and formerly-Nameless
societies that predate the Diamond share a table with cuttingedge tech-
nomancers, bound by the Libertine Creed and a vision of the future.

Mages join the Libertines when they want to fight for Sleep-
ers and democracy, when they find more value in the works of
modern-day humanity than those of ancient mages, when they’re
deeply invested in a Sleeper magical culture.

| Core Be[ie{s:
Lihertme Creecl

The Free Council is comprised
of mages with deep ties to the
Fallen World — they believe
the ancients possessed ex-
traordinary insights into
magic, but prodigies exist in the world
today, and new symbols are forged in
the Supernal to accompany human
achievement. The past is gone and the
future ever-mutable, but the present is the
most exciting time to be a mage. Despite
thousands of different occult praxes, conceived
of at any time from thousands of years ago to yester-
day, one Creed binds Assemblies with three tenets.

umanity is agqica
H v is Magical

Sleepers in groups evince Supernal inspiration. Other Orders hide
within, control, and inspire Sleeper societies; but Council mages invest
in them, finding new occult secrets in culture, science, technology,
and art. Sleeper art corresponds to Supernal symbols that never ex-
isted before the moment of artistic inspiration. Libertines admit that
Quiescence can damage individual Sleepers, while insisting that the
communal spirit of humanity reflects the Supernal. Even hardcore
Libertines know it’s dangerous to teach secrets to the unworthy, so
they strive to make all Sleepers worthy.
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Libertines rarely work to uplift Sleepers individually; direct com-
munion with the Supernal means the Awakened are, ironically, less
capable of reflecting Above and Below. Instead, Libertines work
to bridge the gap between Sleepers and Awakened by destroying
the pernicious Lies that crush the human soul. Doing so will draw
forth the Abyssal shard within every human soul simultaneously
rather than piecemealed Awakenings. Revolutions may center on
powerful individuals, but they are movements of peoples entire.

Destroy tl’le P ouowers o{ the Lie

Sleepers are enslaved by Quiescence. The world is trapped
under the power-of hostile forces, further dilating the relation-
ship between Supernal and Fallen. Libertines aren’t content
with seeing though the Lie themselves — it forces humanity
into a hierarchy of Awakened and Sleeper merely by existing.

Radical columns advocate open war against the Seers (and,
sometimes, the Silver Ladder), but the Council as a whole
cannot agree on the best way to reform Awakened society away
from authoritarian origins. Most have settled on the idea that
peaceful cooperation within the Pentacle will gradually grow the
Awakened community away from outmoded governance. The
Pentacle’s formation is a victory already, after all.

Democracy Seeks t}\e Trut}\

Democracy stands in total ideological opposition to tyranny —
only by rejecting all elements of their power can the Exarchs be
defied. If humans working together draw on the Supernal World,
then hierarchies — even Awakened ones — dilute and neuter that

.power, reducing it to a mere trickle. The Free Council believes in

making group decisions and elects temporary leaders in response to
specific societal needs. In practice, this isn’t much different than def-
erence to experienced mages (and thus, Libertines can comfortably
co-exist within a Consilium governed by representative democracy),
but the Free Council’s doctrine of experto crede — trusting the experts
— doesn’t always mean a master rules supreme in an Assembly, and
if one does it is seldom for very long. Many Libertines honestly
believe that a decision made by a group, or one directly empowered
by a group, is more likely to be right than one taken alone.

Origins

For most of recorded history, mages who conflicted with the
Diamond’s Atlantean dogma found themselves shuffled into
dead-ends within the Orders or left bereft of Order membership
entirely. Powerful Legacies grew outside the shadow of Atlan-
tis, secure in their praxes but solidly in the minority. Others
took a hard stand against the Diamond, branded as heretics
or Left-Handed. Many formed Nameless Orders — cults and
schools that were, at best, regional powers.

The democratic revolutions of the late 18" century and 19%
century changed everything. In the bombs of London anarchists,
the creak of the wind against Chinese warships, and the flashes of
Parisian gunpowder, mages found new and unique praxes. These
revolutionary mages chafed against the Diamond, but found allies
in the Nameless Orders. Ancient mystery cults and occult traditions
unchanged since the Bronze Age met with mages who extolled the
scientific method and were eager to escape the stifling Diamond




dominance. Both parties found themselves transformed, catalyzing
the formation of a new worldwide Order. Globe-trotting revolu-
tionaries and charismatic leaders — themselves symbols of a new
order — took advantage of advances in mass travel to cross-pollinate
the Libertine Creed, forming the Nameless cabals into cells capable
of rapid communication with each other. Drawn into these cells
(called columns, rather than cabals) and held together by their
shared focus on human culture, the Nameless Orders formed col-
umn democracies to oppose Consilia. Membership grew rapidly,
sparking conflicts across the globe and threatening to consume the
Awakened world in arcane conflagration. The Nameless War was
poised to be the dramatic Awakened conflict of the 19% century.

Seeking an advantage in their millennia-long cold war, the
Hegemonic Ministry of the Seers offered the Nameless an alliance
against the Diamond. Emissaries offered a marriage of human
culture and technological control, sweetening the deal with wealth
and temporal power. The attraction was obvious: Nameless mages
embraced Fallen fashions and technology as praxes, and were deeply
entrenched in mortal culture and fundamentally opposed to the
attitudes of the Diamond. The Seers saw their chance to rid the
world of the very idea of the occult, sealing the Fallen World’s cracks
and completely controlling the Awakening. The simultaneous
answer of the Nameless came on New Year’s Eve, 1899: No. The
Great Refusal was unanimous (if only because the columns who
accepted the offer were quietly, brutally purged) and refocused the
nascent war efforts against the Seers. Within a decade, the Nameless
Wars had ended. Convocations offered support and assimilation
to Nameless columns, while the Silver Ladder worked to support
the allied Assemblies and Nameless Orders as a true fifth Order.
The Diamond became a Pentacle, albeit with a point that drew on
the Supernal weight of human society and innovation rather than
magically emulating a caste of an Awakened City.

Mysteries

The Free Council looks for Mysteries within scientific and cultural
innovation —supernatural fringe sciences, retro-history, new theories,
ancient civilizations, and social movements. Radical occult theories
discarded by Diamond Orders find purchase and, occasionally,
success within the Council. They were born in an era when political
thinkers wrestled with notions of anarchism and communism, when
occultists invented the tarot (which even the Diamond grudgingly ad-
mitted was a success), and when Western and Eastern religions fused
into new forms. As the Hellenistic era gave birth to the Diamond, so
too did globalization give birth to the Pentacle.

As the Free Council seeks to mix magic and science, the Libertines
hold dear the institution of the Lorehouse, university and occult re-
pository combined. Every mage of the Free Council is tasked toward
improving the dissemination of magical discovery throughout the
Lorehouse, requiring constant research and magical activity.

Magica[ Symbolism: Cu[ture

Human genius drives the praxis of Libertine magic, consid-
ering the complex occult and scientific traditions of the Fallen
World to be reciprocal Supernal symbols. Power and value
ascribed symbolic importance by Sleepers creates magical reso-
nance. Derided as techné (“Craft,”) by the conservative elements
of the Diamond Orders, the Libertines adopted the term as a

badge of honor, their unity and recognition of human power
enabling a powerful and versatile Order praxis.

. The Libertines dedicate complex Sleeper phenomena as magical
tools, constantly seeking and inventing new Instruments to probe
the Supernal, valuing their cultural power over potential Atlantean
symbolism. Mathematical formulae hold a place alongside (and
complementary to) Platonic gematria. Stonehenge and Baghdad
batteries can be occult devices as much as solar panels and micro-
wave power emitters. Libertines exalt the process of science itself
as a tool of wonder, humanity’s reach exceeding its imagination.

Huhm’s

Born of violence, hubristic Libertines cling fast to an ironically
intolerant viewpoint in their zeal to fight the Lie. A factitious Order
made of ancient Legacies and contemporary philosophies, Libertines
often find themselves unable to agree on a single methodology and
unwilling to take action. Lack of a hierarchy means the community
responds with a singular purpose, but cannot take necessary actions
that are unpopular. Mistakes stem further from abdicated responsibili-
ty for group actions, or justifying deaths in order to battle the followers
of the Lie. Lone voices questioning an Assembly invite censure at best
and violent expulsion at worst; most Libertines accept a great many
things they might be less than comfortable with in the name of social
unity, preserving their political capital for a more important vote.

Concepts

Radio Free Libertine: The antenna clicks as [ unfold it, spots of
rust dotting an iron frame too dull to reflect the night sky. I grasp
the iron and begin to speak, my will transforming words into waves
across the night sky. Sleepers don’t need magic to-hear me, just a
working radio. This city needs a voice who can tell it like it is, one
who didn’t blind herself in the sunlight when she left the cave.
It’s easy to forget the people on the street when you’re in a tower.
It’s easy to forget what’s worth fighting for. Every night, I remind
them. When [ walk the streets these nights, I see my words painted
over gang tags: The war for reality is won with hearts and minds.

Dreamer: [ tell the stories of long, long ago, when time first began
for people after creation. Every night, I stoke the fire, telling all who will
listen — Sleeper or Awakened alike. I speak of how the spirits made the
world, placed man there, commanded obeisance. Idly, my hands trace
sigils on a rock, speaking of how the spirits live within, how new life
exudes from the stones to be reborn as men. There is power in stories,
that much the Diamond tells true. Truth resides in the listener, though,
not in the speaker. When I'm done speaking, 1 always ask the listener
what he thought, and I'm not satisfied until I've learned something new.

Stereotypes
Arrow: No man is an island, no matter how strong the for-
tifications.
Guardians: Magic is to be shepherded, not feared.
Mysterium: What good is hoarded knowledge if you don’t share it?

Ladder: How does one exalt the equality of all, then claim to
be first among equals?

Seers: Our antithesis, our great cause. The Great Refusal was
our Calatafimi.
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Magie is P ayment

“All it costs is your soul.” Is that what they’ve told you happens
when you serve the Throne? Spare me. And no, before you ask, the
street meat vendor you've been eating from all these years is not an
evil mage. I'm just borrowing him for a few minutes. A tip, free and
friendly: shed your links if you can, cease your habits if you can’t.
You're quite easy to find.

Here’s the truth: Humanity is oppressed, no
matter what happens. You live in the Fallen
World, but it will not move for you. You see
the Lie, but you'll always live in it. You
cannot beat the Exarchs. You can’t
even truly fight them. The best |
you can manage is a vague :
and persistent resistance. The
Diamond does not tolerate
dissent or disloyalty, and the
Free Council tolerates nothing else.

We are no different than the “Atlante-

ans,” save that we serve the divine beings

who are demonstrably at the helm of the

* universe rather than old wizards fighting a war - ﬂ P
lost before Plato first wrote down the name of '

O

f./

INK

few who glimpse the truth squabbling over shattered remnants,
ancient ruins, and the fragmented writings of lost archmages.
Gods sit the throne of reality while men look up in envy and
fear. Better to rule on Earth in order to one day serve in Heaven.

From a position of wealth and power in the Fallen World,
the Seers of the Throne interpret the will of the Exarchs. In
the kingdom of the blind, the Seers are kings. The third great
sect of the Awakened opposes the Diamond and the Free

Council out of religious obligation —

one of many commandments from

their faceless, neverseen masters in
the Supernal Realms.

} The Seers can directly
compete with any of the
Diamond Orders in their

respective areas of expertise,

and frequently exploit human
culture to a degree that enrages

the Free Council. Their battle-mag-

es worship war itself, marching
alongside sages who serve the living
symbol of control through surveil-
lance. Wealth, power, sex, magic — all
are granted in exchange for oppressing

humanity and furthering the Lie.

some madeup island. % 1

So-don’t. A far wiser saying goes, “If you can’t
beat them...”, but you already know the rest.
Pithy, perhaps, but we’re speaking of magic here.
Don’t take my word for it. Sleep well tonight,
listen to your dreams, and scrutinize the signs.

If you're wise, if you desire reward for your
service, T—h;zy will tell you where to go.

And no, it doesn’t cost your soul. Just your .
obeisance, better given to gods than men who think themselves divine.

The Exarchs have won. The living Supernal symbols of op-
pression rule supreme; while the Fallen World is kept separate
by theit will. Humans are blind to the wonder of magic, the
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They serve the Ministers, earthly
servants of a particular Exarch and the
heads of Ministries, each dedicated to

a particular form of control over the

Fallen World — military force, religious

and secular authority in tandem, economics. The Ministries

constitute the Iron Pyramid, a massive power structure that

extends into Supernal politics with the Exarchs as capstones.

Every Ministry is, essentially, a small Order patronized by a

particular Exarch, affiliated with hundreds of independent

cults dedicated to that Exarch. The Iron Pyramid acknowledges

four Exarchs as Archgenitors, and their Ministries as Greater
over the Lessers.




The Ministries didn’t invent the forms of human misery
they espouse and exemplify, but they draw magical strength
from the suffering of the Fallen World. The Mystery cults that
spawned the Ministries are still extant, providing the Seers with
fanatics and, to their eyes, cannon fodder. The Great Ministries
(and those who threaten their stability, such as the capitalistic
Mammon) maintain stables of supernatural servant creatures,
or deep ties to the societies of creatures that used to be human.
Ministries rise and fall with new forms of tyranny, though Seers
all pretend that the Great Ministries are eternal.

Mages join the Seers when they want to use their magic to
live comfottably, taking everything they couldn’t get before they
Awakened. They also join when they're afraid of the Exarchs
or Seers, or want to be on the winning side. Finally, the Seers
have been known to poach by promising Pentacle apprentices
a Mystery they desperately need.

Core Be[ie&: The \X/J[ o{ tl‘le Tyrants

Humanity is fallible. The Exarchs are not, By the Seers’
reckoning, the world isn’t Fallen at all — the cosmos is a vast
pyramid of power, with the Exarchs on top. The Exarchs
rarely speak directly to their servants, except through Min-
isters and, occasionally, Prelates — Seers of good standing
in the Exarch’s eyes, who sometimes experience visions or
dream-notions attributed to Exarchal will. Domination is the
key theme common to these visions, defining a clear condi-
tion of victory but an uncertain method. Cryptic or highly
metaphorical, Seers hold these to be tests of their wisdom,

with successful interpretations leading to victory over their
rivals on the path to power.

- Given their once-human origins, so the Seers believe, the Ex-
archs reward loyal service with magical secrets and a place within
Pyramid hierarchy. Many Seers live as plutocrats, supported by
the Ministries they serve, rewarded for performing whatever
acts their divinations or their superiors demand. Advancement
comes when a Seer is strong enough to demand it — most Seers
watch their superiors for weakness while working to undermine
their inferiors.

Mages whol serve the Exarchs
LaitMuuy wiu [)e rewarclecl

The advantages of service within the Iron Pyramid are obvi-
ous. Money and temporal Fallen power are the least of these
— even junior Seers experience a level of comfort unheard of
outside of celebrity culture. Less obvious are the advanced
rotes, Grimoires, and potent artifacts that faithful Seers receive,
including use of Profane Urim — artifacts which allow total
domination over vast numbers of servants, controlling minds
and manipulating wills in ways both gross and subtle. The
ultimate rewards of Fallen service are archmastery and, Seers
pray, Ascension to the Supernal and a place among the Exarchs.

Divination revea[s the Tyrants, wiu

Through varied means of Fallen divination — Tarot and dream
interpretation being the two most popular methods — Seers
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gain insights into where to act and what to do to further the
Exarchs’ power. The Tyrants control the world, after all — the
marks of their will are there, if only you look for them with the
requisite wisdom to comprehend. The Seers are obsessed with
omens and signs, even beyond raw applications of the Fate and
Time Arcana. They listen for High Speech in the white noise of
radio telescopes, consult charts of bird migrations, and enslave
Sleepers who have the gift of foresight. The more Seers work
the Exarchs’ will; the more rewards they find, including unique
praxes (that still serve the Tyrants), artifacts of Atlantis, and
Supernal Verges.

F rom t}le Iron P yramicl comes prestige ancl servitucle

As the Exarchs are above mages, so are mages above Sleepers,
and the Seers direct minions in campaigns of surveillance and
subversion. Among the Awakened, the Pyramid defines the
hierarchy. Senior mages encourage their lessers to delegate tasks,
offering less and less explanation further down the Pyramid
while tolerating more and more personal exploitation. It’s not
easy —a Seer must split her time between utilizing and sabotaging
subordinates while flattering and undermining her superiors.
The various Ministries also wrestle for influence within the
Pyramid. The net effect is that despite all the advantages the
Exarchs’ sponsorship brings, the Seers spend too much time
jockeying for position and chasing their, personal Mysteries to
fully wage war on the Pentacle.

Qrigms

Individual cults and Ministries differ on the fine points of
mythology, but the majority ascribe to something like the Dia-
mond’s Atlantean stories. Seers hold the Exarchs to be Ascended
mortals who created a powerful artifact, or portal, or both, called
the Celestial Ladder. The Exarchs-to-be used it to force their way
physically into the Supernal Realms, Ascending en masse to rule
the cosmos and remake it according to their vision.

When the Diamond Orders first formed, they all included
groups who believed the Exarchs should be placated or wor-
shiped. The first major Exarch cult split from the Diamond
almost immediately, styling themselves slaves of the General,
Exarch of control through fear of violence. They fell with the
_ rise of Republican Rome, scattered and crushed by circumstance
and rivals for the General’s attention. Other cults survived
both within and without the Diamond until the 16™ century,
when the followers of the Unity, Exarch of control through
xenophobia, became the Hegemony — the first Ministry of the
Lie, using political ideology, nationalism, and racism to divide
and conquer humanity.

Mysteries

The Seers look for Mysteries revealing the Exarchs’ will, or
are directed to them by their divinations. A great many Seers
are directed to search for Mysteries under the command of
their hierarchy, ostensibly by the will of the Exarchs, but most
often to satisfy the whims of their betters (though most Seers
assume that if the Exarchs took issue, they'd say so). For their
part, Exarchs command the Seers to conquer the Watchtowers
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by studying Awakenings, control magic by hoarding secrets and
mystic sites, enslave the Old Gods and various powers antitheti-
cal to Supernal magic, regulate the Abyss, divide humanity with
rivalry and resentment to keep them Asleep, and destroy the
Pentacle and the Nameless Orders.

By contrast, the Exarchs also direct Seers to protect humanity
from existential threats, and renew the vaultseals of ancient
horrors called the Bound. Not even the Tyrants wish to rule a
kingdom of ashes. More than once in history, this has required
making common cause with the Diamond — primarily the
Silver Ladder, but occasionally the Guardians of the Veil and
the Mysterium.

Last but most important, the Exarchs do take direct action
on very rare occasions, sending avatars called Ochemata out
from their Supernal palaces into the Fallen World. Ochemata
are Supernal entities formed of the Exarch’s symbols, god-like in
power, but Seers say each is but a shadow formed of its parent
Exarch. Sometimes, an Ochema issues commands to a Seer.
Most of the time, they are reserved fortasks the Exarchs don’t
trust their slaves with.

Magica[ Symbo[ismz
The Worcls o{ tlle Tyrants

Seer tools transcend cultural boundaries, relying on the
symbolism of their Ministry’s patron Exarch. Seers incorporate
Exarch icons into High Speech, runes, and illuminated scrip-
ture. Most often, this is an orison to his patron, a prayer for

intercession of a Tyrant’s will.

Repeatedly drawing on her Exarch draws a Seet’s soul closer
to alignment with her patron’s symbols. After successive castings
of high magic, a doorway appears in her Oneiros, leading to a
brutal Supernal test of loyalty in a dreamscape controlled by her
patron’s servants, with a successful harrowing leading to Prelacy.

Hubris |

No mage serves the Throne out of altruism. Even the delud-
ed or willfully ignorant find themselves quickly disabused of
notions of fighting the good fight. Yet there’s great profit in
tyranny, and no shame in admitting that. Unfortunately for the
Wisdom of Seers, the missions assigned them by superiors are
often traumatic. The Tyrants care not for those below them, and
while they reward valued servants and Prelates, few make the
leap from expendable to indispensable. Seers fall to hubris when
they follow orders no matter the cost to themselves or othets,
when they enslave Sleepers to work their will, or when they steal
Artifacts and other magical supplies from other groups without
regard. Sadly, these actions neatly describe the Seers’ mandate.

Concepts

Abacomancer: I lazily trace a glyph in the fresh ashes. He was
a father of three, and his children hardly spoke to him in the last
decade of his life; their guilt means a particularly gaudy spot urn
in the columbarium. The ashes of a father are a fitting tribute to
my gods, so it’s his ashes through which I work my divination.
The wind kicks up, blowing coolly over white marble, shifting




and twisting the glyph into something new. I wipe the ashes on
my greatcoat and ignore the screams of the man’s ghost. The
Exarchs have answered my queries, and [ will not let some crying
shade distract me from the call of gods.

Architect: The city stretches before me. Others of my Path
would deem her a concrete jungle, but I see her as a living com-
panion, as lonely as [ am. Her lungs billow black smoke into the
air, while her guts teem with thousands of residents. I raise my
hands, and a dozen architects at three different firms unknowingly
coordinate their efforts. The Exarchs bring order to this world,
just as I bring order to this city. A skyscraper here, highway ramp
there — enough to alter weather patterns, bringing storms to my
lover’s belly. Drop by drop, the poorest within her will wash
away, their foundations crumbled and possessions destroyed. In

\I7)

five years, property values will be low enough for gentrification
to take hold, and my true work will begin.

Stereotypes
Adamantine Arrow: They exalt challenge, but not the ones
who challenge them. '

Free Council: Genius is unappreciated, even when it’s com-

pletely backwards.

Guardians of the Veil: Their dreams aren’t as empty as their
conscience seems to be.

Mysterium: Career scholars who worship power? There’s lots
for you here, friend.

Silver Ladder: One nation under gods; accept nothing less.

SEERS OF THE THRONE | 55



00

ART Il

9 MW%W&AMOé youh voice. 7ﬂwwuwwfug 06 &MW@W heart
beat fasten, even affen all these years of raining.

Will yow walch over my Go{amo enfer, the Astral?” yow asked me. We werne af
ol Blonabork. e bl andhsatehing amaan sk iant, videseent bubbles
wﬂbm(mﬁé wa//w@. gﬁwa/&wmﬂmeMMO wmwiw@ wa@aﬁb&&wmg
fe. (jowWwﬂwng did, that.

+Sune,” 9 said, stuidly. *f youl do the same for me,” 9 managed ot o chake
on my wordp. Yow smui MM?OM/ would.

“Of counse 9 will, Gee,” were your exach wordy.

WLMjaﬁcaMﬁﬂwuom“dew@&w”? said, dumb animals, went in and
wma@ww?w@. %wmrvwmﬁwxa,'okb, but it me. Dmkmﬂwm%m
by vll g . skl hach o m b b puent, One day ' b adly anchthe
neward would be gheat, i 9 could face myselly. Yow were before I wab.

Theroom was unremarkable. I was, disappointed. 96 was big enough fior two Fw&%
to Mﬂcoméohfab%./’v ! &%MW%OVWM@MW&AWM
g}wume, wwomémmevaﬂwmﬂ&éomwwﬁo sif on. (jowﬁook WW

i YoUAS. “Thank youw, gowwﬁeﬁo me, youn brown eyes warm. i

“9U kaf/ walch,” 9 said, wawu'wg s you sat in the middle of the cinele, aﬁoﬂ
dw(pim“). 9 waﬁcﬂuwea/& laowwﬁo gef/ GOMOM@&, ouk MW% on youh
thighs, your eyes closed. Younr bneathing slowed, then became mone i Disal o




ow, combuuwa@ (7 ing was too &m@, wowdﬂ ( M a&Afm,(y ow. eooku@aﬂ
?vug phone for %%w% w for some ign of % Your Jﬁﬁwwm
sowly, measuned, your (70»@9 L. 9 nead while 9 wm&&o@éom you, o uw@gou)vé'ou)\lwy,
eookwg M{Lé&n%fvug Mu,&vdua ﬁu'vaowo@\m mdjm)\f, realh.

F  yow sighed. ) looked, up, wailing, watchi Youn eyes flutlened, open, and,
ow AMi a,ﬁﬁvhlzwwk&a Yow ﬂou& megzgjzl(wd (fpmz ijngiﬁa@ 9owhm4ow

- Yow were quiet, co e, ab J w ow to your noom, i
s e s houghts, bt el
@ sound. Wﬂwngowo@oua@dwo@ooh,ﬂo your hoom, I cunsed, o m?u%

9 abways, wanfed to W ple, you knew that. 9 told you that, countless, times,, and,
yow dwmﬂ& nodded, w f(foM 60%& and, wondened, wﬂug du’h@& afwag& blew up
m,m? 6%@ Even oﬁﬂm wahﬁocl@&u@ GMM? éu/(

We went to the in Coney Ishand,to MW(é we couddn't do 5.0 ing with,if.
The sanclum w@% mhfng Wm%gmguﬁu@wm of mmvammn&
protested. We knew the neighborhood. could ise o bright spot, 9 neasoned, something
dark lingered thene the household didn't want. to deal, with, Let ws, fledgling mages go
Méwoéﬁuf/,ﬁuhluiﬁmfowméommﬂo&yemﬁeww } cmﬁméo’vdweocaﬁ

Sy 5t

w W qu it (w? 9%& M(g ohﬁwooe wal

9 9 5 wab, one mone well- ( g)wuf/g ing i on unused,
estale and doing something with &2 9 had visions, of vegan. 5 and printmaking
in , coverdly teaching runes and sigily bo oun neig ons,, encounaging them in
%NZM@WW&

Tﬂwouf/_&u&o dwémuhg ? &okw@dﬁ«b& h,ﬁﬂw ﬂl/a,oemk ov%dw
m&)ww&éow Béuxk 6&6«»@& w%wm adm“}% out ohﬁo%ﬂm. 9 was
ouns, Cegally, to do ith as, we lked s, exossed the Bshold, 9 shosored: Tonecked
of been, piss, and blood. ﬂw,awsmoéwmxga&m&ngmdmﬂwm, like cold

spiden webs.
ﬂufiw wammwﬂ&uuﬁﬂudmw%ﬁuﬂlm my Manm?

The next, %mg 9 WWVJJUL, 9 was &3 on the ﬂooh,, Af)\mu out. The ﬂwﬁ, Mg
feel of blood, on my face heart, - Yow were cﬂuwk&hg, youk hand, over,
youwr moutn. 9 Mw@% forehead, my i Ny coming amay with blood,
Mwﬂu‘ﬁ&, Mg Muféuﬁd» 9 eoh;lZw@ up. /’ofww oéwgwm&‘hg wal missing.

‘9 don't care if; this émﬁc&ng ing i worki wirst me,” 9 mudbered, avoiding youn
glance. “We'll fin if.” £ Aing g







Open your eyes, and you shall see from the highest to the lowest.
— Dr. John Dee, Compendium Heptarchiz Mysticz

Imagine a large lake: Children swim in it — their laughter
and shrieks echoing as they play in the summer sun. Sailboats
drift across the horizon. Speedboats dance on the water, the
waves in their wakes slapping the sandy shore where someone
has built a miniature castle, its ramparts crumbling. A man and
his young daughter cast fishing lines from a pier and wait in
companionable silence. A scientist takes a water sample among
the dragonflies and frogs that cluster among the cattails.

Everyone there knows this lake. They've eaten fish from it,
caught tadpoles in it, and felt its muddy bottom between their
toes. They've seen maps of it tacked to the wall of the camp-
ground office and satellite images of it on the Internet. The
lake’s average water temperature, its depth, and the variety of
plants and animals that live in and around it are all a matter
of public record.

The lake they know is a Lie.

Things lurk beneath the sutface. Its bottom is riddled with
tunnels leading to vast underground seas inhabited by beings too
alien for mortal minds to comprehend. For the most part, the
creatures that live in these depths never leave, but occasionally
one finds its way into the lake and drags a swimmer into the
deep to devour at its leisure. Or a curious treasure hunter dives
too deep and finds himself lost in the labyrinth of submerged
tunnels until he runs out of oxygen and drowns.

In either case, no one ever finds the body, and people can only
speculate about the fates of those who went missing. Strange
beasts from the roots of the earth and alien entities from outside
of time are beyond human experience, however, and so any
theories are of the entirely mundane sort — suicide, accidental
drowning, or foul play.

Healthy minds do not see inhuman monsters and occult
conspiracies everywhere. No one will seriously believe claims
that lake monsters lurk beneath the waves. Most who discover
otherwise convince themselves that what they saw was the
product of stress, terror, or physical deprivation.

The F auen \X/or[cl

* Like the lake, the world as most Sleepers know it is a Lie. The
sea serpents under the ordinary-seeming lake are real, and most
urban legends and horror movies reflect some aspect of the
truth humanity wants to deny. This is not because human belief
shapes reality but because the terrifying realities of the world
quietly nudge human minds that-would prefer not to believe in
such things. Vampires exist. Werewolves are real. Frankenstein
is not merely a work of imaginative fiction.

Why don’t humans acknowledge the truth behind the Lies?
Someone should be curious about the vanished diver. Someone
should notice the holes at the bottom of the lake. Someone, at
the very least, would spot the lake monster on her fish finder-
often enough to realize that something is up. But very few ever

do. Why? .
Because they are in the grip of the Lie.

Quiescence an& the /A\byss

Mages who study the symptoms of the Lie argue that mere
social pressure doesn’t explain human reluctance to acknowledge
the existence of the supernatural. In fact, some humans possess
awareness of some supernatural phenomena (ghosts, spirits,
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psychic powers, etc.) while remaining blind to the existence of
the others. Even those who witness overt displays of undeniable
magic on many occasions do not have their eyes opened to the
truth. They still deny that anything strange happened, and in
many cases they completely forget everything they witnessed.

Mages refer to this infinite capacity to deny the Mysteries
as the Quiescence, or the Sleeping curse. Quiescence causes
Sleepers to forget any revelation of the Mysteries they happen
to encounter. It reinforces the learned impulse to rationalize
away the supernatural, causing memories of overt magic to fade
like half-remembered dreams. Only the Awakened remember
the truth. This aspect of Quiescence presents an obstacle to
the work of those mages who hope to open the eyes of all of
* humanity to the Lie.

The Orders agree that the Lie is too elaborate and too finely
targeted to be an accident. There’s a guiding intelligence behind
it. Mages know that some symbols have a semblance of life. They
summon Supernal entities, pulling them from the Supernal
World into the Fallen. Most are content to let mages come to
them, but the occult symbols bound up in the Lie are evidence
that something, deep in the unseen Supernal Realms, is actively
trying to cripple humanity’s ability to perceive beyond the Fallen
World. More than trying — it’s succeeding. What this enemy is
depends on the tale, but mages use the Greek word for “rule
from the outside” — “Exarch.”

Anything that challenges the Lie draws the power of the
Abyss into the Fallen World. If the symbols of the Supernal
Realms represent everything that’s True, providing meaning
to the platonic concepts the Fallen World embodies, then
the Abyss is everything that can’t be. Every so often, part of
the Fallen World becomes so overwhelmed by the poisonous
anti-symbols of the Abyss that impossibility breaks through
to become real, an intruding Paradox that damages the world
around it. On rare occasions, these intrusions happen “nat-
urally.” More often, mages overextend themselves or fall to a
moment’s weakness when casting spells, accidentally allowing
something of the Abyss through. The Abyss isn’t an empty void
exploited by the Exarchs, either — it contains multitudes of
impossible entities, and whole maddened, stillborn universes
mages call the Annunaki, each trying in its own way to infect
the Fallen World and twist it into itself. Lesser Abyssal entities
" twist the laws of the Fallen World, creating regions of corrupted
reality or strange, alien entities that mages call Gulmoth. When
the Abyss warps the inner Astral worlds of a human soul, it
creates an Acamoth, a monster dedicated to making people’s
souls more like the Abyss.

Th@ Supemal WOI".(J

The Supernal Realms call to Sleepers in a soft, insistent voice
that usually remains unheeded. Their slumber is simply too
deep, and the whispers begging them to Awaken do not pene-
trate. Occasionally, though, a Sleeper will drift into semi-con-
sciousness and hear the voice from afar. He will incorporate it
into the dreams he has always thought were reality.

Sometimes these manifest in literal, vivid dreams, haunting
the Sleeper with the symbols of the Supernal Realm. Other
times the symbols appear in the waking world as ordinary things
suddenly heavy with meaning.

However this stirring manifests, it drops unmistakable hints
that some absolute truth the Sleeper has always taken for granted
is, in fact, a Lie. Nature is deterministic, and no individual can
control what happens to her. Physical and social boundaries
can and should constrain our thoughts and actions. Nothing
ever really changes. Humanity is powerless and small in a vast
universe. Humans are more significant and self-aware than mere
animals and inanimate matter. All of these are a part of the
Lie, and the semi-conscious Sleeper begins to see them as such.

This restless Sleep frequently persists for weeks. A few mages
have even reported spending decades Sleeping fitfully, their lives
defined by recurring symbols and themes of the Supernal Realm
to which they eventually Awakened. This stirring is only the
prelude of what is yet to come — the pilgrimages that manifest
as waking world dreams or Supernal journeys.

Waldng World Dreams

Once a Sleeper has begun to stir, it becomes possible for her to
descend into a waking world dream. The symbols of the Supernal
World around her become more pronounced until they appear
more real to her than the ordinary world. If she turns away from
this-opportunity, her soul drifts back into Sleep. If she accepts
it, she no longer perceives the real world at all. Everything she
experiences during the waking world dream manifests as a jour-

-ney through the Supernal World. In her mind, she overcomes

obstacles to the object of her quest. In the mundane world, her
body interacts with strangers as though they were people in her
waking world dream. Everything that happens to her in the
mundane world echoes in the waking dream, and everything
she does in the waking world dream affects the events of the
real world. In rare cases this leads to impossible events in the
real world. Quiescence quickly erases these incidents from the
memories of any Sleeper witnesses.

Sleepers cannot see the world as experienced by the seeker.
Even other.mages need to be of the same Path and be using their
Mage Sight to look into the waking world dream. The Wise are
familiar with the symptoms of such Awakenings, however, and
most know well enough to stay out of the way — if a mage of the
same Path attempts to intervene, he will often find himself cast
in a role in the Awakening’s narrative. Disturbing the seeker
during the dream carries the risk of preventing the Awakening,
so only the Guardians and Seers contemplate it with any fre-
quency, and only then when absolutely necessary. Mages of all
Orders will often tail the seeker in-hopes: of recruiting her if
she successfully Awakens. '

Superna[ JOUI‘HQYS

A:small minority of Awakenings take place entirely within the
soul of the seeker — sometimes the Sleeper is asleep or meditating
when she hears the Watchtower’s call, but in other cases the
moment of inspiration that triggers the Awakening is so strong
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Waking the Sleeper

No one knows precisely what causes Sleeping souls
to stir enough to hear the whispers of the Supernal
Realms. Some mages have noted certain patterns:

The first is the Nascent'Obsession Phenomenon, in
which the Sleeper grows fascinated with something
specific and ‘unusual — a long-disproved scientific
theory, a complex mathematical proof of a narrow
concept within quantum mechanics, detailed histori-
cal records of a woman who lived centuries ago, or
anything else likely to be of interest to only a handful
of people in the world. As the Sleeper explores her
obsession, it infects her more and more until she fi-
nally uncovers its underlying symbol, and that allows
her to undertake the journey to the Supernal Realms.

The First Mystery Initiation involves a Sleeper reach-
ing the truth of the Supernal World by finding its
symbols in the Fallen World. Unlike the phenom-
enon above, the emphasis is on a pilgrimage or
process of discovery — a literal journey to a holy
mountain, studying martial arts under a true master,
successfully reaching the inner circle of an arcane
secret society, or any number of spiritual or physical
pilgrimages that take the seeker away from the ev-
eryday concerns of the Fallen World.

The Sudden Noise Theory observesthat some Sleepers
enter-a fitful Sleep when directly”confronted with the
Lie — like a deep sleeper might come half-awake af
ter a clap of thunder. Guardians caution that this is
both unsafe and unlikely to resultin an Awakening, but
mages of the Arrow counter that all Awakenings must
include some form of conflict with the Lie. Fitful Sleep is -
only atiny part of the process of Awakening; if the soul
is not ready for a journey to the Supernal Realm it will
only sink” deeper info Quiescence after a false start,
swallowed up by the Lie.

While these three patterns ‘manifest with some
frequency, none of them is surefire, and many

Awakenings don't unfold in one of these ways. This
hasn’t prevented the proponents of these theories
from performing further experiments on the subject.

that it catapults the seeker right out of her body. In a Supernal
journey Awakening, the seeker experiences the Supernal Realm
itself, removed from the shape of the world. She travels dream-
scapes formed of her aspirational Path’s symbols, and interacts
with its native entities divested of their masks. To onlookers,
the seeker appears comatose or asleep for the duration of her
journey, which can take any amount of time divorced from the
subjective journey experienced. Some rare mages Awaken after
what feels like months to find they haven’t even had time to fall
to the floor. Other equally rare Awakenings take years of Fallen
time, the new mage emerging from a coma.

T}‘le Supernal Rea[ms

- Whatever the details of this mystical journey, it invariably
requires the seeker to successfully navigate its hazards and make
her mark on the Supernal. In waking world dreams this most
often involves signing her name, but it can take any form that
places the seeker’s mark: a bloody handprint, a tool or weapon
crafted in Supernal forges, a new song, or anything else unique
to the seeker’s identity. In Supernal journeys this symbol of all
the power of the Supernal Realm and the source of Awakened
magic usually manifests as a Watchtower that she must reach,
scale, and mark. Once the seeker marks the Supernal World in
this fashion she regains her awareness in the ordinary world.
She is no longer a Sleeper. She is Awakened.

Each Supernal Realm represents a Path, and by marking it
in some way, the seeker declares herself a member of that Path.
Mages do not consciously choose the Supernal Realm that calls
to them, but the Paths seem to have biases toward what sort of
person Awakens to them. Philosophically-minded mages de-
scribe the Paths as revealing the truth behind five aspects of the
Lie. Seers of the Throne sometimes go as far as to speculate that
each Path is a challenge to that Realm’s Exarchs, and compare
their mythology of Exarchal dominions to the nature of the
Paths. Some members of a Path seem to be chosen by the Realm
because they saw through the facet of the Lie it challenges at the
moment of their Awakening. Others struggled with it all their
lives, or knew it all along but lacked the power to do anything.

T}le Acanthus A'waLeningz Arcadia

 Ancient souls reborn, Acanthus may tear old burdens away
with their Watchtower’s thorns — but new duties beckon, writ-
ten into Time and Fate made visible in Arcadia’s thorns and
monsters. Before Awakening a Witch thought she was power-
less, shackled by family, the state, poverty, unconfronted sins,
addictions — the iron-plated road of a predictable life, where
pain answers any deviation. Every Sleeper walks in lockstep with
karma imposed by the Lie, but before they Awakened, Acanthus
felt particularly confined. They yearned to escape the way we all
do after the hundredth blow from a bully, or the thousandth
day at a desk. We dream of a different way; they jump from
predetermined roads, into the unknown.

Witches start by breaking patterns, rebelling against destiny
with strange choices, He strays from his usual pub and takes a
stranger home; he’s never been with another man. The nameless
lover leaves a messy bed and a poem. Behind glass and steel in
another city, a woman’s laptop chimes with another task; her
phone trembles reminders. She throws them both out an office
window and walks away, obeying an impulse she can’t name.
She doesn’t wait to be fired, and discards the box of possessions
security hands her in the hallway.

They see the secret thythms of their lives, and refuse to dance
to the beat. When you don’t do what life expects of you, a strang-
er world reveals itself. He takes his lover’s poem as a clue, and
follows it'to an unmapped forest. She sells her condo to get by
and moves back to her dead mother’s house, ramshackle and
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alone in the industrial barrens. Nascent Witches find hidden
glades and impossible rooms, stone circles and straw dolls.

Strange places, then strangers. The lover doesn’t remember
him. He doesn’t remember anything, and carries more poems,
in his handwriting, stuffed into the pockets of an expensive coat.
She knows squatters share the house, but she only sees a retreat-
ing boot or slamming door. Sometimes they leave her presents:
money, fine food, and those strange straw dolls. Sometimes they
leave bloody footprints. These Mysteries could spin out for a
lifetime, drowning failed Acanthus in the consequences of old
lives rejected and new ones never fully lived. Unless they chase
the truth they’ll either die alone, live ragged lives of fear and
delusion, or penetrate the hidden world just enough to enslave
themselves to its monsters.

The Watchtower of the Lunargent Thorn only opens to those
who freely enter. You can never get to the thorns by running
away. If they chase the first Mystery over the threshold — if they
catch unseen strangers, or solve the amnesiac lover’s riddle —
secret woods flower into endless, bramble-edged paths and the
old house sprouts a thousand new dusty rooms. Ancient mages
wrote of a Watchtower dominated by twisted, vine-corrupted
woods. Modern Awakened tear through hoarders’ houses and
factories filled with rusty, collapsed equipment. Mist and smoke
flow across it all. It’s unfinished business and unborn potential;
a Witch shoves it aside to confront Arcadia.

Arcadia’s fairy lords are living forces of destiny. Don’t drink
or eat what they offer. Don’t fall in love or lash out from hate,
because you'll trade your destiny for theirs. There are no trivial
acts in the Watchtower of Fate and Time. His lover was once a
fairy’s slave. What will he give up to win his memory back? Her
house is a fairy citadel. If she accepts the crown, her invisible
squatters reveal themselves as servants. They're never simple
temptations with straightforward best answers, though some
enslave a soul to the Fae, making them a bit worse than the rest.
Nevertheless, every decision has consequences. He writes his
lost love a poem, but gives him a new name: his own. As one
person, they return to the world. She smashes the crown, and
when the fairy house collapses, makes enemies of its former
residents. She carves a new name on the last wall standing,
denying her legacy in full.

' The Mastigos Awakeningz Pahclemonium

Discipline and crisis. Pain and transcendence. Mastigos Awak-
ening is the Devil’s gift: the torment that liberates, pleasure that
paradoxically destroys sensual obsessions. Mastigos Awaken to
confront spiritual wounds, obsessions, and destructive thought
patterns. They’re the ones who didn’t fuck to feel good, but to
feel something. They cut themselves. They're manic artists chained
to illness as a source of inspiration. They’re faithless priests and
experiment-tampering scientists who’ve grown dependent on
appearance over reality. They’re survivors with unstable coping
mechanisms, headed for a reckoning.

Yet it’s important to understand that Warlocks don’t come to
the Iron Gauntlet by straightening out their lives. Pandemoni-
um hates asceticism for its own sake. Mastigos don’t do denial.
Awakening unlocks the potential of so-called base desires. They

justify them with personal spiritual systems, treatises on vice
they might write down, but often commit to elaborate memory
palaces. They turn obsessions into functions, symbols, even self-
willed servants: minds within minds.

They Awaken in a rake’s progress. Obsessive desires lead them
to ever-greater risks until they encounter moral or existential cri-
ses where the only escape is to take ownership of their passions.
For some this takes the form of a symbolic deal with the Devil,
but others take command of their wants.

Consider the faithless priest. He loves his vestments, chants,
and doctrines. Instead of letting go he delves deep into scripture.
His homilies bring up increasingly obscure theology. He revives
antique rituals. He hopes these will drag God back to his heart,
but they don’t — his words sound like tired theatrics. His con-
gregation dwindles. He wanders too far from orthodoxy, and
his church dismisses him for an “extended retreat.”

He’s careening toward Pandemonium. The Iron Gauntlet
opens its hand when the world narrows to a choice: self-de-
struction or Awakening. The seeker defines her inner demons
and confronts them.

Look at the artist, locked to cycles of brilliance and depres-
sion. She belongs to a counterculture that respects psychological
differences and that keeps some of the stigma at bay, but friends
still send her shitty memes about reasons to be cheerful; and
when the work doesn’t flow and she runs out of money, her
family attaches conditions to their help: time in the hospital,
medication she doesn’t want to take — the sort of thing that
makes her wish she had cancer instead, because they'd fucking

_get off her back. She cuts them off, unfriends, screens her calls,

and when the phone company cuts off her cell she appreciates
the silence. But she still paints and sculpts and writes, even after
she needs to steal her paint, repurpose trash for sculpture, and
write poems on her own ragged clothes. She doesn’t see the
eviction notice for days'— she’s too busy scrounging.

The priest plunges into ancient, ascetic practices. He girds his
thighs with iron thorns and chants prayers in languages he barely
understands until it all turns into pain babble: raw suffering
instead of the ecstasy that’s supposed to vault him to the right
hand of God. On the street, the artist takes her cart out of its
hiding place, begs for change to spend on food and cigarettes,
and after a carcinogenic exhalation, her greatest work lays itself
out in the mind’s eye. Completing it won’t bé easy; she needs
supplies and a place to work.

Crisis opens the door to Pandemonium, abode of demons.
Seekers navigate a labyrinth of thoughts and values. The fall-
en priest wanders an enormous cathedral populated by the
priesthood of his secret urges. A tall man in an ice-blue cassock
represents his will to power, and he learns it was never about
God, but his ability to command the flock. The Devil sits on
the bishop’s chair. Its horns crack and its red skin peels off, and
he sees his true self, unrepentant, ready to serve him because he
knows its true identity. He finds a lectern with a blank book, and
begins a new scripture. For the artist, Pandemonium overlays
the city, made into a maze by the barriers people place before
the homeless and mentally ill. She visits family members, fellow
artists, shop owners, and cops, who not only bar the way to her
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great work, but challenge her right to exist. But she finds short-
cuts in the city — sympathies in her mind — to get everything she
needs. She paints, sculpts, builds, and defends her work against
people trying to tear it down. She puts the brushes down and
sees the result — an effigy not of the artist as she is, but as she
could be: beautiful, inscribed with secrets. She’s still bipolar,
but that wasn’t the problem. She no longer believes what the
city has to say. She strides forth, without shame, to build her
own streets through a beautiful world.

The Moros AwaI(eningz Stygia

Moros don’t reach for the Leaden Coin. They're already car-
rying it. We all drag it through life. It’s the weight of everything
precious and hateful that hums in our souls. In the best of deaths
we use it to pay the Ferryman and free ourselves, growing light
enough to travel across the Styx. Moros leave their burdens in
Stygia, paying Death’s toll without dying. Moros Awakening is
an alchemical transformation that trades the Leaden Coin for
the gold of a fearless life.

It starts with the Death card’s message: unavoidable change.
The bills pile up, and she can’t pay them. She’s an excellent
watchmaker in a world where people tell the time on screens.
She goes down the line, repairing old timepieces, resisting the
temptation to turn her desk over and send a rain of gears and
springs across her shabby shop. Persisting, she reaches the last
watch — perhaps the last one she’ll ever fix. It’s a curious piece,
with no obvious manufacturer. She can’t even see tool marks
on its brass and steel.

On the other side of the world his father dies, and family
savings sink into newly-revealed debts. At the funeral, monks
burn his father’s portrait and tell him to let go, but after the bank
forecloses he can’t stop loving and hating the man every day.
He sees the burning picture on his ceiling at night. He goes to a
retreat, chants the Heart Sutra and discusses his troubles with the
monks. They tell him to sit and breathe or work mindfully, but
his father seems stitched to the inside of his eyelids, and his work
consists of packing to move away from their debt-sunk home.

Even diamonds burn. The more you refuse to accept change,
the hotter the torch gets.

She opens the watch. The movement doesn’t make any sense.
There’s no room for a mainspring. What are the jewels made of?
She turns it over. The hands fly back and forth. It’s an impos-
sible malfunction. So she opens it again, and under a cracked
magnifying glass explores the watch’s anatomy.

He packs, selling furniture that won’t fit into the new apart-
ment. Something rattles in the lining of his father’s old couch.
He rips fabric and a wooden box falls out. It contains Roman
gold coins and a crude map of the house. The living room and
couch are there, marking the box’s hiding place — and other
boxes. If he finds one more that’s just as valuable he can save
the house.

Change becomes a white hot flame. You need to let go.

She digs deep, pulling out gear after gear — too many to fit in
the watch, it seems. There is no mainspring, but inside is a jewel
that spins back and forth in its housing. She stares at its impossible

motion, and recognizes it: Morse code. (Her grandfather taught
her that as well as the watch business.) She checks the pattern
three times before confidently translating it: WHO AM I? This
is the malfunction. Timepieces are small history machines, she
thinks. They record more than the passage of a day. They bear
the story of watchmakers and wearers in their brands, bands, and
tool marks. This has none of these, and seems fashioned from
a cooled accident of molten metal and mineral. She makes an
adjustment to the jewel and it spins out the letters of her name.
This'is hers now, and together, their history begins.

On the other side of the world he has a shovel in hand when
his mother comes in with a man from the bank, who starts in
with accusations until that shovel starts smashing fixtures. He
hears them say something about the police as they leave, but
nobody disturbs him as he digs into the old earth basement. The
maps don’t say how deep it is, so he keeps digging. He knocks
pipes aside and throws old bones over his shoulder until he’s
made a tunnel. It grows perféctly dark but he still digs. There’s
nothing to do but feel the shovel and raining earth. At last he
works mindfully, and thinks of the Heart Sutra: Form is Void
and Void is Form. This is the grave of his rebirth. He writes his
memorial in this lightless place.

Tl‘l@ Obrlmos AwaI(enmg TI‘[@ /A\ether

Obrimos Awaken as the inevitable, logical consequence of
their personal theories and esoteric research. That doesn’t mean
their Awakening is itself a sober, rational thing. Thaumaturges
argue themselves into bizatre, catastrophic situations that require
intuitive leaps. Obrimos don’t like to feel before they think, or
seek refuge in slippery, wordless knowledge before binding it to
a system; yet it happens every time, and they come out the other
side aware of the flaws in their personal sciences. That’swhen it’s
time to refine, rebuild, and give more perfect names to cosmic
energies. Obrimos develop their Gnosis this way, expounding
ever more complete theories of everything.

Before they Awakened, Obrimos usually arrayed their
thoughts in ordered systems. They were physicists, philosophers,
programmers, monks, priests, and linguists, or autodidacts able
to blend insights from divergent fields. That doesn’t make them
intelligent, but speaks to a love of structure and order. They hate
inconsistencies and begin Awakening by spotting flaws in their
own thinking. They see nonsense physics and mind-bending
philosophical problems that even smarter Sleepers are too
Lie-blind to notice. When nascent Obrimos try to describe
these problems in papers, debates, or sermons they come off
sounding like cranks.

In one university, a mathematician on the verge of Awakening
marshals Big Data to model the fates of nations. She tweaks
simulations to map paths to Utopia, but it never works. Im-
prove one indicator and another falls. Why? Correlation isn’t
causation, but the inexplicable connections keep coming, and
the only solution is to postulate some basic field of utility using
Vitalism, Platonic forms, and other concepts so far outside her
wheelhouse that writing about them would rip her right off
the tenure track. Publish and be damned? No — the damnation
comes first. They won’t renew her contract.
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In a faux-Egyptian temple, he calls the archangels of the four
directions. He belongs to the 32" degree of an old society found-
ed by renegade Freemasons and bored aristocrats, but he doesn’t
feel enlightened or even interested. The secret grips, Kabbalah,
and channeled writings of the Mahatmas seem as irrelevant as
football trivia. It’s time to shake things up and even make shit
up to turn this esoteric business into something that makes real
statements about how to live. Does he fake a séance, pretend to
be possessed? How did the old charlatans do it?

These Obrimos-to-be see a God in the gaps, or a supreme
principle made conspicuous by its absence, like a word missing
from the sentence that answers life’s questions. Awakening is
the compulsion to complete the sentence, or hear something
" like God stake His territory.

The mathematician sneaks into her old department to steal
time on a supercomputer. She evades guards, starts coding, and
locks herself in when security discovers her at last. The room
goes dark and quiet at the verge of completion, but her phone
buzzes with a text that says: I AM. It tells her how to evade the
guards and where a new Social Security number and name wait
for her. She avoids police scanners and former students until
she claims her new identity. She checks her phone again. It’s
blank, and she knows that she saw the camera footage, radio
waves, and statistical trends that guided her here. She found
her answer in the fluid Prime that governs everything, but she
has no numbers or words for it. She’ll spend the rest of her
life inventing them.

The “magus” composes his thoughts and pretends to channel

“a higher being. His audience of acolytes doubt him at once. They

jeer him. He flees through the temple, which has grown so much
larger than he remembers, until he enters an enormous vaulted
chamber where Thoth and Sutekh regard him with sandstone
eyes. He sees a sacrificial fire and knows what he must do, and
though he hesitates he feels no pain as he burns. They’ll devour
me and Il devour. them, he thinks, and it is so. He becomes the
gods, learns their names, and feels himself vanish —and Awakens
where he started, to see acolytes bow in worship, uttering the
name of the new god he’s become.

T}m T]’\yrsus AwaI(em'ng: T}\e Primal Wl].(l

Shamans don’t just crawl before they walk.. They fall before
they crawl, from the narrow beam of the axis mundi. They can
slip over to either side or both at the same time. Living things
grow vast, so that a Thyrsus’ heart feels like the monster at the
heart of an arterial maze. Spirits babble and strike him the
moment they know they can reach him.

He doesn’t need to be near nature. Even concrete whispers.
His office sits in an Art Deco masterpiece, so it sings while he
works as an architect. He writes it off to inspiration or the rats
— the building’s 85 years old, so generations have bred in the
walls, becoming a subspecies unto themselves. Nothing helps
him work like his office, his soul’s womb. He sleeps better in
there on his cot than in his apartment.
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She’s a naturalist, counting snakes and frogs in the field. She
maps watersheds. For her, life is a vast library of cross-referenced
predator and prey, catalogued by aquifer. Recording what she
sees starts to seem redundant. The information’s there for any-
one to see. They just need to get a little muddy. If they won’t
do it, they don’t deserve to know.

First they babble, then they scream.

He stops sleeping at home. He’s a permanent resident of his
office; now the rats don’t fear him when he walks the halls or
examines copper and tin details on the roof. Sometimes the
rats lead him to where he needs to go, to shapes and patterns
that inspire entire cityscapes. He designs ever-stranger buildings,
but he stopped taking contracts months (years?) ago. Rats and
work and food are all he needs. The last part’s a chore, but the
rats will provide. He found a forgotten greenhouse with edible
plants, and caught and ate a rat — it told him to in. its high-
pitched, raspy voice.

She walks into the woods with a week of food, figuring she’ll
head back to town for supplies. That never happens; she forages
and eats the frogs she used to count for a living. The wilderness
spreads beyond every step. It simplifies her, removing human
artifice. The swamp ruins her clothes. Someone steals her car.
A storm takes her tent. It leaves her naked, but still human —
more human because she experiences night chills, hunger, and
exhaustion like she’s never felt before. But sun and cleansing
rain please her as nothing ever has, and she experiences the
ecstasy of survival. _ '

They stand-on the edge of the Primal Wild. They’ve started
listening to the Singing Stone, but it’s time for them to plunge
in and return. One day he looks out the window and sees his
cityscape, covered in moss and vines, filled with rats as big as
men and women. She walks away from a wave of cold onto a path
crushed by the huge hooves of extinct megafauna. She crawls
out of the woods onto-bare rock. A megalocerous freezes — it
sees its predator.

The rats crown him with a copper circlet, covered in flowers.
He eats their raw children: their sacrifices. He smears a sigil
of rule in their blood. She runs down the beast, stronger and
faster than any human, but claims humanity from the bones
she turns to spears and the hide that fashions clothes and
shelter. Her name is the chop marks of her stone hand-ax on
prey bones. They return to the world, but never truly leave the
Primal Wild. He’'ll always be the Rat King, She’ll always know

the secrets of the forest.

Eyes _\X/i(ie Open

Although a mage regains awareness of the world when his
Awakening ends, he never again sees the world without the
Supernal symbols underlying it. This Peripheral Mage Sight
cannot be turned off, but a mage soon grows used to the Su-
pernal symbols that outline phenomena closest to his Path. If
the mage chooses to concentrate on the symbols — an exercise
known as Active Mage Sight — he perceives all the attributes
related to those Arcana of which he has at least a rudimentary
understanding. Finally, the mage can direct all his attention
toward a single subject, blotting out all material distractions to

closely examine the Supernal symbols that surround it. Such
Focused Mage Sight can reveal the subject’s deepest Mysteries,
but it can attract unwanted attention from the Supernal World.

Regardless of her Path, a walk down a crowded sidewalk is
never the same for a mage:

To an Acanthus, the world is replete with “trails,” odd time
effects, and signifiers of fate acting on the world. Witches using
Active Mage Sight often experience time dilation or contraction.
Under Focused Mage Sight, many Acanthus see the thorns —
visual metaphors for the branching timelines running behind
and ahead of everything, which might appear as shining cracks
in surfaces, quicksilver vines, or shimmering lines in the air.

To a Mastigos, the world shows how all thinking minds turn
back on themselves, and how illusionary separation and dis-
tance is. Warlocks experience warping distance, mirages, and
feelings of being lost, watched, or chased. Thinking beings are
surrounded by indistinct auras, wrapped in their own thoughts
and emotions. Under Focused Mage Sight, many Mastigos sense
chains, bars, uniforms, or other representations of imposed
boundaries.

To a Moros, the world is a quiet, settled place — sounds
dampen to the point of whispers, and movement seems to
slow. Alchemists often see after-images of destroyed items or
corpses, or look on the world through a lens of entropy and
decay. Under Focused Mage Sight, Moros looking at places and
people symbolizing distraction from the universe or holding on
to things beyond their time (everything from a vampire’s Touch-
stone or a ghost’s Anchor to a fellow mage’s magical tool or a
workaholic businessman’s office) see them set aside, discarded,
or broken. Moros call these impressions shells or, when they’re
locations, crypts.

To the Obrimos, the world is bursting with power. Theurgists
see the interactions of Forces and Prime within everything, with
the sense that the material world is straining at the seams, barely
able to hold the power within itself. Under Focused Mage Sight,
Obrimos see the mandalas — complex, twisting patterns, visual
interpretations of all forms of power and authority. Theurgists
see the leader of a gang decorated in golden jewelry, hear the
sun making its passage through the sky, and perceive halos
around the holy. '

Thyrsus experience the world as ecstasy, the feeling of tran-
scending the self to connect to the world around you. The world
under a Thyrsus’ Mage Sight is alive — some Shamans experience
a pulse, a rhythm connecting every creature, or see magic lapping
in and out of Hallows like breath. Under Focused Mage Sight,
every living being is clearly part of the superorganism, playing
its part like an individual cell in a body.

Regardless of the Arcana a mage has studied, her Mage Sight
is always colored primarily by her Path. An Acanthus who adds
Matter to her Active Mage Sight does not see inanimate objects
the same way that a Moros does.

For example, when a Moros examines a knife he sees its
physical composition, senses its rate of decay, recognizes how
often it has been sharpened, and knows what must be done to
reinforce its structure or shatter it. He recognizes a poorly made
knife because he can see its physical flaws.
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Meanwhile, a Mastigos perceives the knife in terms of its
connections. Is it a mass-produced tool spat out by a machine
in a-miserable sweatshop in Southeast Asia, or was it forged
with care by a hobbyist blacksmith new to the craft’ Tracing
back the connections of sympathy, the Mastigos knows the knife
was made with inferior steel because someone involved.in the
blade’s production knowingly gave the factory poor-quality raw
materials, or because the factory owner chose to cut corners
during production.

The same is true of the other Paths. The Obrimos sees the
same knife in terms of all the energy that was put into it, and
knows a faulty blade because it diverges too -much from its pla-
tonic ideal. An Acanthus sees a thousand paths the knife may
* take and notes that it is fated to break at a critical moment. The
Thyrsus notes the knife’s especially weak and sickly spirit and
knows it reflects the poor quality of the blade.

Pattems, Forms/ ancl the Tapestry

Mages describe the aggregate Supernal symbols corresponding
to a phenomenon its Pattern, and when more clarity is needed
call the individual symbols making up a Pattern Forms. When
a mage speaks of a person’s “Life Pattern,” she means the total
information available to the Life Arcanum about that person —
his health, physicality, age, hunger, disease, and any supernatural
effects influencing those things. '

All of the Patterns — all of the Supernal World — together
with the Fallen World giving it substance is called the Tapestry
(or, in especially ancient Grimoires, the Tellurian.)

High Speech

High Speech is the symbolic language of the Supernal Realms
that all mages learn to speak during their Awakenings. State-
ments made in it can alter reality itself, increasing a mage’s
control over her magic when she invokes it during spellcasting.
Because it consists entirely of the symbols of the Supernal
Realms, the Lie conceals its true nature from Sleepers. The
un-Awakened perceive it an unfamiliar language, glossolalia,
or meaningless gibberish.

High Speech is not a real language, but the Supernal platonic
ideal of “language.” It sounds like gibberish to mages, too, but
" their Peripheral Mage Sight responds to it and they know the
information being imparted despite the sounds themselves being
nonsense. A minor key has a different emotional effect than a
major key, for example, and red evokes different memories and
sensations than blue, but neither expresses something that can
be directly translated into ordinary language. High Speech is
similarly useless for conveying long messages but very effective at
evoking intent or mood. Lies cannot be spoken in High Speech,
but it is the only means of fully describing spells.

Magical runes are derived from the shapes Mana makes when
mages release it while using Mage Sight. They work in spellcast-
ing like drawing a blueprint works in construction. High Speech
as a communication method doesn’t have to be written in runes.
A mage can use any alphabet to write High Speech down, safe in
the knowledge that only Awakened mages will be able to read it.

Awakened mages see and hear High Speech in all sorts of
places they weren’t expecting it — short messages written in the
architecture of buildings, warnings in the shape of a motorway
seen from the air, advertisements that contain calls to arms, and
the sounds of sacred animals making prayers to the Aether. Some
of these messages are the result of mages writing things down,
or incorporating High Speech into a design. Most aren’t. The
Greek Pythias at Delphi were priestesses who, when exposed
to certain fumes, ranted in tongues that the priests interpreted
into prophecies. A mage would be able to hear what they were
actually saying, even if the Pythia didn’t know herself. The same
goes for certain Christian groups and mediums in the modern
day — some of them spout High Speech without knowing it.

Are they the makers’ marks of the Exarchs, as so many Seers
claim; or are they symbols sent from the Supernal Realms to
guide mages to Ascension, as no few Diamond mages believe?
Whatever the truth, mages who investigate these inexplicable
messages quite often uncover deeper Mysteries behind them.

Mysteries and Mystery P lays

The ubiquity of High Speech in the Fallen World is only
one of the many phenomena mages describe as the Mysteries.
In essence, the Mysteries are that which begs to be explored
and understood. The journey along the paths or symbols that
accompany Awakening is only the beginning of the mage’s explo-
ration of the Mysteries. He cannot increase his understanding
of the Supernal power he wields-except by seeking them out
and experiencing them. Books and mentors can put a mage

“on the scent of a Mystery, but they cannot bestow the spiritual

epiphany a direct encounter offers.

Old, European magical societies started calling what a mage
experiences when chasing magic a “Mystery Play” — a story with a
symbolic moral at the end. Every Mystery solved is a miniature re-
minder of the Awakening, when the mage first saw through the Lie.

Chasing a Mystery is intoxicating to a mage, and the journey
itself is in many ways the destination. Even those Mysteries that
cannot be easily solved can help a mage grow stronger in her
Path, applying her experiences to magic.

The Tapestry is vast and filled with Mysteries great and small.
Although many have direct, obvious connections to the Super-
nal, most do not. Nothing external forces a mage to pursue the
Mysteries, but those who do not have a natural curiosity and
a willingness to go to great lengths to satisfy it simply do not
Awaken. Mages see the world more deeply than Sleepers do, and
when they notice something abnormal or out of place they feel
an unmistakable impulse to examine it more closely.

’Hle /A\wakenecl \X/dl

A mage casts spells by virtue of her Path — a massive, theo-
retically near-infinite set of magical symbols she can sense and
understand. To cast a spell, she imagines the effect she desires,
focuses her mind on the symbols of her Path that will create that
effect (the Imago), and through the medium of her Gnosis makes
the world obey. Magical properties that were only theoretical
override what’s “real,” and the universe changes.
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Magic is an extraordinarily useful tool for the observation and
analysis of the Mysteries. Virtually all phenomena in the Fallen
World can be observed and described by one or more Arcana.
Mages largely agree that the rare exceptions are subjects that hail
from Realms that are completely alien to human thought — includ-
ing the Abyss. The Wise likewise recognize that not all Mysteries
are the result of Awakened magic — no more than the motion of
the sea is caused by the existence of thermometers or barometers.

Nimbus

Every mage has a Nimbus — a spiritual signature heavily influ-
enced by her Path and Legacy but as unique to her as her DNA.
Whenever a mage casts a spell, her Nimbus flares, revealing her
to any mage using his Sight. Even after the mageé’s spell fades,
her Nimbus lingers on the subject like a fingerprint that can
be traced to her by other mages. A mage may also deliberately
reveal her Nimbus, even to Sleepers, to impress or intimidate,
although doing so provokes Quiescence.

Finally, every mage’s Nimbus subtly twists the lives of everyone
and everything connected to the mage and makes them more
closely reflect her Nimbus. In order to isolate their Sleeping
families and loved ones from the effects of their Nimbuses, most
mages adopt Shadow Names.

Shaclow Names

A Shadow Name is an expression of who the mage thinks she
is in the Supernal World, without the Fallen, mundane person
inside it. Most are only used when performing magic or meeting
other mages, like a persona that can be adopted at will. Some
mages change their voices or body language so much that at first
glance they’re unrecognizable when out of character.

Mages take their Shadow Names very seriously. They are sym-
bols, and therefore Supernal, influencing their bearers’ lives. A
mage naming himself after a god, for example, would be able to
use items relating to his namesake as magical tools, but might
find his magical career influenced to force him into that identity,
events eerily paralleling the myth-symbols he made his magical
identity from. Not every mage is reenacting her namesake’s
legend — not even most of them — but a Shadow Name is not
something to be chosen lightly.

A Shadow Name serves two functions. First, it helps conceal
the mage’s sympathetic name from enemy mages who might
use that knowledge to cast spells on her sympathetically (see p.
172). More importantly, though, it prevents the mage’s Nimbus
from affecting those who only know her by her Sleeping identity.
So long as the mage practices magic within her Shadow Name,
only those things close to her as a mage (her cabal, sanctum,
apprentices, Dedicated tools, etc.) are affected by her Nimbus.

A Shadow Name’s protection works best, however, if a mage
avoids using magic in the presence of the loved ones of his Sleep-
er life. If he allows too much of a connection to form between
his Shadow Name and his un-Awakened family and friends,
they may yet fall under the influence of his magic.

Using a mage’s sympathetic name to address or refer to him
except in the most intimate of friendships is considered offen-

Magical ]dénﬁty Politics

As a culture based around the rejection of mortal
oppression, composed of individuals who almost
all construct new identities for magical purposes,
the Awakened have always been more enlight-
ened than Sleeping society with regard to accep-
tance of different genders and sexualities, even if
they remain as sadly prone to other prejudices as
Sleepers. Many mages appear as different sexes
when in the Astral Realms, or use their spells and
Legacies to become who they are, without the Lie’s
constraints. Many Mastigos and Thyrsus deliber-
ately change gender, sex, and orientation tempo-
rarily as a means of selfexamination and growth.

Historically, Sleeping “magical” practices were
a haven for transgender and non-binary people
in many cultures; modern mages know that these
roles are sometimes just as limiting as outright per-
secution, but some older Legacies were formed
around their symbols and must contend with how
their inheritance appears to the modern Orders.

sively rude by the overwhelming majority of magical societies. In
some Orders, such as the Silver Ladder, Guardians of the Veil,
and the Seers of the Throne, it’s a punishable crime.

Mage Society

Mages do not lead ordinary lives. Their fascination with the
Mpysteries does not translate into polite dinner conversation
among their Sleeper friends. Their gaze penetrates the Lie that
their families cannot overcome, and that makes it difficult for the
Wise to connect intellectually with their un-Awakened loved ones.

A mage’s new awareness of the Supernal draws her into
new social circles. All Awakened share a fascination with the
Mysteries, so if one mage’s attention lands on some occult phe-
nomenon the chances are another mage has noticed it as well.
While this can occasionally lead to conflict if the mages view
one another as competitors, a common interest is much more
often the source of a potential friendship. Older, more experi-
enced mages regularly draw the newly initiated into Awakened
society by offering assistance to newer mages, and some Orders
dangle small Mysteries in densely populated areas to identify
new mages who might be lured into the fold.

Sect's

Most mages belong to one of three sects — the Diamond, the
Free Council, or the Seers of the Throne. The Diamond and
the Free Council maintain an alliance (called the Pentacle)
against the Seers.

The four Orders of the Diamond Precept claim a common
origin as spiritual successors of the Awakened of the Time
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Before, modeling themselves after what they see as a perfected,
Supernal society like a vast, shared, Shadow Name. The evidence
they present for their Supernal remit is inconclusive at best, but
this shared symbolism has helped hold the sect together over cen-
turies by giving its members a common set of cultural reference
points. The four Diamond Orders are the Adamantine Arrow,
the Guardians of the Veil, the Mysterium, and the Silver Ladder.

In its current form the Council of Free Assemblies is the
youngest of the three sects. Once a loose coalition of Nameless
Orders in constant conflict with the Diamond for resources
and members, it united in common cause with them against the
Seers of the Throne and has remained a force to be reckoned
with in the Awakened world ever since.

The Seers of the Throne serve the Exarchs and enjoy consid-
erable prosperity as the result of their devotion to those Supernal
Tyrants. They do not hesitate to use magic to get what they
want. In consequence, they have more resources than any of the
other sects. These advantages are blunted by the Seers’ constant
infighting and struggles for dominance over other Seers of the
Throne, or disputes over control of resources.

‘A relative handful of mages do not belong to any of the three
large sects. They include apostates, Nameless, and members of
Nameless Orders.

An apostate rejected membership in all the Orders for
whatever reason. This is a daunting prospect when even casual
membership in an Order grants access to so many resources —
thousands of years’ worth of accumulated knowledge, Grimoires,
rotes, Legacies, artifacts, Imbued items, and secrets. Some
apostates were once part of an Order and left (voluntarily or
not), taking some secrets with them. These latter apostates are
distrusted by all the other Orders, who see them as potential
traitors or enemy spies. i

A Nameless mage does not belong to any Order. Some hail
from remote regions with few or no other resident Awakened,
or haven’t attracted the attention of an Order yet. Most of these
join an Order once the opportunity presents itself.

A Nameless Order is one of any number of small, usually
local or regional organizations of mages. Some belong to ancient
magical traditions, while others consist of.a few cabals who
recently joined forces. Although a handful can wield consider-
. able influence within their purview, they lack the global reach
of the major Orders.

Cal)a[s

Although mages tend toward individualism, most are intelli-
gent enough to realize they’re more likely to achieve their goals
if they work with others of their kind. Most mages eventually
join a cabal of between two and thirty of their peers. Large or
old cabals might include a mixture of mentors and apprentic-
es, but most are made up of peers at the same level of magical
development. Cabals:can be loose associations sharing nothing
more than the communal rent on a few safe houses, tight-knit
circles of mages who deliberately choose Shadow Names to
take on complimentary roles and enhance their group rituals,

or anything in between. Despite the social pressure to join a
cabal, even a loose one, the Orders do accept lone Solitaries
as members. For the majority, cabals provide many benefits:

Symko[ic Function

Mages frequently build cabals around a theme based on
their number of members, the quality of their magical practice,
their locale, or any other factor that members recognize as a
proper magical correspondence. One might be formed along
an elemental theme, with each member embodying a different
element. Another might use astrological signs, alchemical met-
als or processes, pantheons of gods, cards of the Tarot, totem
animals, or even characters in a Shakespearean play.

A cabal’s symbolism is as important as a Shadow Name in
most mages’ eyes, and the choice of cabal name and theme
tends to dominate all its member’s destinies to some degree.
Furthermore, cabals who perform ritual magic together are
capable of better results if they can incorporate their cabal’s
theme into the casting. :

Mutua[ P rotection

At the very least, membership in a cabal means someone will
notice if you go missing, and they’ll come looking for you. A
mage can usually depend on his cabalmates to support him in
disputes with other mages and to have his back if one of the
Mysteries he is investigating follows him home and tries to kill
him. It’s considered good manners for a mage to let his cabal
know what lines of inquiry he is currently pursuing and what

“kinds of enemies he might have made along the way, but at the

end of the day a cabal is likely to get him out of trouble first
and demand explanations later.

Common Cause :

While each mage has her own personal obsessions, the mages
of a.cabal quite frequently pursue Mysteries together. This allows
them to pool their resources and cover more ground than they
could alone. Each Mystery solved increases the Gnosis of the
cabal as a whole, which makes all the members better-equipped
to pursue deeper Mysteries.

Co“ective Bargaining P ower

When making deals with other mages, a mage with the back-
ing of a cabal has significantly more bargaining power than a
Solitary. First, a cabal acts as a sort of insurance that the mage
will uphold her end of the bargain. Cabals value their reputa-
tions and will apply social pressure to members who might make
other members look untrustworthy. Additionally, if something
beyond the mage’s control (such as her death) prevents her from
keeping her word, her cabal can usually be persuaded to fulfill
the obligation in her stead. Second, a cabal acts as a de facto
enforcer of any agreements its members make. A Solitary mage
can appeal to a Consilium for satisfaction, but a cabal can carry
out its justice swiftly and without outside approval.
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Consilium

Wherever many mages gather in a region with a compelling
longterm Mystery or many smaller Mysteries, the danger of
conflict arises. Cabals dispute control of resources and real
estate, to say nothing of access to contested Mysteries. The
Pentacle manages these pressures by creating a Consilium — a
panel of Councilors chaired by a Hierarch, who hear and resolve
disputes. Consilium decisions are backed up by social pressure
— cabals who don’t agree to abide by their local Consilium
don’t get the protection from other mages it affords. Also, the
judges tend to come from the oldest, most powerful cabals and
employ Sentinels — enforcers and detectives who levy out the
Consilium’s punishments: A Consilium’s decisions aren’t always
final — Convocations can act as a court of appeal — and they
aren’t there to act as a government, except in issues where they
make rulings to protect every Pentacle mage in their territory.
As long as it doesn’t break any local laws, what a cabal gets up
to is entirely the business of its members.

Most Consilia have members in the following roles:

Hierarch: The leader of the council. In some jurisdictions the
Councilors defer to the Hierarch, acting as her advisors. In oth-
ers she acts as moderator in hearings but only casts a vote in the
event of a tie. Hierarchs usually serve for life unless exceptional
circumstances convince them to step down. A Hierarch is usually
allowed to name her own successor, unless she leaves the post in
disgrace, in which case the Councilors elect the new Hierarch.

Councilor: A member of the council. Traditionally there are
four or five Councilors in addition to the Hierarch, and each
Path has a single representative. A Councilor usually holds the
post until he dies, willingly steps down, retires, or falls out of
favor with the rest of the Consilium. The remaining Councilors
elect a new member to fill any vacancy.

Provost: Mages tasked with ensuring the council’s orders
are carried out. Each member of the council usually appoints a
Provost to represent him, and so mages in this post often act as
proxies for the Councilor (or Hierarch) they serve.

Sentinel: Enforcers appointed by the Hierarch to patrol the
Consilium’s sancta and Demesnes and carry out its rulings.
The council dispatches a Sentinel whenever a mage or cabal has
violated Consilium mandates. If Provosts ensure that member
cabals adhere to council instructions, a Sentinel provides them
with an incentive to cooperate. She may deliver a polite warning,
command an immediate tribunal appearance before the council,
or mete ‘out a stern punishment — depending on the severity of
the transgression and the orders of the Consilium.

Herald: Ambassadors and messengers of the Consilium,
appointed by the Hierarch. Heralds deliver news and general
announcements to member cabals and represent the Consilium
to other Consilia. They frequently welcome new arrivals to the
region and ensure they are aware of Consilium rules.

Interfector: Masked executors of justice who carry out the
sentences the Consilium passes. Only a Guardian of the Veil
can hold this post, and most Interfectors serve all the Consilia
within the local Guardian Caucus.

Lex Magt’ca

~ For the most part one mage does not tell another how to
practice her Art, but a practitioner who uses her magic recklessly
enough to endanger the Awakened may run afoul of the Lex
Magica. Consilia use this body of magical law to establish limits
on the behavior of the Wise and to punish infractions. The hun-
dreds of years of past trials and rulings represent a wide range
of precedents, many of which contradict each other, and this
grants Consilia considerable latitude in rendering judgments
on those they feel have acted unwisely or immorally.”

The Lex Magica recognizes four kinds of laws, each layer
overruling the ones following it — Gold, Silver, Bronze, and
Iron. Gold Laws are those the Diamond believes were laws in
the Time Before, gathered from Artifacts, from time-lost ruins,
and by the agreement of multiple Consilia. Gold Laws are rare,
and mostly concern the individual rights of mages to follow their
studies unless they conflict with another’s, to. maintain sancta
and Hallows without fear of trespass, and to be recognized for
greater skill in the Arcana.

Individual Consilia create local laws — called Silver Laws — as
part of their charters or by “concord,” where all the Consilia
in a Convocation agree to alter their laws in the same way to
harmonize the Lex Magica. Bronze Laws make up the body of
precedent — every ruling by a Consilium or its officers becomes
a Bronze Law a later mage can point to. Silver and Bronze to-
gether form the bulk of the Lex Magica, and in the millennia
since the Diamond Orders were founded, several Precepts are
commonplace, found in almost every Consilium. These include:

The Precept of Secrecy: Also called “The Veil.” It is regarded
as a serious offense to speak of magic to the unenlightened or
to openly practice it in front of Sleeper witnesses.

The Precept of Protectorate: Prohibits cabals from trespassing
in, spying on, or attacking another cabal’s sanctum.

The Precept of Hubris: Frowns upon mages who use magic
to manipulate or harm others without good reason.

The Precept of War: Sets rules of engagement by which
mages and cabals may engage in magical warfare. For disputes
that cannot be resolved peacefully by the Consilium, the Lex
Magica strongly encourages the use of the Duel Arcane, which
minimizes bloodshed and the potential for accidental mayhem.

Finally, Iron Laws describe all rules, oaths, and treaties ratified
bya small group of mages within the Consilium’s jurisdiction —
such as cabal charters, a mutual protection agreement between
two cabals, or a sworn oath by one mage to perform some
service for another. Whenever two laws come into conflict, the
Gold Laws take precedence over the Silver and Bronze Laws,
which in turn hold more weight than any Iron Law, but the
Consilium may choose to'sit in judgment over any infraction
within its jurisdiction.

Consilia also take action against Left-Handed mages. While
the exact definition varies from Consilium to Consilium, a
mage is frequently regarded as Left-Handed if her Obsessions or
magical practices involve the abuse or destruction of souls, the
destruction of the world’s magical potential, routine interference
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with a Sleeper’s Awakening, the cavalier abuse of Sleepers, Abys-
sal corruption, contact with the Lower Depths, or the evasion
of death by extraordinary and ethically questionable deeds.

When a Consilium finds a mage guilty of a crime against the
Lex Magica, it levies one of several punishments. Lesser crimes
merit public reprimand, payment of debts, or acts of penance
on the behalf of the Consilium or wronged party. Serious crimes
result in imprisonment, banishment, death, and for the most
terrible crimes, death combined with the destruction of the
accused’s soul.

C(’;\UCUSQS

Whereas Consilia act as keepers of the peace among the
Awakened, a mage’s Order influences to what ends he typically
directs his magical abilities. The Order provides a philosophical
compass with which to resolve ethics puzzles unique to the Wise,
and entrusts him with responsibilities to the Order as a way to
prove his dedication and advance the Order’s goals. In exchange
for loyalty and service each Order provides its members in good
standing with resources and magical instruction.

Each Order is a global organization. A Guardian of the Veil in
China has as much access to the Masques as one in France, for
example, and both will share a similar overall power structure
or chain of command. However, the Guardians near Beijing
will not focus on the same problems or employ the same meth-
ods for achieving their goals as the Guardians in and around
Paris. These regional groupings of culturally similar mages of
the same Order — typically led by a high-status member — are
called Caucuses.

Caucuses tend to cover larger geographical areas than Con-
silia. In most cases a single. Caucus will wield influence over
members of their Order in three to six different Consilia. Two
different Orders’ Caucuses may wield influence over the same
regions, but frequently this overlap is incomplete. The structure
of an Order Caucus depends heavily on its Order:

/A\clamantine /A\rrow

Arrow Caucuses have clear chains of command. New mem-
bers of the Order are called Talons. Those who have proven

themselves competent tacticians and leaders are promoted to
" First Talons. Thunderbolt Guardians are senior Arrows who
usually serve as instructors in their areas of specialty until their
talents are required on the battlefield, at which point they bring
their vast knowledge and considerable skills-to bear against the
enemy. An Adamant Sage usually commands an Arrow Caucus
and acts as an advisor to local Hierarchs, especially on matters
of defending the Consilium against threats. Some Talons receive
formal recognition from their superiors as guardians of a partic-
ular cabal — called Banner Wardens — although not every Talon
from a mixed Order cabal is permitted this responsibility, as they
become dedicated to that duty above the Orders’ other interests.

C’uarclians o{ t}le Vei[

Most Guardian activity centers around its several Labyrinths —
mystery cults intended to direct Sleeper attention away from real

magic while giving the most dedicated seekers an opportunity
to prove themselves worthy of Awakened secrets. Each Cultor
maintains one such cult, acting either as the cult’s leader or
as an important member who directs the cult’s activities from
behind the scenes. Emissaries act as messengers to mages of
other Orders, delivering anything from intelligence to help a
Consilium root out corruption, to dire threats to those who
risk the Veil too often. Susceptors investigate all the Orders for
signs of internal corruption or agents of the enemy, which is as
dangerous as any spymaster’s job. The Epopt secretly directs the
activities of the Caucus from behind the false identities he wears.

Mysterium

Mysterium Caucuses spring up around a cluster of Athenaea.
Mages outside of the Mysterium frequently envision specialized
libraries of Grimoires, but an Athenaeum can take many other
forms. They can be centers of learning like libraries, schools, and
museums (collectively called Archives); or they can be Censoria,
where potentially dangerous lore or artifacts are kept in quar-
antine against the day that their usefulness outweighs the risks.

Low-ranking Acquisitors seek out Mysteries to add to the Or-
der’s network of Athenaea. Censors police the use of dangerous
Mpysteries to keep them out of reckless hands — including those
of mages who have shown poor judgment. Savants commit entire
fields of arcane and mundane lore to memory to ensure that
even the loss of an Athenaeum will not erase the Mysterium’s
knowledge of any topic contained in it. Each Athenaeum has
a Curator who determines who may access and/or borrow the

‘Mysterium treasures in his keeping, and the religious aspects of

the Caucus are led by its Hierophant.

Si[ver Lacuer

Silver Ladder Caucuses make extensive use of Cryptopolies —
elaborate networks of mystery cults that serve the dual purpose
of propagating Silver Ladder ideals (and guiding Sleepers to
Awaken) and allowing théarchs to wield social influence against
the Lie. Théarchs do not control Cryptopolies directly, instead
relying on Illuminated Retainers — Sleepers, Sleepwalkers, or
Proximi initiated into the Order. Many organizations and laws
common to Pentacle mages are Silver Ladder innovations — the
Consilium, the Convocation, the Lex Magica, and even the
Duel Arcane.

Newly-initiated Acolytes run errands, carry messages, and
perform a variety of ad hoc duties assigned to them by more
senior théarchs. Lictors act as itinerant investigators and judges
throughout the Caucus. A member of the Silver Ladder who
masters the Lex Magica may rise in prestige by becoming a Fac-
totum — a lawyer of the Order. Clavigers maintain ideological
purity among the Silver Ladder and occasionally serve as envoys
to other supernatural beings — partially because of their experi-
ence and partially because they are more expendable than the
Order’s Deacons. Most Silver Ladder Caucuses have a single
Deacon who oversees-all the théarchs within his domain. Some
populous Caucuses in regions dominated by the Silver Ladder
may have an Archdeacon who rules over several Deacons with
narrowly defined responsibilities within the Caucus.
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Assemuy

Libertines agree to be governed by the Consilium when their
cabals are members, but they prefer to participate in Assemblies.
Ideally, an Assemblyis a democratic gathering of all the mages
in a locality, voting equally on public matters and all abiding by
the results. In practice, Assembly is usually the same thing as the
Free Council Caucus, except for a handful of younger or less
established mages who think they’ll get a better result appealing
to the Libertines than going to the Hierarch.

Contrary to popular assumptions, not all members of an
Assembly have voting rights — at least not right away. Newly
initiated Libertines are granted provisional membership for a
year before gaining voting membership (unless they convincingly
prove their loyalty to the Assembly before then). Mages who
come to Free Council gatherings from other Orders who submit
to the Assembly’s judgments and participate in their rituals and
organization long enough can likewise earn voting membership
(becoming a Voter). Partially this is to-make infiltration and
sabotage of an Assembly by the Seers of the Throne more diffi-
cult, but it also prevents similar voter abuses by Diamond Order
mages who might try to sway the Assembly’s policy.

Emissaries serve as contacts with the local. Consilium and
regional Caucuses and Minutemen respond to emergencies.
Letter Carriers deliver messages hidden in their minds, while
Citizen Agents serve as watchmen, spies, and covert operatives
for the Order. In some areas, a Strategos acts as a general, chief
executive, or .expert who addresses an immediate threat or

concern. A Libertine who has gained enough of a reputation to
sway the votes of his constituents is regarded as a Syndic — one
of the politicians and lobbyists of the Free Council.

Convocation

To prevent Consilia from becoming too isolated from one an-
other, the Silver Ladder works to organize regular Convocations.
Mages from many different Consilia send representatives to the
host:Consilium to exchange information and forge friendships
and alliances with Awakened of other regions. The smallest Con-
vocations cover the overlapping territories of one Caucus from
each of the five Orders, the largest gather attendees from all over
a continent. The Silver Ladder has long spoken of organizing
a Grand Convocation open to mages from every Consilium in
the world, but this has never materialized.

Convocations tie the Orders together; they’re where the
leaders of Caucuses confer with one another (even ‘if it’s via
representatives) and set the agenda for their own parts of the
Orders. Convocations also act as courts of appeal for those
dissatisfied with the ruling of their local Consilium. These gath-
erings likewise make excellent opportunities to meet members
of Legacies who might be willing to induct a new student. Even
the Free Council makes use of Convocation, as the Order’s
attempts to build national- and international-scale Assemblies
have not yet born fruit.

While an inexperienced mage who is nonetheless lauded for
her Wisdom can be Hierarch, and anyone may speak at Assem-
bly, Convocations are run by a'committee of Magisters. Any
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The Greater Ministries

Four Great Ministries exist as servants of the Archgenitors, dominating the Lesser Ministries.

Hegemony: The State is the soul. The first true Ministry finds itself embattled by factional conflicts, as global-
ization nips at the heels of the servants of the Unity, Exarch of control through nationalism. Dominating nations
and attracting leaders, the Hegemons did quite well while humanity existed in a collection of nation-states and
far-flung empires, but have fallen prey to the subversive power of the merchant class, represented by the Lesser
Ministry of Mammon, servants of.the Chancellor. As theocracies and corporate interests rise ascendant over
political interests, many within the Pyramid whisper that the 21¢ century will'be the last with Hegemony as a
Great Ministry.

Panopticon: Vision is power. Making extensive use of surveillance technology, the Panopticon styles itself
servants of the Eye, Exarch of control through surveillance. With every tracked private message, every law
passed to strip a bit. more privacy from citizens, the Panopticon gains power. Eyes high in orbit can see every
inch of the globe, and the Ministry spends a great deal of time managing Seer conspiracy cults, promohng a
culture without privacy, so that the people shackle themselves for fear of retribution.

Paternoster: Faith is an unbreakable chain. Resplendent in ceremony and encouraged by the soft certitude
of cultured piety, those of the Ministry of Paternoster style themselves priests of the Father, Exarch of control
through faith and religion. Champions of all zealotry, the Ministry reinforces dogma and fear while quashing
the positive aspects of religion. The Ministries scour Sleeper religions for hints of Supernal insight, that they can
be grounded and guttered to promote the pure Exarchal religion.

Praetorian: The weak fear the strong. Brutal demagogues and warriors, the soldier-priests of Praetorian
serve under the General, Exarch of control through violence. Where their counterparts in the Adamantine
Arrow practice combat as a symbol of righteous struggle, Praetorian mages espouse warfare as dehumanizing
meat-grinder, through which warlords rise to subjugate others with the fear of violence. As western societies are
increasingly militarized by fear of terrorism, and the world bathes in the blood of countless never-ending wars,

the Praetorian Ministry seems unassailable in the Iron Pyramid.

Pentacle mage attending Convocation who can prove complete
mastery of an Arcanum has the right to be a Magister.

The Iron P yrami(l

The Seers organize themselves into an Iron Pyramid of pres-
tige and servitude, putting themselves above Sleepers and all
other mages, with increasing ranks of fewer and fewer Seers and
the Ministers at the top. Each Minister is the earthly servant of
a particular Exarch, the head of a Ministry of Seers dedicated
to that form of control over the Fallen World. Many Ministers
" are archmages, or live in Supernal Verge-fortresses where they're
at once imprisoned and served by entities loyal to their Patron
Exarch, including Ochemata.

Beneath the Ministers, Tetrarchs control a Ministry’s activities
in a wide geographical region. All the Tetrarchs in a single region
make up a single Tetrarchy. The Tetrarchies discuss the Seers’
goals and pass commands down to their Ministries through
higher-ranking local Seers.

Beneath the Tetrarchies are the many Pylons. Although Pylons
resemble.cabals in size, they have a clear pecking order typically
absent from Pentacle cabals both within and without their ranks
— most Pylons report to another Pylon instead of directly to a
Tetrarch. Advancement up the Pyramid comes when a Seer is
~ strong enough to demand it. Most Seers watch their superiors
for weakness and undermine their inferiors.

Legacies

Every mage in the world belongs to one of the five Paths, which

colors a mage’s perception of the world. The major Orders seek to
provide general guidelines for how magic ought to be employed.
Legacies, however, represent a conscious, narrow view on how an
individual mage should wield magic. Ancient Legacies reflect be-
lief structures that have rung true for their members for centuries,
and even contemporary ones represent a very specific worldview
developed after careful reflection and self-examination.

Those who share a Legacy belong to an elite and highly spe-
cialized clique. Some consist of hundreds of members scattered
across the world like members of an especially esoteric social
club. Others boast only a few dozen mages with a belief system
others among the Wise find inexplicable if not outright objec-
tionable. For those within one, a Legacy offers a specialized
network of social contacts that understand each other better
than any other mages do. Members of the same Legacy share an
extraordinary philosophical connection, and the bond between
mentor and student of a common Legacy tends to be stronger
than that between any Order master and apprentice.

Members of a Legacy develop Attainments, powers so instinc-
tive and often-used that they carve channels into the mage’s
Gnosis, forcing her soul into a new shape, and are accessible
without spellcasting. Some Legacies display physical or mental
changes as well.
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Adopting a Legacy is seen ‘as a sign.of maturity in mage society,
marking the mage as a dedicated practitioner of her magical style. A
minority of mages don’t develop one out of personal reluctance to
shape their own souls, or wait to define their own Legacies rather than
take the easier route of joining an existing one, but adepts and masters
without Legacies or a stated reason to not have one are notably unusual.

While the Awakened accept that each mage will shape her soul
to match a Legacy that might be radically different than those of
cabalmates, most Consilia keep lists of banned Left-Handed Leg-
acies in their Silver Laws. These Legacies practice Attainments
deemed abhorrent by the Consilium, or have been interdicted
by Convocation as hostile to the Pentacle as a whole.

Lexicon

Note: Italicized words refer to separate entries.

Aether, the: A Supernal Realm where the Ruling Arcana are
Forces and Prime. Mages who walk the Obrimos Path claim a
connection to this Realm.

“Abyss, the: The rift of Lies that leaks into the world with
each Paradox.

Acanthus: A mage whose Path leads to Arcadia. Also known
as Witches or Enchanters.

Acamoth: An Abyssal entity formed in the Astral Realms.

Adamantine Arrow: One of the Diamond Orders of the Pen-
tacle. Mystical soldiers and warriors.

adept: A mage who has attained the fourth degree (4 dots) of
knowledge in an Arcanum.

apostate: A mage who has rejected membership in any Order
or who was once part of an Order but no longer is.

apprentice: A mage who has attained the second degree (2
dots) of knowledge in an Arcanum.

Arcadia: A Supernal Realm where the Ruling Arcana are Fate
and Time. Mages who walk the Acanthus Path claim a connection
to this Realm.

Arcanum (pl. Arcana): The ten elemental principles through
which mages understand the Tapestry. A mage’s Arcanum lore is
the mechanism by which she draws down the laws of a Supernal
Realm. Her Gnosis provides her connection to that Realm.

archmaster: A mage who has attained the alleged sixth degree
(6 dots) or higher of knowledge in an Arcanum.

Ars Mysteriorum: Magic. The “Art of the Mysteries.”

Assembly: A democratic political body of Pentacle mages
in areas controlled by the Free Council. In areas governed by a
Consilium, it more commonly refers to the local Caucus of the
Free Council.

Astral Realms: The internal landscape of souls. Consists of
four layers: the personal dream plane, the individual soul (an
Oneiros), the collective human soul (the Temenos), and the world
soul (Dreamtime). Inhabited by mental entities called Goetia.

Attainment: A power gained through mastery of an Arcanum
(simply an Attainment) or through crafting one’s Gnosis by way
of a Legacy (a Legacy Attainment).

cabal: A group of mages, sometimes formed around a sym-
bolic theme. :

. Caucus: A regional organization consisting of all mages of a
particular Order who operate within its jurisdiction.

Consilium (pl. Consilia): A body of Pentacle mages who help
maintain the peace between the Awakened in a local region.

Convocation: A gathering of mages from several different
Consilia to discuss larger concerns and establish Order policies.

Death: The Arcanum that governs darkness, decay, ectoplasm,
enervation, ghosts, ghostly phenomena in Twilight, the Under-
world, souls, cold, and shadows.

Demesne: A weak Supernal Verge created by one or more
soul stones.

Diamond Orders: Four Orders of the Pentacle who model
themselves after mages’ roles in the Time Before — Adamantine
Arrow, Guardians of the Veil, Mysterium, and Silver Ladder.

disciple: A mage who has ‘attained the third degree (3 dots)
of knowledge in an Arcanum.

Dissonance: The power of a Sleeping soul to unravel a spell
and cause the Sleeper to forget or rationalize away what he
witnessed. '

ephemera: Spiritual substance of which spirits, ghosts, and
Goetia are made.

Exarchs: The Supernal beings who enforce the Lie. Served
by the Seers of the Throne.

Fallen World, the: The manifest worlds of the Tapestry,
including the material world, Underworld, Astral Realms, and
Shadow Realm.

. Fate: The Arcanum that governs blessings, curses, destiny,
fortune, oaths, probability, luck, and intent.

Forces: The Arcanum that governs electricity, gravity, move-
ment, light, radiation, sound, weather, and heat.

" Free Council: An Order of the Pentacle made up of many
Nameless Orders that joined forces against the Seers of the Throne
and are now allies of the Diamond Orders.

Gnosis: A mage’s understanding of the Supernal World and the
means by which he draws down the laws of the Supernal Realm.

Gross Arcana: The five Arcana that govern the tangible,
manifest facets of the Fallen World; Forces, Life, Matter, Space,
and Time.

Guardians of the Veil: One of the Diamond Orders of the
Pentacle. Spies and sécret police.

Gulmoth: An abyssal entity formed in the material world,
Underworld, or Shadow.

Hallow: A place where Mana forms and collects.

High Speech: The symbolic language of the Supernal Realms
that all mages learn to speak during their Awakenings. State-
meénts made in it can alter reality itself.

hubris: The excessive pride that causes mages to sin against
Wisdom as they suppose that the fundamental laws of the
universe are theirs to command.

Imago: The image of a spell in the mind’s eye of its caster.
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improvised spell: a spell Imago designed and cast in response
to a need, the majority of spells, as opposed to a Praxis or Rote.

initiate: A mage who attains the first degree (1 dot) of knowl-
edge in an Arcanum.

Iron Pyramid: The hierarchal social structure of the Fallen
World as the Seers of the Throne understand it, with Sleepers at the
bottom and the Exarchs at the top.

Legacy: A group of mages practicing a magical style so'much
members shape their Gnosis and develop Legacy Attainments.

Lex Magica: The body of magical law used by Consilia to estab-
lish limits on the behavior of the Wise and to punish infractions.

Lie, the: The force that tries to hide the truth of the Supernal

. Realm from Sleepers. A manifestation of the Exarchs’ power i in
the Fallen World.

Life: The Arcanum that governs disease, poison, evolution,
healing, metamorphosis, vigor, health, and growth.

Mana: Magical energy mages use to draw down the perfection
of the Supernal Realms into the Fallen World. The “liquid” form
of tass.

‘master: A mage who has attained the fifth degree (5 dots) of
knowledge in an Arcanum.

Mastigos: A mage whose Path leads to Pandemonium. Also
known as Warlocks or Psychonauts.

material world: The physical or concrete portion of the Fallen
World, separated from the Shadow Realm by the Gauntlet.

Matter: The Arcanum that governs base alchemy, air, chemi-
cals, earth, water, shaping, transmutation, tools, machines, and
enhanced items.

Mind: The Arcanum that governs communication, willpower,
training, pain, hallucination, mental projection, mental phe-
nomena in Twilight, thoughts, possession, emotion, telepathy,
dreams, and Goetia.

Moros: A mage whose Path leads to Stygla Also known as
Alchemists or Necromancers.

Mysteries, the: Manifestations of the supernatural in the
Fallen World, which mages study in order to improve their un-
derstanding of the Supernal Realms (their Gnosis) and increase
their mastery of Arcana.

Mysterium: One of the Diamond Orders of the Pentacle. Schol-

ars and explorers.

Nameless: A mage who has not joined an Order, either because
they have not yet chosen one or because she hails from an area
with few or no mages of an existing Order. -

Nameless Order: A small or regional Order as opposed to
one of the six global Orders.

Obrimos: A mage whose Path leads to the Aether. Also known
as Theurgists and Thaumaturges.

Order: A formal organization of mages that seeks to cultivate
the Ars Mysteriorum among its members and disseminate its goals
to other mages.

Pandemonium: A Supernal Realm where the Ruling Arcana

are Mind and Space. Mages who walk the Mastigos Path claim a
connection to this Realm.

Paradox: An intrusion of Abyssal energies into the Fallen World
caused by a mage’s hubris.

Path: A mage’s personal connection to a Supernal Realm by
which he can work magic.

Pentacle, the: The loose alliance of the Diamond Orders and
the Free Council.

Practice: One of thirteen general categories of spells universal
to all Arcana. A mage’s acknowledged title (initiate, apprentice,
disciple, adept, or master) depends on which Practices she has
proven capable of in that Arcanum.

Praxis: a spell that a mage has cast so often it is becoming
second nature to her, as opposed to improvised spells and rotes.

Primal Wild: A Supernal Realm where the Ruling Arcana are
Life and Spirit. Mages who walk the Thyrsus Path claim a con-
nection to this Realm:

Prime: The Arcanum that governs Hallows, Supernal Truth,
Mana, the Nimbus, tass, imbued items, Grimoires, the divine,
Imagos, and dispelling.

Pylon: The equivalent of a cabal among the Seers of the Throne.
Each usually consists of mages from a single Ministry. A Pylon
has an internal chain of command in accordance with the Iron
Pyramid.

Quiescence: The Sleeping curse that prevents most souls from
Awakening to the truth of the Supernal World and causes the
Sleeper to forget or rationalize away what he witnessed.

Rote: a spell Imago designed bya master and taught to other
mages, as opposed to an improvised spell or Praxis.

sanctum: The place where a mage or cabal performs magical
studies and practices the Ars Mysteriorum.

Seers of the Throne, the: An Order of mages, opposed to
the Pentacle, who serve the Exarchs and work to sustain the Lie.
Commonly referred to as “the Seers.”

Shadow Name: The mag1cal identity and symbolic idealized
self a mage uses when performing magic or meeting other mages.

Shadow Realm: The spiritual or ephemeral portion of the
Fallen World, separated from the material world by the Gauntlet.
Inhabited by spirits.

Silver Ladder: One of the Diamond Orders of the Pentacle.
Leaders and priests among the Awakened.

Sleeper: A human who is not Awake, which includes the ma-
jority of people. As victims of the Lie, Sleepers suffer Quiescence,
generate Dissonance, and worsen Paradox risks.

Sleepwalker: A human who, although not Awakened, possess-
es enough awareness of the Supernal World to escape many of the
effects of the Lie. They do not suffer from Quiescence, generate
Dissonance, or worsen the risk of Paradox.

Solitary: A mage who is not a member of a cabal, whether
because she has not joined one, because she left their former
cabal, or because all the other members of her cabal died or

left the cabal.

soul stone: An object suffused with a piece of a mage’s soul,
voluntarily created at the cost of the mage’s own magical poten-
tial. The necessary foundation of a Demesne.
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Space: The Arcanum that governs conjuration, distance,

barriers, scrying, sympathy, wards, teleportation, and mazes.
. Spirit: The Arcanum that governs exorcism, spirits, the Shad-

ow, spiritual phenomena in Twilight, the Gauntlet, and Essence.

Subtle Arcana: The five Arcana that govern intangible, unseen
facets of the Fallen World — Death, Fate, Mind, Prime, and Spirit.

Supernal Realm: One of five realms whose symbols manifest
in the Supernal World — the Aether, Arcadia, Pandemonium, the
Primal Wild, and Stygia. Each mage calls upon the Supernal
Realm associated with her Path to use magic.

Supernal World, the: The world of magic as the Awakened see
it. The world beneath the Lie where concrete and abstract mix.

Stygia: A Supernal Realm where the Ruling Arcana are Death
and Matter. Mages who walk the Moros Path claim a connection
to this Realm.

Tapestry, the: A metaphor for the whole of Creation.

tass: Magical substance that commonly forms at Hallows. The
“solid” form of Mana. ;

Thyrsus: A mage whose Path leads to the Primal Wild. Also
known as Shamans or Ecstatics.

Time: The Arcanum that governs speed, divination, prophecy,

the future, the past, progression, and history.

Twilight: The state of existence of most ephemeral beings
(including ghosts, Goetia, and spirits) when in the material world.

Twilight objects and beings cannot be seen or touched except
by magical means.

. Underworld: The chthonic world inhabited by human ghosts
and the never-born chthonians. '

Veil, the: The body of customs used by the Awakened to keep
magic hidden from the uninitiated (including Sleepers) in order
to protect the Mysteries from those who might misuse them and
to minimize the intrusion of the Abyss. Actively enforced by the
Guardians of the Veil.

Verge: A place where a Supernal Realm or the Abyss is espe-
cially strong, overwriting the laws of reality. with those of the
originating realm.

Watchtower: A mystical edifice in a Supernal Realm that some
mages see during their Awakenings.

will: The force of intent someone can bring to bear to ac-
complish a task. For mages, this has the extra meaning of “the
magical will,” the intent to alter reality through magic.

willworker: A mage.

Wisdom: The quality of a mage’s understanding of how to
minimize the damage his magic causes by exercising restraint and
practicing the Ars Mysteriorum ethically. The moral opposite
of hubris. Also called “Sophia.”

Wise, the: A collective term for all mages.

Yantra: Symbols that hold the Supernal nature of a concept,
helping the mage fasten onto an Imago.
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In Mage: The Awakening, mages are essentially human,
with one major difference; they can choose to wield magic.
The following rules show how to create your Mage characters,
and some of the few differences between mages and Sleepers.

Character Creatioh

Your characters in Mage: The Awakening engage with the
Fallen World using the Storytelling system game mechanics. To
determine how they fit into the world mechanically, you create
those characters using the following systems. Every player should
have a copy of the character sheet in the back of this book. The
character sheet is your map to your Awakened character.

Usually, all players should make their characters together.
You're building a story together; it stands to reason that the
characters should at least nominally fit together. Even if the
Storyteller plans to bring éveryone together in the first game
session, it’s good to consider the dramatic appropriateness of
the characters as a group. While enough finagling can bring
any group of people together, some combinations may be more
trouble than they’re worth.

Stép Onez Character Concept

If the character sheet is the map to your character, character
concept is the legend. Character concept is a couple of words
that describe your character in a dramatic, literary sense. Is your
character a Puckish Rogue? Is she an Itinerant Researcher? Is
she a Celebrant Technoshaman?

As you've read through the previous sections, perhaps the
Path, Order, or other setting snippets sp